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1 Replication


Replication of results for LLS2010 should be a three-step process.


1. Unzip the zipped file LLS2010.


2. Open ”Chess.do” in the folder ”Code”.


3. Alter the global dir to be the file path to the unzipped LLS2010 folder.


For replication purposes, empty folders should be included.


1.1 Code


Chess.do is a Stata 9 .do file that cleans our raw data, found in the “Data”
folder, merges our individual race moves, and produces LATEX tables in the
“Table” folder.


1.2 Tables


This folder should be have ten files. Running the “Chess.do” from the “Code”
directory will recreate every table.
Each table does not stand alone and cannot be rendered as .tex. Instead, one
can render all nine tables together by rendering “FullTables.tex” in LATEX.


• FullTables.tex: This file is used to render all other tables.


• table1.tex: This table gives a summary of participants and their USCF
and FIDE ratings.
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• table2.tex: This table gives a summary of participant titles and rank-
ings.


• table3.tex: This table gives a summary of Race to 100 Results.


• table4a.tex: This table gives implied probabilities for the 1-9 Race.


• table4b.tex: This table gives implied probabilities for the 1-10 Race.


• table5.tex: This table gives the percentage of games solved at each
node.


• table6.tex: This table gives centipede behavior by induction ability, as
defined in ”Chess.do”.


• table7a.tex: This table gives a summary of Race to 100 Results condi-
tioned on 1-9 Race played first.


• table7b.tex: This table gives a summary of Race to 100 Results condi-
tioned on 1-10 Race played first.


1.3 Data


This folder should have two files. Both are raw data, though personally
identifying information is censored.


• Chess Data.dta: This Stata 9 data file gives all noncensored raw data.
It is cleaned using “Chess.do”


• ChessRaceData.csv: This comma separated value file gives the full
“race to 100” data (every move). It is merged into Chess Data.dta
using “Chess.do”.
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\maketitle

\section{Replication}
Replication of results for LLS2010 should be a three-step process.  
\begin{enumerate}
\item Unzip the zipped file LLS2010.  
\item Open "Chess.do" in the folder "Code".  
\item Alter the global dir to be the file path to the unzipped LLS2010 folder.
\end{enumerate}

\noindent
For replication purposes, empty folders should be included.

\subsection{Code}
Chess.do is a Stata 9 .do file that cleans our raw data, found in the ``Data'' folder, merges our individual race moves, and produces \LaTeX  \ tables in the ``Table'' folder.  

\subsection{Tables}
This folder should be have ten files.  Running the ``Chess.do'' from the ``Code'' directory will recreate every table.

\noindent
Each table does not stand alone and cannot be rendered as .tex.  Instead, one can render all nine tables together by rendering ``FullTables.tex'' in \LaTeX.

\begin{itemize}
\item FullTables.tex:  This file is used to render all other tables.
\item table1.tex:  This table gives a summary of participants and their USCF and FIDE ratings.  
\item table2.tex: This table gives a summary of participant titles and rankings.
\item table3.tex:  This table gives a summary of Race to 100 Results.
\item table4a.tex:  This table gives implied probabilities for the 1-9 Race.
\item table4b.tex:  This table gives implied probabilities for the 1-10 Race.
\item table5.tex:  This table gives the percentage of games solved at each node.
\item table6.tex: This table gives centipede behavior by induction ability, as defined in "Chess.do".
\item table7a.tex:  This table gives a summary of Race to 100 Results conditioned on 1-9 Race played first.
\item table7b.tex:   This table gives a summary of Race to 100 Results conditioned on 1-10 Race played first.
\end{itemize}

\subsection{Data}
This folder should have two files.  Both are raw data, though personally identifying information is censored.

\begin{itemize}
\item Chess Data.dta:  This Stata 9 data file gives all noncensored raw data.  It is cleaned using ``Chess.do''
\item ChessRaceData.csv: This comma separated value file gives the full ``race to 100'' data (every move).  It is merged into Chess Data.dta using ``Chess.do''.
\end{itemize}

\end{document}



Code/Chess.do
/*************************************************************************************************************************************************************************************											****		Chess.do: This .do file will analyze data for Levitt & List's 		****		chess project of Spring & Summer 2008.					****											****											****		Project(s): Chess (Levitt & List)					****											****		Creators: Trevor Gallen							****		Date Started: 06/28/2008						****		Last Update: 12/20/2009							****											*************************************************************************************************************************************************************************************//*************************************************************************************************************************************************************************************											****					SETTINGS					****		These are my preferred settings.  Changing the global			****		directory name should be all that is necessary to properly		****		run this .do file.							****											*************************************************************************************************************************************************************************************/	clear 	set rmsg on	set more 1	set virtual on	pause off	*****************************************************************	**AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **	**WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**	**THE REST WILL BE AUTOMATIC!                                  **	*****************************************************************		global dir = "/Users/trevorgallen/Desktop/Chess"	global datadir = "$dir/Data"	global logdir = "$dir/Logs"	global codedir = "$dir/Code"	global figsdir = "$dir/Figures"	global tabledir = "$dir/tables"	local projectname = "ChessInduction"	local hour = substr("`c(current_time)'", 1,2)	local minute = substr("`c(current_time)'", 4,2)	local day = substr("`c(current_date)'", 1,2)	local month = substr("`c(current_date)'", 3,3)	local year = substr("`c(current_date)'", 8,4)		cd $logdir	capture log close 	capture cp "$logdir/log`projectname'_`year'_`month'_`day'_`hour'_`minute'.log" "`c(pwd)'/log`projectname'_`year'_`month'_`day'_`hour'_`minute'.bak", replace	log using "$logdir/log`projectname'_`year'_`month'_`day'_`hour'_`minute'.log", replace	cd $dir/*************************************************************************************************************************************************************************************											****					Programs					****											*************************************************************************************************************************************************************************************/	global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'	global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'	global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'	global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'	*	Headermaker4_1A		cap program drop headermaker4_1A		program define headermaker4_1A			#d ;			di as green			$SEPAR			in green _col(1) "USCF Rating"			in green _col(22) "{text:{c |}}"			in green _col(24) "FIDE Rating"			in green _col(46) "{text:{c |}}"			in green _col(48) "LLS: Chess"			in green _col(70) "{text:{c }}"			in green _col(72) "PHV: Chess"			$SEPAR2;			#d cr		end	*	Tablemaker4_1A		cap program drop tablemaker4_1A		program define tablemaker4_1A			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "`2'"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "`3'"			in green _col(70) "{text:{c |}}"			in yellow _col(72) "`4'";			#d cr		end	*	Headermaker7_2A		cap program drop headermaker7_2A		program define headermaker7_2A			#d ;			di as green			$SEPAR			in yellow _col(1) "Node 1"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "Node 2"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "Node 3"			in green _col(34) "{text:{c |}}"			in yellow _col(36) "Node 4"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "Node 5"			in green _col(58) "{text:{c |}}"			in yellow _col(60) "Node 6"			in green _col(62) "{text:{c |}}"			in yellow _col(72) "Node 7"			$SEPAR2;			#d cr		end	*	Tablemaker 7_2A		cap program drop tablemaker7_2A		program define tablemaker7_2A			forval x = 1/7 {		cap {			if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"			else local di_`x' = round(``x'',0.001)		}		if _rc != 0 local di_`x' = "N/A"		if ``x'' == . local di_`x' = "N/A"		cap gen __temp = string(`di_`x'')		cap destring __temp, replace		if _rc == 0 {			format __temp %9.2f			local di_`x' = __temp[1]			cap drop __temp		}		}			#d ;			di as green			in yellow _col(1) "`di_1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`di_2'"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "`di_3'"			in green _col(34) "{text:{c |}}"			in yellow _col(36) "`di_4'"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "`di_5'"			in green _col(58) "{text:{c |}}"			in yellow _col(60) "`di_6'"			in green _col(62) "{text:{c |}}"			in yellow _col(72) "`di_7'";			#d cr		end	*	Tablemaker 7_4A		cap program drop tablemaker7_4A		program define tablemaker7_4A			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`2'"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "`3'"			in green _col(34) "{text:{c |}}"			in yellow _col(36) "`4'"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "`5'"			in green _col(58) "{text:{c |}}"			in yellow _col(60) "`6'"			in green _col(62) "{text:{c |}}"			in yellow _col(72) "`7'";			#d cr		end	*	Headermaker8_3A		cap program drop headermaker8_3A		program define headermaker8_3A			#d ;			di as green			$SEPAR			in yellow _col(1) "N"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "Node 1"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "Node 2"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "Node 3"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "Node 4"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "Node 5"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "Node 6"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "Node 7"			$SEPAR2;			#d cr		end	*	Headermaker3_4C		cap program drop headermaker3_4C		program define headermaker3_4C			#d ;			di as green			$SEPAR			in yellow _col(1) "1st Chance"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "Middle Chance"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "Last Chance"			$SEPAR2;			#d cr		end	*	Headermaker4_6B		cap program drop headermaker4_6B		program define headermaker4_6B			#d ;			di as green			$SEPAR			in yellow _col(1) "N"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "1st Chance"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "Middle Chance"			in green _col(70) "{text:{c |}}"			in yellow _col(72) "Last Chance"			$SEPAR2;			#d cr		end	*	Tablemaker 4_6B		cap program drop tablemaker4_6B		program define tablemaker4_6B			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "`2'"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "`3'"			in green _col(70) "{text:{c |}}"			in yellow _col(72) "`4'";			#d cr		end	*	Tablemaker3_4C		cap program drop tablemaker3_4C		program define tablemaker3_4C					forval x = 1/3 {		cap {			if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"			else local di_`x' = round(``x'',0.001)		}		if _rc != 0 local di_`x' = "N/A"		if ``x'' == . local di_`x' = "N/A"		cap gen __temp = string(`di_`x'')		cap destring __temp, replace		if _rc == 0 {			format __temp %9.2f			local di_`x' = __temp[1]			cap drop __temp		}		}			#d ;			di as green			in yellow _col(1) "`di_1'"			in green _col(22) "{text:{c |}}"			in yellow _col(24) "`di_2'"			in green _col(46) "{text:{c |}}"			in yellow _col(48) "`di_3'";			#d cr		end	*	Tablemaker 8_3A		cap program drop tablemaker8_3A		program define tablemaker8_3A			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`2'"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "`3'"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "`4'"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "`5'"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "`6'"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "`7'"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "`8'";			#d cr		end	*	Headermaker9_3C		cap program drop headermaker9_3C		program define headermaker9_3C			#d ;			di as green			$SEPAR3			in yellow _col(1) "Node 1"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "Node 2"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "Node 3"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "Node 4"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "Node 5"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "Node 6"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "Node 7"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "Node 8"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "Node 9"			$SEPAR4;			#d cr		end	*	Headermaker10_6A		cap program drop headermaker10_6A		program define headermaker10_6A			#d ;			di as green			$SEPAR3			in yellow _col(1) "N"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "Node 1"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "Node 2"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "Node 3"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "Node 4"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "Node 5"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "Node 6"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "Node 7"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "Node 8"			in green _col(96) "{text:{c |}}"			in yellow _col(98) "Node 9"			$SEPAR4;			#d cr		end		*	Tablemaker 10_6A_P		cap program drop tablemaker10_6A		program define tablemaker10_6A			forval x = 1/10 {		cap {			if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"			else local di_`x' = round(``x'',0.001)		}		if _rc != 0 local di_`x' = "N/A"		if ``x'' == . local di_`x' = "N/A"		cap gen __temp = string(`di_`x'')		cap destring __temp, replace		if _rc == 0 {			format __temp %9.2f			local di_`x' = __temp[1]			cap drop __temp		}		}			#d ;			di as green			in yellow _col(1) "`di_1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`di_2'"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "`di_3'"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "`di_4'"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "`di_5'"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "`di_6'"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "`di_7'"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "`di_8'"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "`di_9'"			in green _col(96) "{text:{c |}}"			in yellow _col(98) "`di_10'";			#d cr		end	*	Tablemaker 9_3C_P		cap program drop tablemaker9_3C_P		program define tablemaker9_3C_P			forval x = 1/9 {		cap {			if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"			else local di_`x' = round(``x'',0.001)		}		if _rc != 0 local di_`x' = "N/A"		if ``x'' == . local di_`x' = "N/A"		cap gen __temp = string(`di_`x'')		cap destring __temp, replace		if _rc == 0 {			format __temp %9.2f			local di_`x' = __temp[1]			cap drop __temp		}		}			#d ;			di as green			in yellow _col(1) "`di_1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`di_2'"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "`di_3'"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "`di_4'"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "`di_5'"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "`di_6'"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "`di_7'"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "`di_8'"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "`di_9'";			#d cr		end	*	Tablemaker 9_3C_N		cap program drop tablemaker9_3C_N		program define tablemaker9_3C_N			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`2'"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "`3'"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "`4'"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "`5'"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "`6'"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "`7'"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "`8'"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "`9'";			#d cr		end	*	Tablemaker 11_4X_N		cap program drop tablemaker11_4X_N		program define tablemaker11_4X_N			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`2'"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "`3'"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "`4'"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "`5'"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "`6'"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "`7'"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "`8'"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "`9'"			in green _col(98) "{text:{c |}}"			in yellow _col(100) "`10'";			#d cr		end		*	Headermaker11_4X_10_N		cap program drop headermaker11_4X_10_N		program define headermaker11_4X_10_N			#d ;			di as green			$SEPAR3			in yellow _col(1) "First"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "1"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "12"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "23"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "34"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "45"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "56"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "67"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "78"			in green _col(98) "{text:{c |}}"			in yellow _col(100) "89"			$SEPAR4;			#d cr		end		*	Headermaker11_4X_9_N		cap program drop headermaker11_4X_9_N		program define headermaker11_4X_9_N			#d ;			di as green			$SEPAR3			in yellow _col(1) "First"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "10"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "20"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "30"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "40"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "50"			in green _col(65) "{text:{c |}}"			in yellow _col(67) "60"			in green _col(76) "{text:{c |}}"			in yellow _col(78) "70"			in green _col(87) "{text:{c |}}"			in yellow _col(89) "80"			in green _col(98) "{text:{c |}}"			in yellow _col(100) "90"			$SEPAR4;			#d cr		end	*	Headermaker6_4E		cap program drop headermaker6_4E		program define headermaker6_4E			#d ;			di as green			$SEPAR3			in yellow _col(1) "1-9"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "1-10"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "1-9"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "1-10"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "1-9"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "1-10"			in green _col(65) "{text:{c |}}"			$SEPAR4;			#d cr		end	*	Tablemaker 6_4E		cap program drop tablemaker6_4E		program define tablemaker6_4E			#d ;			di as green			in yellow _col(1) "`1'"			in green _col(10) "{text:{c |}}"			in yellow _col(12) "`2'"			in green _col(21) "{text:{c |}}"			in yellow _col(23) "`3'"			in green _col(32) "{text:{c |}}"			in yellow _col(34) "`4'"			in green _col(43) "{text:{c |}}"			in yellow _col(45) "`5'"			in green _col(54) "{text:{c |}}"			in yellow _col(56) "`6'"			in green _col(65) "{text:{c |}}";			#d cr		end/****************************************************************************************************************PRELIMINARIES****************************************										****	We clean up the data a bit and label variables for easier access.	****										**********************************************************************************************************************************************************************/	use "$datadir/Chess Data.dta", clear	*We drop our cleaned data if it has remained in the data folder.	cap erase $datadir/FullChess.dta"	rename var41 Player_Code	label var Player_Code "Internal Code for Player Name"	replace Player_Code = upper(Player_Code)	*Here we mark down the player's title by the following rules:		*Master = anyone who had c, d, or FIDE listed		*>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000		*<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 		replace titles = "f" if titles == ""		gen title = "GM" if titles == "a"		replace title = "IM" if titles == "b"		replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c, d")		replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)		replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)	/*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.	(The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)	I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/		generate color_2 = substr(Player_Code,1,1)		tab color_2		replace color="White" if color_2=="W"|color_2=="S"		replace color="Black" if color_2=="B"|color_2=="M"	/*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on	*To ensure that it didn't double count, only "Black" players are counted.*/		gen wonsp9 = .		forval x = 10(10)90 {			replace wonsp9 = `x' if color == "Black" & sp9number == `x'		}		tab wonsp9		gen wonsp10 = .		forval x = 1(11)89 {			replace wonsp10 = `x' if color == "Black" & sp10number == `x'		}		tab wonsp10 	*For aesthetics/uniformity, we make all our winners lowercase letters		replace sp9winner = lower(sp9winner)		replace sp10winner = lower(sp10winner)	*Generate individual dummies for ease of conditional probability calculations		gen GM = (title=="GM")		gen IM = (title=="IM")		gen Master = (title=="Master")		gen greaterthan2000 = (title==">2000")		gen lessthan2000 = (title=="<2000")	*Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count		gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))		gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))	*Some Blanks are filled in from paper data because manual data-entry failed:		replace game1 = "SP_10" if Player_Code == "W46"		replace game2 = "SP_9" if Player_Code == "W46"		replace game3 = "CP" if Player_Code == "W46"		replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"		replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"		replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45" 	*Generate shorthand globals for easy reading in conditionals.		*Win SP9 First: 		global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'		*Win SP10 First: 		global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'		*Win SP9 Middle: 		global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number == 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'		*Win SP10 Middle: 		global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10number == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'		*Win SP9 Last: 		global SP9Last = `"(sp9number == 90 & sp9 == 1)"'		*Win SP10 Last: 		global SP10Last = `"(sp10number == 89 & sp10 == 1)"'	*Generating the Best Inductors		*Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance to win SP9		gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))		*Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor)		gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1		*Good inductors won something in the middle		gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1		*Bad inductors were anyone else		gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1		*Create a string title for inductor status		generate inductortitle = "."		replace inductortitle = "best" if bestinductors == 1		replace inductortitle = "second" if secondbestinductors == 1		replace inductortitle = "good" if goodinductors == 1		replace inductortitle = "bad" if badinductors == 1	*We put Games in uniform format		replace game1 = "SP_10" if game1 == "SP 10"		replace game2 = "SP_10" if game2 == "SP 10"		replace game3 = "SP_10" if game3 == "SP 10"		replace game1 = "SP_9" if game1 == "SP 9"		replace game2 = "SP_9" if game2 == "SP 9"		replace game3 = "SP_9" if game3 == "SP 9"	*Generate codes for city, then merge in Race Data		generate code_for_city = substr( Player_Code,1,1)		generate city = "C" if code_for_city == "M"		replace city = "C" if code_for_city == "S"		replace city = "P" if code_for_city == "B"		replace city = "P" if code_for_city == "W"		generate playernumber = substr(Player_Code,2,2)		destring playernumber, replace		save "$datadir/FullChess.dta", replace		insheet using "$dir/Data/ChessRaceData.csv", clear		sort city playernumber		save "$datadir/Chess Race Data.dta", replace		use "$datadir/FullChess.dta", clear		sort city playernumber		merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusing	*Finally, I also make the blank .tex table format.		cd "$tabledir"		file open FullTables using FullTables.tex, write replace		file write FullTables "\documentclass{article}" _n		file write FullTables "\usepackage{fullpage}" _n		file write FullTables "\usepackage{natbib}" _n		file write FullTables "\usepackage{graphicx}" _n		file write FullTables "\usepackage{multirow}" _n		file write FullTables "\usepackage{lscape}" _n		file write FullTables "\bibliographystyle{plainnat}" _n		file write FullTables "\begin{document}" _n		file write FullTables "\input{table1.tex}" _n		file write FullTables "\newpage" _n		file write FullTables "\input{table2.tex}" _n		file write FullTables "\newpage" _n		file write FullTables "\input{table3.tex}" _n		file write FullTables "\newpage" _n		file write FullTables "\input{table4a.tex}" _n		file write FullTables "\newpage" _n		file write FullTables "\input{table4b.tex}" _n		file write FullTables "\newpage" _n		file write FullTables "\begin{landscape}" _n		file write FullTables "\input{table5.tex}" _n		file write FullTables "\end{landscape}" _n		file write FullTables "\newpage" _n		file write FullTables "\input{table6.tex}" _n		file write FullTables "\newpage" _n		file write FullTables "\input{table7a.tex}" _n		file write FullTables "\input{table7b.tex}" _n		file write FullTables "\end{document}" _n		file close FullTablesforvalues x = 1/1 {/***************************************************************************************** TABLE 1:  Summary of Participants*****************************************************************************************/	qui {	*USCF Ratings:	sum uscf if title == "GM"	local USCF_Rating_1 = "`r(min)'-`r(max)'"	sum uscf if title == "IM"	local USCF_Rating_2 = "`r(min)'-`r(max)'"	sum uscf if title == "Master"	local USCF_Rating_3 = "`r(min)'-`r(max)'"	sum uscf if title == ">2000"	local USCF_Rating_4 = "`r(min)'-`r(max)'"	sum uscf if title == "<2000"	local USCF_Rating_5 = "`r(min)'-`r(max)'"	local USCF_Rating_6 = "N/A"	local USCF_Rating_7 = "N/A"	*FIDE Ratings:	sum fide if title == "GM"	local FIDE_Rating_1 = "`r(min)'-`r(max)'"	sum fide if title == "IM"	local FIDE_Rating_2 = "`r(min)'-`r(max)'"	sum fide if title == "Master"	local FIDE_Rating_3 = "`r(min)'-`r(max)'"	sum fide if title == ">2000"	local FIDE_Rating_4 = "`r(min)'-`r(max)'"	sum fide if title == "<2000"	local FIDE_Rating_5 = "`r(min)'-`r(max)'"	local FIDE_Rating_6 = "N/A"	local FIDE_Rating_7 = "N/A"	*LLS	count if title == "GM"	local LLS_Chess_1 = r(N)	count if title == "IM"	local LLS_Chess_2 =  r(N)	count if title == "Master"	local LLS_Chess_3 = r(N)	count if title == ">2000"	local LLS_Chess_4 =  r(N)	count if title == "<2000"	local LLS_Chess_5 =  r(N)	local LLS_Chess_6 =  "N/A"	count	local LLS_Chess_7 = r(N)	*PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6	local PHV_Chess_1 = 41	local PHV_Chess_2 =  45	local PHV_Chess_3 =  29	local PHV_Chess_4 =  141	local PHV_Chess_5 =  "N/A"	local PHV_Chess_6 =  80	local PHV_Chess_7 = 41+45+29+141+80	}		di ""		di as green	"			Table 1: Summary of Participants"		di as green	"				Grandmasters:"		di as green	"				International Masters:"		di as green	"				FIDE & UCSF Masters:"		di as green	"				Other Chess Players > 2000"		di as green	"				Other Chess Players < 2000"		di as green	"				Students"		di as green	"				Total"		headermaker4_1A		tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1'		tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2'		tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3'		tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4'		tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5'		tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6'		tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7'	}cd "$tabledir"file open table1 using table1.tex, write replacefile write table1 "\begin{table}" _nfile write table1 "\begin{tabular}{lccc} \multicolumn{4}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  file write table1 "\hline \hline" _n file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} \\" _n file write table1 "\hline " _n file write table1 "Grandmasters			& `USCF_Rating_1'	& `FIDE_Rating_1' & `LLS_Chess_1'  \\" _n file write table1 "International Masters	& `USCF_Rating_2'	& `FIDE_Rating_2' & `LLS_Chess_2'  \\" _n file write table1 "FIDE \& USCF Masters		& `USCF_Rating_3'	& `FIDE_Rating_3' & `LLS_Chess_3'  \\" _n file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'	& `FIDE_Rating_4' & `LLS_Chess_4'  \\ " _n file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'	& `FIDE_Rating_5' & `LLS_Chess_5'  \\" _n file write table1 "Students			& `USCF_Rating_6'	& `FIDE_Rating_6' & `LLS_Chess_6'  \\" _n file write table1 "Total			& `USCF_Rating_7'	& `FIDE_Rating_7' & `LLS_Chess_7'  \\" _n file write table1 "\end{tabular}" _n file write table1 "\end{table} " _nfile close table1/*****************************************************************************************Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)*****************************************************************************************/	qui {	*then i made the implied probability chart	**I generated columns for each title, and then counted (for each title) how many stopped at each node, divided by the possible amount that could have stopped at that node (meaning, that player and his partner had not stopped yet)	**I also found the implied probabilities for the best inductors	*CP Nodes stopped at per pair by player title	tab title cpnode if color=="White"	*Grandmasters who stopped at the 1st node and could (white GMS)	count if title =="GM" & color == "White" & cpnode==1	local N = r(N)	count if title == "GM" & color == "White" & cpnode != .	local GM_White_1_D = r(N)	local GM_White_1 = round(`N'/`GM_White_1_D',.01)	generate CP_GM = 1 if title =="GM" & color == "White" & cpnode==1	*Grandmasters who stopped at the 2nd node and could	count if title == "GM" & color == "Black" & cpnode == 2	local N = r(N)	count if title == "GM" & color == "Black" & cpnode != 1 & cpnode != .	local GM_Black_2_D = r(N)	local GM_Black_2 = round(`N'/`GM_Black_2_D',.001)	replace CP_GM = 2 if title == "GM" & color == "Black" & cpnode == 2	*Grandmasters who stopped at the 3rd node and could (white GMS given black didn't)	count if title == "GM" & color == "White" & cpnode == 3	local N = r(N)	count if title == "GM" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .	local GM_White_3_D = r(N)	local GM_White_3 = round(`N'/`GM_White_3_D',.001)	replace CP_GM = 3 if title == "GM" & color == "White" & cpnode == 3 & cpnode != .	*Grandmasters who stopped at the 4th node and could	count if title == "GM" & color == "Black" & cpnode == 4	local N = r(N)	count if title == "GM" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .	local GM_Black_4_D = r(N)	local GM_Black_4 = round(`N'/`GM_Black_4_D',.001)	replace CP_GM = 4 if title == "GM" & color == "Black" & cpnode == 4	*Grandmasters who stopped at the 5th node and could (redundancy in code, as cp=5 	*is mutually exclusive to cp=4, but we keep for uniformity's sake)	count if title == "GM" & color == "White" & cpnode == 5	local N=r(N)	count if title == "GM" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != .	local GM_White_5_D=r(N)	local GM_White_5 = round(`N'/`GM_White_5_D',.001)	replace CP_GM = 5 if title == "GM" & color == "White" & cpnode == 5	*Grandmasters who stopped at the 6th node and could	count if title == "GM" & color == "Black" & cpnode == 6	local N=r(N)	count if title == "GM" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .	local GM_Black_6_D=r(N)	local GM_Black_6= round(`N'/`GM_Black_6_D',.001)	replace CP_GM = 6 if title == "GM" & color == "Black" & cpnode == 6	*Grandmasters who stopped at the 7th node and could	count if title == "GM" & color == "White" & cpnode == 7	local N = r(N)	count if title == "GM" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .	local GM_White_7_D=r(N)	local GM_White_7= round(`N'/`GM_White_7_D',.001)	replace CP_GM = 7 if title == "GM" & color == "White" & cpnode == 7	*International masters who stopped at the 1st node and could	count if title == "IM" & color == "White" & cpnode == 1	local N = r(N)	count if title == "IM" & color == "White" & cpnode != .	local IM_White_1_D = r(N)	local IM_White_1 = round(`N'/`IM_White_1_D',.001)	generate CP_IM = 1 if title == "IM" & color == "White" & cpnode == 1	*International Masters who stopped at the 2nd node and could	count if title == "IM" & color == "Black" & cpnode == 2	local N = r(N)	count if title == "IM" & color == "Black" & cpnode != 1 & cpnode != .	local IM_Black_2_D = r(N)	local IM_Black_2 = round(`N'/`IM_Black_2_D',.001)	replace CP_IM = 2 if title == "IM" & color == "Black" & cpnode == 2	*International masters who stopped at the 3rd node and could	count if title == "IM" & color == "White" & cpnode == 3	local N = r(N)	count if title == "IM" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .	local IM_White_3_D = r(N)	local IM_White_3 = round(`N'/`IM_White_3_D',.001)	replace CP_IM = 3 if title == "IM" & color == "White" & cpnode == 3	*International Masters who stopped at the 4th node and could	count if title == "IM" & color == "Black" & cpnode == 4	local N = r(N)	count if title == "IM" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .	local IM_Black_4_D = r(N)	local IM_Black_4 = round(`N'/`IM_Black_4_D',.001)	replace CP_IM = 4 if title == "IM" & color == "Black" & cpnode == 4	*International masters who stopped at the 5th node and could	count if title == "IM" & color == "White" & cpnode == 5	local N =r(N)	count if title == "IM" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != .	local IM_White_5_D=r(N)	local IM_White_5= round(`N'/`IM_White_5_D',.001)	replace CP_IM = 5 if title == "IM" & color == "White" & cpnode == 5	*International Masters who stopped at the 6th node and could	count if title == "IM" & color == "Black" & cpnode == 6	local N=r(N)	count if title == "IM" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .	local IM_Black_6_D=r(N)	local IM_Black_6= round(`N'/`IM_Black_6_D',.001)	replace CP_IM = 6 if title == "IM" & color == "Black" & cpnode == 6	*International masters who stopped at the 7th node and could	count if title == "IM" & color == "White" & cpnode == 7	local N =r(N)	count if title == "IM" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .	local IM_White_7_D=r(N)	local IM_White_7= round(`N'/`IM_White_7_D',.001)	replace CP_IM = 7 if title == "IM" & color == "White" & cpnode == 7	*Masters who stopped at the 1st node and could	count if title == "Master" & color == "White" & cpnode == 1	local N = r(N)	count if title == "Master" & color == "White"  & cpnode != .	local Master_White_1_D = r(N)	local Master_White_1 = round(`N'/`Master_White_1_D',.001)	generate CP_Master = 1 if title == "Master" & color == "White" & cpnode == 1	*Masters who stopped at the 2nd node and could	count if title == "Master" & color == "Black" & cpnode == 2	local N = r(N)	count if title == "Master" & color == "Black" & cpnode != 1 & cpnode != .	local Master_Black_2_D = r(N)	local Master_Black_2 = round(`N'/`Master_Black_2_D',.001)	replace CP_Master = 2 if title == "Master" & color == "Black" & cpnode == 2	*Masters who stopped at the 3rd node and could	count if title == "Master" & color == "White" & cpnode == 3	local N = r(N)	count if title == "Master" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .	local Master_White_3_D = r(N)	local Master_White_3 = round(`N'/`Master_White_3_D',.001)	replace CP_Master = 3 if title == "Master" & color == "White" & cpnode == 3	*Masters who stopped at the 4th node and could	count if title == "Master" & color == "Black" & cpnode == 4	local N = r(N)	count if title == "Master" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .	local Master_Black_4_D = r(N)	local Master_Black_4 = round(`N'/`Master_Black_4_D',.001)	replace CP_Master = 4 if title == "Master" & color == "Black" & cpnode == 4	*Masters who stopped at the 5th node and could	count if title == "Master" & color == "White" & cpnode == 5	local N=r(N)	count if title == "Master" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != .	local Master_White_5_D=r(N)	local Master_White_5 = round(`N'/`Master_White_5_D',.001)	replace CP_Master = 5 if title == "Master" & color == "White" & cpnode == 5	*Masters who stopped at the 6th node and could	count if title == "Master" & color == "Black" & cpnode == 6	local N=r(N)	count if title == "Master" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .	local Master_Black_6_D=r(N)	local Master_Black_6 = round(`N'/`Master_Black_6_D',.001)	replace CP_Master = 6  if title == "Master" & color == "Black" & cpnode == 6	*Masters who stopped at the 7th node and could	count if title == "Master" & color == "White" & cpnode == 7	local N =r(N)	count if title == "Master" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .	local Master_White_7_D=r(N)	local Master_White_7 = round(`N'/`Master_White_7_D',.001)	replace CP_Master = 7 if title == "Master" & color == "White" & cpnode == 7	*Above 2000 who stopped at the 1st node and could	count if title == ">2000" & color == "White" & cpnode == 1	local N = r(N)	count if title == ">2000" & color == "White" & cpnode != .	local gr2000_White_1_D = r(N)	local gr2000_White_1 = round(`N'/`gr2000_White_1_D',.001)	generate CP_gr2000 = 1 if title == ">2000" & color == "White" & cpnode == 1	*Above 2000 who stopped at the 2nd node and could	count if title == ">2000" & color == "Black" & cpnode == 2	local N = r(N)	count if title == ">2000" & color == "Black" & cpnode != 1 & cpnode != .	local gr2000_Black_2_D = r(N)	local gr2000_Black_2 = round(`N'/`gr2000_Black_2_D',.001)	replace CP_gr2000 = 2 if title == ">2000" & color == "Black" & cpnode == 2	*Above 2000 who stopped at the 3rd node and could	count if title == ">2000" & color == "White" & cpnode == 3	local N = r(N)	count if title == ">2000" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .	local gr2000_White_3_D = r(N)	local gr2000_White_3 = round(`N'/`gr2000_White_3_D',.001)	replace CP_gr2000 = 3 if title == ">2000" & color == "White" & cpnode == 3	*Above 2000 who stopped at the 4th node and could	count if title == ">2000" & color == "Black" & cpnode == 4	local N = r(N)	count if title == ">2000" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .	local gr2000_Black_4_D = r(N)	local gr2000_Black_4 = round(`N'/`gr2000_Black_4_D',.001)	replace CP_gr2000 = 4 if title == ">2000" & color == "Black" & cpnode == 4	*Above 2000 who stopped at the 5th node and could	count if title == ">2000" & color == "White" & cpnode == 5	local N=r(N)	count if title == ">2000" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != .	local gr2000_White_5_D=r(N)	local gr2000_White_5= round(`N'/`gr2000_White_5_D',.001)	replace CP_gr2000 = 5 if title == ">2000" & color == "White" & cpnode == 5	*Above 2000 who stopped at the 6th node and could	count if title == ">2000" & color == "Black" & cpnode == 6	local N=r(N)	count if title == ">2000" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .	local gr2000_Black_6_D=r(N)	local gr2000_Black_6 = round(`N'/`gr2000_Black_6_D',.001)	replace CP_gr2000 = 6 if title == ">2000" & color == "Black" & cpnode == 6	*Above 2000 who stopped at the 7th node and could	count if title == ">2000" & color == "White" & cpnode == 7	local N=r(N)	count if title == ">2000" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .	local gr2000_White_7_D=r(N)	local gr2000_White_7 = round(`N'/`gr2000_White_7_D',.001)	replace CP_gr2000 = 7 if title == ">2000" & color == "White" & cpnode == 7	*Below 2000 who stopped at the 1st node and could	count if title == "<2000" & color == "White" & cpnode == 1	local N = r(N)	count if title == "<2000" & color == "White" & cpnode != .	local l2000_White_1_D = r(N)	local l2000_White_1 = round(`N'/`l2000_White_1_D',.001)	generate CP_l2000 = 1 if title == "<2000" & color == "White" & cpnode == 1	*Below 2000 who stopped at the 2nd node and could	count if title == "<2000" & color == "Black" & cpnode == 2	local N = r(N)	count if title == "<2000" & color == "Black" & cpnode != 1 & cpnode != .	local l2000_Black_2_D = r(N)	local l2000_Black_2 = round(`N'/`l2000_Black_2_D',.001)	replace CP_l2000 = 2 if title == "<2000" & color == "Black" & cpnode == 2	*Below 2000 who stopped at the 3rd node and could	count if title == "<2000" & color == "White" & cpnode == 3	local N = r(N)	count if title == "<2000" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .	local l2000_White_3_D = r(N)	local l2000_White_3 = round(`N'/`l2000_White_3_D',.001)	replace CP_l2000 = 3 if title == "<2000" & color == "White" & cpnode == 3	*Below 2000 who stopped at the 4th node and could	count if title == "<2000" & color == "Black" & cpnode == 4 & cpnode != .	local N = r(N)	count if title == "<2000" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .	local l2000_Black_4_D = r(N)	local l2000_Black_4 = round(`N'/`l2000_Black_4_D',.001)	replace CP_l2000 = 4 if title == "<2000" & color == "Black" & cpnode == 4	*Below 2000 who stopped at the 5th node and could	count if title == "<2000" & color == "White" & cpnode == 5 & cpnode != .	local N=r(N)	count if title == "<2000" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != .	local l2000_White_5_D=r(N)	local l2000_White_5= round(`N'/`l2000_White_5_D',.001)	*For Latex tables, because Stata messes up on storing decimals in binary:	local l2000_White_5 = substr("`l2000_White_5'",1,4)	replace CP_l2000 = 5 if title == "<2000" & color == "White" & cpnode == 5	*Below 2000 who stopped at the 6th node and could	count if title == "<2000" & color == "Black" & cpnode == 6 & cpnode != .	local N=r(N)	count if title == "<2000" & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .	local l2000_Black_6_D=r(N)	local l2000_Black_6 = round(`N'/`l2000_Black_6_D',.001)	replace CP_l2000 = 6 if title == "<2000" & color == "Black" & cpnode == 6	*Below 2000 who stopped at the 7th node and could	count if title == "<2000" & color == "White" & cpnode == 7	local N=r(N)	count if title == "<2000" & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .	local l2000_White_7_D=r(N)	local l2000_White_7 = round(`N'/`l2000_White_7_D',.001)	replace CP_l2000 = 7 if title == "<2000" & color == "White" & cpnode == 7	*All who stopped at the 1st node and could	count if cpnode == 1 & color == "White"	local N = r(N)	count if cpnode != . & color == "White"	local total_1_D=r(N)	local total_1 = round(`N'/`total_1_D',.001)	*All  who stopped at the 2nd node and could	count if cpnode == 2 & color == "Black"	local N = r(N)	count if cpnode != . & cpnode != 1 & color == "Black"	local total_2_D=r(N)	local total_2 = round(`N'/`total_2_D',.001)	*All who stopped at the 3rd node and could	count if cpnode == 3 & color == "White"	local N = r(N)	count if cpnode != . & cpnode != 1 & cpnode != 2 & color == "White"	local total_3_D=r(N)	local total_3 = round(`N'/`total_3_D',.001)	*All who stopped at the 4th node and could	count if cpnode == 4 & color == "Black"	local N = r(N)	count if cpnode != . & cpnode != 1 & cpnode != 2 & cpnode != 3 & color == "Black"	local total_4_D=r(N)	local total_4 = round(`N'/`total_4_D',.001)	*All who stopped at the 5th node and could	count if cpnode == 5 & color == "White"	local N = r(N)	count if cpnode != . & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & color == "White"	local total_5_D=r(N)	local total_5 = round(`N'/`total_5_D',.001)	*All who stopped at the 6th node and could	count if cpnode == 6  & color == "Black"	local N = r(N)	count if cpnode != . & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & color == "Black"	local total_6_D=r(N)	local total_6 = round(`N'/`total_6_D',.001)	*All who stopped at the 7th node and could	count if cpnode == 7 & color == "White"	local N = r(N)	count if cpnode != . & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != 5 & cpnode != 6 & cpnode != . & color == "White"	local total_7_D=r(N)	local total_7 = round(`N'/`total_7_D',.001)	*graph bar  (count) CP_GM CP_IM CP_Master CP_gr2000 CP_l2000, over(cpnode) ytitle(Figure 2A)	*graph export "$figsdir/F2A_CP_Bargraph.wmf", replace	}	forval x = 1/1 {				di ""				di as green	"			Table 2: Summary of Centipede Results: Implied Stop Probabilities"				di as green	"				Grandmasters:"				di as green	"				International Masters:"				di as green	"				USCF/FIDE Masters > 2000"				di as green	"				>2000"				di as green	"				<2000" 				di as green	"				Total"			headermaker7_2A		tablemaker7_2A `GM_White_1'		`GM_Black_2'		`GM_White_3'		`GM_Black_4'		`GM_White_5'		`GM_Black_6'		`GM_White_7'		tablemaker7_2A `GM_White_1_D'		`GM_Black_2_D'		`GM_White_3_D'		`GM_Black_4_D'		`GM_White_5_D'		`GM_Black_6_D'		`GM_White_7_D'		tablemaker7_2A `IM_White_1'		`IM_Black_2'		`IM_White_3'		`IM_Black_4'		`IM_White_5'		`IM_Black_6'		`IM_White_7'		tablemaker7_2A `IM_White_1_D'		`IM_Black_2_D'		`IM_White_3_D'		`IM_Black_4_D'		`IM_White_5_D'		`IM_Black_6_D'		`IM_White_7_D'			tablemaker7_2A `Master_White_1'		`Master_Black_2'	`Master_White_3'	`Master_Black_4'	`Master_White_5'	`Master_Black_6'	`Master_White_7'		tablemaker7_2A `Master_White_1_D'	`Master_Black_2_D'	`Master_White_3_D'	`Master_Black_4_D'	`Master_White_5_D'	`Master_Black_6_D'	`Master_White_7_D'		tablemaker7_2A `gr2000_White_1'		`gr2000_Black_2'	`gr2000_White_3'	`gr2000_Black_4'	`gr2000_White_5'	`gr2000_Black_6'	`gr2000_White_7'		tablemaker7_2A `gr2000_White_1_D'	`gr2000_Black_2_D'	`gr2000_White_3_D'	`gr2000_Black_4_D'	`gr2000_White_5_D'	`gr2000_Black_6_D'	`gr2000_White_7_D'		tablemaker7_2A `l2000_White_1'		`l2000_Black_2'		`l2000_White_3'		`l2000_Black_4'		`l2000_White_5'		`l2000_Black_6'		`l2000_White_7'		tablemaker7_2A `l2000_White_1_D'	`l2000_Black_2_D'	`l2000_White_3_D'	`l2000_Black_4_D'	`l2000_White_5_D'	`l2000_Black_6_D'	`l2000_White_7_D'		tablemaker7_2A `total_1'		`total_2'		`total_3'		`total_4'		`total_5'		`total_6'		`total_7'		tablemaker7_2A `total_1_D'		`total_2_D'		`total_3_D'		`total_4_D'		`total_5_D'		`total_6_D'		`total_7_D'	}cd "$tabledir"file open table2 using table2.tex, write replacefile write table2 "\begin{table}" _nfile write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  file write table2 "\hline \hline" _n file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node 6}\\" _n file write table2 "\hline" _n file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n file write table2 "Grandmasters & `GM_White_1'	& `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nfile write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nfile write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nfile write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nfile write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black_6_D')\\" _nfile write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nfile write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black_6_D')\\" _nfile write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nfile write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')\\" _nfile write table2 "\end{tabular}" _n file write table2 "\end{table}" _nfile close table2forvalues x = 1/1 {/***************************************************************************************** TABLE 3:  Summary of Race to 100 Results*****************************************************************************************/	qui {	*Number at which SP9 is solved by node:	local SP9_N_1 = 10	local SP9_N_2 = 20	local SP9_N_3 = 30	local SP9_N_4 = 40	local SP9_N_5 = 50	local SP9_N_6 = 60	local SP9_N_7 = 70	local SP9_N_8 = 80	local SP9_N_9 = 90	*Number at which SP10 is solved by node:	local SP10_N_1 = 1	local SP10_N_2 = 12	local SP10_N_3 = 23	local SP10_N_4 = 34	local SP10_N_5 = 45	local SP10_N_6 = 56	local SP10_N_7 = 67	local SP10_N_8 = 78	local SP10_N_9 = 89	*Percentage of Stops by Node 1-9:GM	count if title == "GM" & sp9 == 1	local total_count = r(N)	count if  sp9number == 10 & title == "GM" & sp9 == 1	local SP9_P_1_GM = r(N)/`total_count'	count if  sp9number == 20 & title == "GM" & sp9 == 1	local SP9_P_2_GM = r(N)/`total_count'	count if  sp9number == 30 & title == "GM" & sp9 == 1	local SP9_P_3_GM = r(N)/`total_count'	count if  sp9number == 40 & title == "GM" & sp9 == 1	local SP9_P_4_GM = r(N)/`total_count'	count if  sp9number == 50 & title == "GM" & sp9 == 1	local SP9_P_5_GM = r(N)/`total_count'	count if  sp9number == 60 & title == "GM" & sp9 == 1	local SP9_P_6_GM = r(N)/`total_count'	count if  sp9number == 70 & title == "GM" & sp9 == 1	local SP9_P_7_GM = r(N)/`total_count'	count if  sp9number == 80 & title == "GM" & sp9 == 1	local SP9_P_8_GM = r(N)/`total_count'	count if  sp9number == 90 & title == "GM" & sp9 == 1	local SP9_P_9_GM = r(N)/`total_count'	*Percentage of Stops by Node 1-9:IM	count if title == "IM" & sp9 == 1	local total_count = r(N)	count if  sp9number == 10 & title == "IM" & sp9 == 1	local SP9_P_1_IM = r(N)/`total_count'	count if  sp9number == 20 & title == "IM" & sp9 == 1	local SP9_P_2_IM = r(N)/`total_count'	count if  sp9number == 30 & title == "IM" & sp9 == 1	local SP9_P_3_IM = r(N)/`total_count'	count if  sp9number == 40 & title == "IM" & sp9 == 1	local SP9_P_4_IM = r(N)/`total_count'	count if  sp9number == 50 & title == "IM" & sp9 == 1	local SP9_P_5_IM = r(N)/`total_count'	count if  sp9number == 60 & title == "IM" & sp9 == 1	local SP9_P_6_IM = r(N)/`total_count'	count if  sp9number == 70 & title == "IM" & sp9 == 1	local SP9_P_7_IM = r(N)/`total_count'	count if  sp9number == 80 & title == "IM" & sp9 == 1	local SP9_P_8_IM = r(N)/`total_count'	count if  sp9number == 90 & title == "IM" & sp9 == 1	local SP9_P_9_IM = r(N)/`total_count'	*Percentage of Stops by Node 1-9:Master	count if title == "Master" & sp9 == 1	local total_count = r(N)	count if  sp9number == 10 & title == "Master" & sp9 == 1	local SP9_P_1_Master = r(N)/`total_count'	count if  sp9number == 20 & title == "Master" & sp9 == 1	local SP9_P_2_Master = r(N)/`total_count'	count if  sp9number == 30 & title == "Master" & sp9 == 1	local SP9_P_3_Master = r(N)/`total_count'	count if  sp9number == 40 & title == "Master" & sp9 == 1	local SP9_P_4_Master = r(N)/`total_count'	count if  sp9number == 50 & title == "Master" & sp9 == 1	local SP9_P_5_Master = r(N)/`total_count'	count if  sp9number == 60 & title == "Master" & sp9 == 1	local SP9_P_6_Master = r(N)/`total_count'	count if  sp9number == 70 & title == "Master" & sp9 == 1	local SP9_P_7_Master = r(N)/`total_count'	count if  sp9number == 80 & title == "Master" & sp9 == 1	local SP9_P_8_Master = r(N)/`total_count'	count if  sp9number == 90 & title == "Master" & sp9 == 1	local SP9_P_9_Master = r(N)/`total_count'	*Percentage of Stops by Node 1-9:g2000	count if title == ">2000" & sp9 == 1	local total_count = r(N)	count if  sp9number == 10 & title == ">2000" & sp9 == 1	local SP9_P_1_g2000 = r(N)/`total_count'	count if  sp9number == 20 & title == ">2000" & sp9 == 1	local SP9_P_2_g2000 = r(N)/`total_count'	count if  sp9number == 30 & title == ">2000" & sp9 == 1	local SP9_P_3_g2000 = r(N)/`total_count'	count if  sp9number == 40 & title == ">2000" & sp9 == 1	local SP9_P_4_g2000 = r(N)/`total_count'	count if  sp9number == 50 & title == ">2000" & sp9 == 1	local SP9_P_5_g2000 = r(N)/`total_count'	count if  sp9number == 60 & title == ">2000" & sp9 == 1	local SP9_P_6_g2000 = r(N)/`total_count'	count if  sp9number == 70 & title == ">2000" & sp9 == 1	local SP9_P_7_g2000 = r(N)/`total_count'	count if  sp9number == 80 & title == ">2000" & sp9 == 1	local SP9_P_8_g2000 = r(N)/`total_count'	count if  sp9number == 90 & title == ">2000" & sp9 == 1	local SP9_P_9_g2000 = r(N)/`total_count'	*Percentage of Stops by Node 1-9:l2000	count if title == "<2000" & sp9 == 1	local total_count = r(N)	count if  sp9number == 10 & title == "<2000" & sp9 == 1	local SP9_P_1_l2000 = r(N)/`total_count'	count if  sp9number == 20 & title == "<2000" & sp9 == 1	local SP9_P_2_l2000 = r(N)/`total_count'	count if  sp9number == 30 & title == "<2000" & sp9 == 1	local SP9_P_3_l2000 = r(N)/`total_count'	count if  sp9number == 40 & title == "<2000" & sp9 == 1	local SP9_P_4_l2000 = r(N)/`total_count'	count if  sp9number == 50 & title == "<2000" & sp9 == 1	local SP9_P_5_l2000 = r(N)/`total_count'	count if  sp9number == 60 & title == "<2000" & sp9 == 1	local SP9_P_6_l2000 = r(N)/`total_count'	count if  sp9number == 70 & title == "<2000" & sp9 == 1	local SP9_P_7_l2000 = r(N)/`total_count'	count if  sp9number == 80 & title == "<2000" & sp9 == 1	local SP9_P_8_l2000 = r(N)/`total_count'	count if  sp9number == 90 & title == "<2000" & sp9 == 1	local SP9_P_9_l2000 = r(N)/`total_count'	*Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs)		count	local total_count = r(N)	count if  sp9number == 10	local SP9_P_1 = round(r(N)/`total_count', .001)	*For Latex tables, because Stata messes up on storing decimals in binary:	local SP9_P_1 = substr("`SP9_P_1'",1,4)	count if  sp9number == 20	local SP9_P_2 = round(r(N)/`total_count', .001)	count if  sp9number == 30	local SP9_P_3 = round(r(N)/`total_count', .001)	count if  sp9number == 40	local SP9_P_4 = round(r(N)/`total_count', .001)	count if  sp9number == 50	local SP9_P_5 = round(r(N)/`total_count', .001)	count if  sp9number == 60	local SP9_P_6 = round(r(N)/`total_count', .001)	count if  sp9number == 70	local SP9_P_7 = round(r(N)/`total_count', .001)	count if  sp9number == 80	local SP9_P_8 = round(r(N)/`total_count', .001)	count if  sp9number == 90	local SP9_P_9 = round(r(N)/`total_count', .001)	*Percentage of Stops by Node 1-10:GM	count if title == "GM" & sp10 == 1	local total_count = r(N)	count if  sp10number == 1 & title == "GM" & sp10 == 1	local SP10_P_1_GM = r(N)/`total_count'	count if  sp10number == 12 & title == "GM" & sp10 == 1	local SP10_P_2_GM = r(N)/`total_count'	count if  sp10number == 23 & title == "GM" & sp10 == 1	local SP10_P_3_GM = r(N)/`total_count'	count if  sp10number == 34 & title == "GM" & sp10 == 1	local SP10_P_4_GM = r(N)/`total_count'	count if  sp10number == 45 & title == "GM" & sp10 == 1	local SP10_P_5_GM = r(N)/`total_count'	count if  sp10number == 54 & title == "GM" & sp10 == 1	local SP10_P_6_GM = r(N)/`total_count'	count if  sp10number == 67 & title == "GM" & sp10 == 1	local SP10_P_7_GM = r(N)/`total_count'	count if  sp10number == 78 & title == "GM" & sp10 == 1	local SP10_P_8_GM = r(N)/`total_count'	count if  sp10number == 89 & title == "GM" & sp10 == 1	local SP10_P_9_GM = r(N)/`total_count'	*Percentage of Stops by Node 1-10:IM	count if title == "IM" & sp10 == 1	local total_count = r(N)	count if  sp10number == 1 & title == "IM" & sp10 == 1	local SP10_P_1_IM = r(N)/`total_count'	count if  sp10number == 12 & title == "IM" & sp10 == 1	local SP10_P_2_IM = r(N)/`total_count'	count if  sp10number == 23 & title == "IM" & sp10 == 1	local SP10_P_3_IM = r(N)/`total_count'	count if  sp10number == 34 & title == "IM" & sp10 == 1	local SP10_P_4_IM = r(N)/`total_count'	count if  sp10number == 45 & title == "IM" & sp10 == 1	local SP10_P_5_IM = r(N)/`total_count'	count if  sp10number == 54 & title == "IM" & sp10 == 1	local SP10_P_6_IM = r(N)/`total_count'	count if  sp10number == 67 & title == "IM" & sp10 == 1	local SP10_P_7_IM = r(N)/`total_count'	count if  sp10number == 78 & title == "IM" & sp10 == 1	local SP10_P_8_IM = r(N)/`total_count'	count if  sp10number == 89 & title == "IM" & sp10 == 1	local SP10_P_9_IM = r(N)/`total_count'	*Percentage of Stops by Node 1-10:Master	count if title == "Master" & sp10 == 1	local total_count = r(N)	count if  sp10number == 1 & title == "Master" & sp10 == 1	local SP10_P_1_Master = r(N)/`total_count'	count if  sp10number == 12 & title == "Master" & sp10 == 1	local SP10_P_2_Master = r(N)/`total_count'	count if  sp10number == 23 & title == "Master" & sp10 == 1	local SP10_P_3_Master = r(N)/`total_count'	count if  sp10number == 34 & title == "Master" & sp10 == 1	local SP10_P_4_Master = r(N)/`total_count'	count if  sp10number == 45 & title == "Master" & sp10 == 1	local SP10_P_5_Master = r(N)/`total_count'	count if  sp10number == 54 & title == "Master" & sp10 == 1	local SP10_P_6_Master = r(N)/`total_count'	count if  sp10number == 67 & title == "Master" & sp10 == 1	local SP10_P_7_Master = r(N)/`total_count'	count if  sp10number == 78 & title == "Master" & sp10 == 1	local SP10_P_8_Master = r(N)/`total_count'	count if  sp10number == 89 & title == "Master" & sp10 == 1	local SP10_P_9_Master = r(N)/`total_count'	*Percentage of Stops by Node 1-10:g2000	count if title == ">2000" & sp10 == 1	local total_count = r(N)	count if  sp10number == 1 & title == ">2000" & sp10 == 1	local SP10_P_1_g2000 = r(N)/`total_count'	count if  sp10number == 12 & title == ">2000" & sp10 == 1	local SP10_P_2_g2000 = r(N)/`total_count'	count if  sp10number == 23 & title == ">2000" & sp10 == 1	local SP10_P_3_g2000 = r(N)/`total_count'	count if  sp10number == 34 & title == ">2000" & sp10 == 1	local SP10_P_4_g2000 = r(N)/`total_count'	count if  sp10number == 45 & title == ">2000" & sp10 == 1	local SP10_P_5_g2000 = r(N)/`total_count'	count if  sp10number == 54 & title == ">2000" & sp10 == 1	local SP10_P_6_g2000 = r(N)/`total_count'	count if  sp10number == 67 & title == ">2000" & sp10 == 1	local SP10_P_7_g2000 = r(N)/`total_count'	count if  sp10number == 78 & title == ">2000" & sp10 == 1	local SP10_P_8_g2000 = r(N)/`total_count'	count if  sp10number == 89 & title == ">2000" & sp10 == 1	local SP10_P_9_g2000 = r(N)/`total_count'	*Percentage of Stops by Node 1-10:l2000	count if title == "<2000" & sp10 == 1	local total_count = r(N)	count if  sp10number == 1 & title == "<2000" & sp10 == 1	local SP10_P_1_l2000 = r(N)/`total_count'	count if  sp10number == 12 & title == "<2000" & sp10 == 1	local SP10_P_2_l2000 = r(N)/`total_count'	count if  sp10number == 23 & title == "<2000" & sp10 == 1	local SP10_P_3_l2000 = r(N)/`total_count'	count if  sp10number == 34 & title == "<2000" & sp10 == 1	local SP10_P_4_l2000 = r(N)/`total_count'	count if  sp10number == 45 & title == "<2000" & sp10 == 1	local SP10_P_5_l2000 = r(N)/`total_count'	count if  sp10number == 54 & title == "<2000" & sp10 == 1	local SP10_P_6_l2000 = r(N)/`total_count'	count if  sp10number == 67 & title == "<2000" & sp10 == 1	local SP10_P_7_l2000 = r(N)/`total_count'	count if  sp10number == 78 & title == "<2000" & sp10 == 1	local SP10_P_8_l2000 = r(N)/`total_count'	count if  sp10number == 89 & title == "<2000" & sp10 == 1	local SP10_P_9_l2000 = r(N)/`total_count'	*Percentage of Stops by Node	count	local total_count = r(N)	count if sp10number == 1	local SP10_P_1 = round(r(N)/`total_count', .001)	count if sp10number == 12	local SP10_P_2 = round(r(N)/`total_count', .001)	count if sp10number == 23	local SP10_P_3 = round(r(N)/`total_count', .001)	count if sp10number == 34	local SP10_P_4 = round(r(N)/`total_count', .001)	count if sp10number == 45	local SP10_P_5 = round(r(N)/`total_count', .001)	count if sp10number == 56	local SP10_P_6 = round(r(N)/`total_count', .001)	count if sp10number == 67	local SP10_P_7 = round(r(N)/`total_count', .001)	count if sp10number == 78	local SP10_P_8 = round(r(N)/`total_count', .001)	count if sp10number == 89	local SP10_P_9 = round(r(N)/`total_count', .001)	}			di ""			di as green	"			Table 3: Summary of Race to 100 Results"			di as green	"				Number at which Game Solved (1-9)"			di as green	"				Percentage of time solved (1-9):All Pairs"			di as green	"				Number at which Game Solved (1-10)"			di as green	"				Percentage of time solved (1-10) All Pairs"	headermaker9_3C	tablemaker9_3C_N	`SP9_N_1'		`SP9_N_2'		`SP9_N_3'		`SP9_N_4'		`SP9_N_5'		`SP9_N_6'		`SP9_N_7'		`SP9_N_8'		`SP9_N_9'	tablemaker9_3C_P	`SP9_P_1'		`SP9_P_2'		`SP9_P_3'		`SP9_P_4'		`SP9_P_5'		`SP9_P_6'		`SP9_P_7'		`SP9_P_8'		`SP9_P_9'	tablemaker9_3C_N	`SP10_N_1'		`SP10_N_2'		`SP10_N_3'		`SP10_N_4'		`SP10_N_5'		`SP10_N_6'		`SP10_N_7'		`SP10_N_8'		`SP10_N_9'	tablemaker9_3C_P	`SP10_P_1'		`SP10_P_2'		`SP10_P_3'		`SP10_P_4'		`SP10_P_5'		`SP10_P_6'		`SP10_P_7'		`SP10_P_8'		`SP10_P_9'	}	 cd "$tabledir"	file open table3 using table3.tex, write replace	file write table3 "\begin{table}[!h]" _n	file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  	file write table3 "\hline \hline" _n 	file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 	file write table3 "\hline" _n 	file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 	file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P_8' & `SP9_P_9'\\" _n 	file write table3 "\hline" _n	file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 	file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n	file write table3 "\end{tabular}" _n 	file write table3 "\end{table}" _n	file close table3	*histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9)	*graph export "$figsdir/F2B1_SP9.wmf", replace	*histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10)	*graph export "$figsdir/F2B2_SP10.wmf", replaceforval x = 1/1 {/***************************************************************************************** tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10*****************************************************************************************/	qui {	sort  Player_Code	*RACE 9	preserve	*	All Players	drop if color != "White"			forval y = 10(10)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.				forval x = 4/31 {					generate rc9_rnd`x'_cat`y'_i = .				}				forval x = 4/31 {					generate rc9_rnd`x'_mcat`y'_i = .				}				*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).				local z = `y' - 10								*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 4/31 {					local x = `v'-1					replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' 					replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v'					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i) 				egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i)				}		*	All Pairs 1st Chance *Note we switch colors but also winning condition*		count if ((sp9round == 2) | (sp9round == 3)) 		local N=r(N)		count		local NBlack = r(N)		count if color == "White" & sp9round!= 2		local SP9_C_First=r(N)+`NBlack'		local SP9_First =round(`N'/`SP9_C_First',.001)		*	All Pairs All other Chances		forvalues x = 10(10)100 {			egen mc_all_`x' =total( rc9_mcat`x')			sum mc_all_`x'			local SP9_MC`x' = r(mean)			egen c_all_`x' = total( rc9_cat`x')			sum c_all_`x'			local SP9_C`x' = r(mean)			local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001)		}	restore	*	Grandmasters		preserve		drop if title != "GM"		forval y = 10(10)100 {			*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).			*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.			forval x = 4/31 {				generate rc9_rnd`x'_cat`y'_i_GM = .			}			forval x = 4/31 {				generate rc9_rnd`x'_mcat`y'_i_GM = .			}			*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).			local z = `y' - 10						*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.			*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.			*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.			forval v = 4(2)30 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"				replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "Black"				}				forval v = 5(2)31 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"				replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "White"				}			*	Then we sum over our indicator rows to get the total missed chances for that pair.			egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM)			egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM)			}		*	Grandmasters 1st Chance		count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1		local N=r(N)		count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM")		local SP9_C_First_GM=r(N)		local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001)		*	Grandmasters all other Chances		forvalues x = 10(10)100 {			egen mc_all_`x'_GM =total( rc9_mcat`x'_GM)			sum mc_all_`x'_GM			local SP9_MC`x'_GM = r(mean)			egen c_all_`x'_GM = total( rc9_cat`x'_GM)			sum c_all_`x'_GM			local SP9_C`x'_GM = r(mean)			local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001)			drop mc_all_`x' c_all_`x'		}		restore	*	International Masters		preserve		drop if title != "IM"		forval y = 10(10)100 {			*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).			*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.			forval x = 4/31 {				generate rc9_rnd`x'_cat`y'_i_IM = .			}			forval x = 4/31 {				generate rc9_rnd`x'_mcat`y'_i_IM = .			}			*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).			local z = `y' - 10						*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.			*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.			*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.			forval v = 4(2)30 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"				replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "Black"				}				forval v = 5(2)31 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"				replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "White"				}			*	Then we sum over our indicator rows to get the total missed chances for that pair.			egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM)			egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)			}		*	International Masters 1st Chance		count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1		local N=r(N)		count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")		local SP9_C_First_IM=r(N)		local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)		*	International Masters all other Chances		forvalues x = 10(10)100 {			egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)			sum mc_all_`x'_IM			local SP9_MC`x'_IM = r(mean)			egen c_all_`x'_IM = total( rc9_cat`x'_IM)			sum c_all_`x'_IM			local SP9_C`x'_IM = r(mean)			local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)			drop mc_all_`x' c_all_`x'		}		restore	*	Masters		preserve		drop if title != "Master"		forval y = 10(10)100 {			*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).			*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.			forval x = 4/31 {				generate rc9_rnd`x'_cat`y'_i_M = .			}			forval x = 4/31 {				generate rc9_rnd`x'_mcat`y'_i_M = .			}			*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).			local z = `y' - 10						*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.			*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.			*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.			forval v = 4(2)30 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"				replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "Black"				}				forval v = 5(2)31 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"				replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "White"				}			*	Then we sum over our indicator rows to get the total missed chances for that pair.			egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)			egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)			}		*	M 1st Chance		count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1		local N=r(N)		count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")				local SP9_C_First_M=r(N)		local SP9_First_M=round(`N'/`SP9_C_First_M',.001)		*	M all other Chances		forvalues x = 10(10)100 {			egen mc_all_`x'_M =total( rc9_mcat`x'_M)			sum mc_all_`x'_M			local SP9_MC`x'_M = r(mean)			egen c_all_`x'_M = total( rc9_cat`x'_M)			sum c_all_`x'_M			local SP9_C`x'_M = r(mean)			local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)			drop mc_all_`x' c_all_`x'		}		restore	*	Greater than 2000		preserve		drop if title != ">2000"		forval y = 10(10)100 {			*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).			*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.			forval x = 4/31 {				generate rc9_rnd`x'_cat`y'_i_g2000 = .			}			forval x = 4/31 {				generate rc9_rnd`x'_mcat`y'_i_g2000 = .			}			*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).			local z = `y' - 10						*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.			*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.			*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.			forval v = 4(2)30 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"				replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "Black"				}				forval v = 5(2)31 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"				replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "White"				}			*	Then we sum over our indicator rows to get the total missed chances for that pair.			egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)			egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)			}		*	Greater than 2000, 1st Chance		count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1		local N=r(N)		count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")		local SP9_C_First_g2000=r(N)		local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)		*	Greater than 2000, all other Chances		forvalues x = 10(10)100 {			egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)			sum mc_all_`x'_g2000			local SP9_MC`x'_g2000 = r(mean)			egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)			sum c_all_`x'_g2000			local SP9_C`x'_g2000 = r(mean)			local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)			drop mc_all_`x' c_all_`x'		}		restore	*	Less than 2000		preserve		drop if title != "<2000"		forval y = 10(10)100 {			*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).			*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.			forval x = 4/31 {				generate rc9_rnd`x'_cat`y'_i_l2000 = .			}			forval x = 4/31 {				generate rc9_rnd`x'_mcat`y'_i_l2000 = .			}			*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).			local z = `y' - 10						*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.			*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.			*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.			forval v = 4(2)30 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"				replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "Black"				}				forval v = 5(2)31 {				local x = `v'-1				replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"				replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &  color == "White"				}			*	Then we sum over our indicator rows to get the total missed chances for that pair.			egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)			egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)			}		*	Less than 2000, 1st Chance		count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1		local N=r(N)		count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")		local SP9_C_First_l2000=r(N)		local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)		*	Less than 2000, all other Chances		forvalues x = 10(10)100 {			egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)			sum mc_all_`x'_l2000			local SP9_MC`x'_l2000 = r(mean)			egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)			sum c_all_`x'_l2000			local SP9_C`x'_l2000 = r(mean)			local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)			drop mc_all_`x' c_all_`x'		}		restore	*RACE 10,  Opportunities, Lost & Found:		*	All Players		preserve		drop if color != "White"			forval y = 1(11)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.				forval x = 3/26 {					generate rc10_rnd`x'_cat`y'_i = .				}				forval x = 3/26 {					generate rc10_rnd`x'_mcat`y'_i = .				}				*	We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).				local z = `y' - 11								*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 3/26 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'					replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v'					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)				egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)				drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i				}		*	All Pairs 1st Chance		count if ((sp10round == 1) | (sp10round == 2))		local SP10_TCFirst=r(N)		count		local WNumber = r(N)		count if  sp10round!= 1		local SP10_C_First =r(N)+`WNumber'		local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)		*	All Pairs All other Chances		forvalues x = 12(11)100 {			egen mc_all_`x' =total( rc10_mcat`x')			sum mc_all_`x'			local SP10_MC`x' = r(mean)			egen c_all_`x' = total( rc10_cat`x')			sum c_all_`x'			local SP10_C`x' = r(mean)			local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)		}		restore		*	Grandmasters			preserve			drop if title != "GM"			forval y = 1(11)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. (Or,				forval x = 3/26 {					generate rc10_rnd`x'_cat`y'_i_GM = .				}				forval x = 3/26 {					generate rc10_rnd`x'_mcat`y'_i_GM = .				}				*	We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).				local z = `y'  - 11								*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 3(2)25 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "Black"					replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "Black"					}						forval v = 3(2)26 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "White"					replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "White"					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)				egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)				}			*	Grandmasters 1st Chance				count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & sp10 == 1				local SP10_TCFirst_GM=r(N)				count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")				local SP10_C_First_GM =r(N)				local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)			*	Grandmasters all other Chances			forvalues x = 12(11)100 {				egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)				sum mc_all_`x'_GM				local SP10_MC`x'_GM = r(mean)				egen c_all_`x'_GM = total( rc10_cat`x'_GM)				sum c_all_`x'_GM				local SP10_C`x'_GM = r(mean)				local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)				drop mc_all_`x' c_all_`x'			}			restore		*	International Masters			preserve			drop if title != "IM"			forval y = 1(11)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.				forval x = 3/26 {					generate rc10_rnd`x'_cat`y'_i_IM = .				}				forval x = 3/26 {					generate rc10_rnd`x'_mcat`y'_i_IM = .				}				*	We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).				local z = `y'  - 11								*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 4(2)25 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "Black"					replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "Black"					}						forval v = 5(2)26 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "White"					replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "White"					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)				egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)				}			*	International Masters 1st Chance				count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & sp10 == 1				local SP10_TCFirst_IM=r(N)				count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")				local SP10_C_First_IM =r(N)				local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)					*	International Masters all other Chances			forvalues x = 12(11)100 {				egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)				sum mc_all_`x'_IM				local SP10_MC`x'_IM = r(mean)				egen c_all_`x'_IM = total( rc10_cat`x'_IM)				sum c_all_`x'_IM				local SP10_C`x'_IM = r(mean)				local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)				drop mc_all_`x' c_all_`x'			}			restore		*	Masters			preserve			drop if title != "Master"			forval y = 1(11)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.				forval x = 3/26 {					generate rc10_rnd`x'_cat`y'_i_M = .				}				forval x = 3/26 {					generate rc10_rnd`x'_mcat`y'_i_M = .				}				*	We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).				local z = `y'  - 11								*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 4(2)25 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "Black"					replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "Black"					}						forval v = 5(2)26 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "White"					replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "White"					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)				egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)				}			*	M 1st Chance				count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Master")) & sp10 == 1				local SP10_TCFirst_M=r(N)				count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")				local SP10_C_First_M =r(N)				local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)					*	M all other Chances			forvalues x = 12(11)100 {				egen mc_all_`x'_M =total( rc10_mcat`x'_M)				sum mc_all_`x'_M				local SP10_MC`x'_M = r(mean)				egen c_all_`x'_M = total( rc10_cat`x'_M)				sum c_all_`x'_M				local SP10_C`x'_M = r(mean)				local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)				drop mc_all_`x' c_all_`x'			}			restore		*	Greater than 2000			preserve			drop if title != ">2000"			forval y = 1(11)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.				forval x = 3/26 {					generate rc10_rnd`x'_cat`y'_i_g2000 = .				}				forval x = 3/26 {					generate rc10_rnd`x'_mcat`y'_i_g2000 = .				}				*	We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).				local z = `y'  - 11				*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 4(2)25 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "Black"					replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "Black"					}						forval v = 5(2)26 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "White"					replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "White"					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)				egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)				}			*	Greater than 2000, 1st Chance				count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000")) & sp10 == 1				local SP10_TCFirst_g2000=r(N)				count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")				local SP10_C_First_g2000 =r(N)				local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)					*	Greater than 2000, all other Chances			forvalues x = 12(11)100 {				egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)				sum mc_all_`x'_g2000				local SP10_MC`x'_g2000 = r(mean)				egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)				sum c_all_`x'_g2000				local SP10_C`x'_g2000 = r(mean)				local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)				drop mc_all_`x' c_all_`x'			}			restore		*	Less than 2000			preserve			drop if title != "<2000"			forval y = 1(11)100 {				*	Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens).				*	Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing.				forval x = 3/26 {					generate rc10_rnd`x'_cat`y'_i_l2000 = .				}				forval x = 3/26 {					generate rc10_rnd`x'_mcat`y'_i_l2000 = .				}				*	We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).				local z = `y'  - 11								*	We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subsequent rounds.				*	We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not go to the "winning" number.				*	The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me.				forval v = 4(2)25 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "Black"					replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "Black"					}						forval v = 5(2)26 {					local x = `v'-1					replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "White"					replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number >= r_10_`v' &  color == "White"					}				*	Then we sum over our indicator rows to get the total missed chances for that pair.				egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)				egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)				}			*	Less than 2000, 1st Chance				count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000")) & sp10 == 1				local SP10_TCFirst_l2000=r(N)				count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")				local SP10_C_First_l2000 =r(N)				local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)			*	Less than 2000, all other Chances			forvalues x = 12(11)100 {				egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)				sum mc_all_`x'_l2000				local SP10_MC`x'_l2000 = r(mean)				egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)				sum c_all_`x'_l2000				local SP10_C`x'_l2000 = r(mean)				local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)				drop mc_all_`x' c_all_`x'			}			restore	}	di ""	di as green	"			Table 4B: Implied Probabilities: Race to 100 1-10"	di as green	"			Total"	di as green	"			GM"	di as green	"			IM"	di as green	"			M"	di as green	"			Greater than 2000"	di as green	"			Less than 2000"	headermaker11_4X_10_N	tablemaker11_4X_N `SP10_First'			"."	`SP10_12'		`SP10_23'		`SP10_34'		`SP10_45'		`SP10_56'		`SP10_67'		`SP10_78'		`SP10_89'	tablemaker11_4X_N (`SP10_C_First')		"(.)"	(`SP10_C12')		(`SP10_C23')		(`SP10_C34')		(`SP10_C45')		(`SP10_C56')		(`SP10_C67')		(`SP10_C78')		(`SP10_C89')	tablemaker11_4X_N `SP10_First_GM'		"."	`SP10_12_GM'		`SP10_23_GM'		`SP10_34_GM'		`SP10_45_GM'		`SP10_56_GM'		`SP10_67_GM'		`SP10_78_GM'		`SP10_89_GM'	tablemaker11_4X_N (`SP10_C_First_GM')		"(.)"	(`SP10_C12_GM')		(`SP10_C23_GM')		(`SP10_C34_GM')		(`SP10_C45_GM')		(`SP10_C56_GM')		(`SP10_C67_GM')		(`SP10_C78_GM')		(`SP10_C89_GM')	tablemaker11_4X_N `SP10_First_IM'		"."	`SP10_12_IM'		`SP10_23_IM'		`SP10_34_IM'		`SP10_45_IM'		`SP10_56_IM'		`SP10_67_IM'		`SP10_78_IM'		`SP10_89_IM'	tablemaker11_4X_N (`SP10_C_First_IM')		"(.)"	(`SP10_C12_IM')		(`SP10_C23_IM')		(`SP10_C34_IM')		(`SP10_C45_IM')		(`SP10_C56_IM')		(`SP10_C67_IM')		(`SP10_C78_IM')		(`SP10_C89_IM')	tablemaker11_4X_N `SP10_First_M'		"."	`SP10_12_M'		`SP10_23_M'		`SP10_34_M'		`SP10_45_M'		`SP10_56_M'		`SP10_67_M'		`SP10_78_M'		`SP10_89_M'	tablemaker11_4X_N (`SP10_C_First_M')		"(.)"	(`SP10_C12_M')		(`SP10_C23_M')		(`SP10_C34_M')		(`SP10_C45_M')		(`SP10_C56_M')		(`SP10_C67_M')		(`SP10_C78_M')		(`SP10_C89_M')	tablemaker11_4X_N `SP10_First_g2000'		"."	`SP10_12_g2000'		`SP10_23_g2000'		`SP10_34_g2000'		`SP10_45_g2000'		`SP10_56_g2000'		`SP10_67_g2000'		`SP10_78_g2000'		`SP10_89_g2000'	tablemaker11_4X_N (`SP10_C_First_g2000')	"(.)"	(`SP10_C12_g2000')	(`SP10_C23_g2000')	(`SP10_C34_g2000')	(`SP10_C45_g2000')	(`SP10_C56_g2000')	(`SP10_C67_g2000')	(`SP10_C78_g2000')	(`SP10_C89_g2000')	tablemaker11_4X_N `SP10_First_l2000'		"."	`SP10_12_l2000'		`SP10_23_l2000'		`SP10_34_l2000'		`SP10_45_l2000'		`SP10_56_l2000'		`SP10_67_l2000'		`SP10_78_l2000'		`SP10_89_l2000'	tablemaker11_4X_N (`SP10_C_First_l2000')	"(.)"	(`SP10_C12_l2000')	(`SP10_C23_l2000')	(`SP10_C34_l2000')	(`SP10_C45_l2000')	(`SP10_C56_l2000')	(`SP10_C67_l2000')	(`SP10_C78_l2000')	(`SP10_C89_l2000')	cd "$tabledir"	file open table4b using table4b.tex, write replace	file write table4b "\begin{table}" _n	file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  	file write table4b "\hline \hline" _n 	file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70} & \textbf{80} & \textbf{90}\\" _n 	file write table4b "\hline" _n 	file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\" _n 	file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`SP10_C78') & (`SP10_C89')\\" _n 	file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP10_78_GM' & `SP10_89_GM'\\" _n 	file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') & (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n	file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `SP10_78_IM' & `SP10_89_IM' \\" _n	file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') & (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n	file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_78_M' & `SP10_89_M'\\" _n	file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP10_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n	file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g2000' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n	file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n	file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l2000' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n	file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n	file write table4b "\end{tabular}" _n 	file write table4b "\end{table}" _n	file close table4b	foreach x in GM IM M g2000 l2000 {	local SP10_First_`x'_T =  `SP10_First_`x''	local SP10_First_`x'_C_T =  `SP10_C_First_`x''	}	di ""	di as green	"			Table 4A: Implied Probabilities: Race to 100 1-9"	di as green	"			Total"	di as green	"			GM"	di as green	"			IM"	di as green	"			M"	di as green	"			Greater than 2000"	di as green	"			Less than 2000"	headermaker11_4X_9_N	tablemaker11_4X_N `SP9_First'		`SP9_10'		`SP9_20'		`SP9_30'		`SP9_40'		`SP9_50'		`SP9_60'		`SP9_70'		`SP9_80'		`SP9_90'	tablemaker11_4X_N (`SP9_C_First')	(`SP9_C10')		(`SP9_C20')		(`SP9_C30')		(`SP9_C40')		(`SP9_C50')		(`SP9_C60')		(`SP9_C70')		(`SP9_C80')		(`SP9_C90') 	tablemaker11_4X_N `SP9_First_GM'	`SP9_10_GM'		`SP9_20_GM'		`SP9_30_GM'		`SP9_40_GM'		`SP9_50_GM'		`SP9_60_GM'		`SP9_70_GM'		`SP9_80_GM'		`SP9_90_GM' 	tablemaker11_4X_N (`SP9_C_First_GM')	(`SP9_C10_GM')		(`SP9_C20_GM')		(`SP9_C30_GM')		(`SP9_C40_GM')		(`SP9_C50_GM')		(`SP9_C60_GM')		(`SP9_C70_GM')		(`SP9_C80_GM')		(`SP9_C90_GM')	tablemaker11_4X_N `SP9_First_IM'	`SP9_10_IM'		`SP9_20_IM'		`SP9_30_IM'		`SP9_40_IM'		`SP9_50_IM'		`SP9_60_IM'		`SP9_70_IM'		`SP9_80_IM'		`SP9_90_IM' 	tablemaker11_4X_N (`SP9_C_First_IM')	(`SP9_C10_IM')		(`SP9_C20_IM')		(`SP9_C30_IM')		(`SP9_C40_IM')		(`SP9_C50_IM')		(`SP9_C60_IM')		(`SP9_C70_IM')		(`SP9_C80_IM')		(`SP9_C90_IM')	tablemaker11_4X_N `SP9_First_M'		`SP9_10_M'		`SP9_20_M'		`SP9_30_M'		`SP9_40_M'		`SP9_50_M'		`SP9_60_M'		`SP9_70_M'		`SP9_80_M'		`SP9_90_M' 	tablemaker11_4X_N (`SP9_C_First_M')	(`SP9_C10_M')		(`SP9_C20_M')		(`SP9_C30_M')		(`SP9_C40_M')		(`SP9_C50_M')		(`SP9_C60_M')		(`SP9_C70_M')		(`SP9_C80_M')		(`SP9_C90_M')	tablemaker11_4X_N `SP9_First_g2000'	`SP9_10_g2000'		`SP9_20_g2000'		`SP9_30_g2000'		`SP9_40_g2000'		`SP9_50_g2000'		`SP9_60_g2000'		`SP9_70_g2000'		`SP9_80_g2000'		`SP9_90_g2000' 	tablemaker11_4X_N (`SP9_C_First_g2000')	(`SP9_C10_g2000')	(`SP9_C20_g2000')	(`SP9_C30_g2000')	(`SP9_C40_g2000')	(`SP9_C50_g2000')	(`SP9_C60_g2000')	(`SP9_C70_g2000')	(`SP9_C80_g2000')	(`SP9_C90_g2000')	tablemaker11_4X_N `SP9_First_l2000'	`SP9_10_l2000'		`SP9_20_l2000'		`SP9_30_l2000'		`SP9_40_l2000'		`SP9_50_l2000'		`SP9_60_l2000'		`SP9_70_l2000'		`SP9_80_l2000'		`SP9_90_l2000' 	tablemaker11_4X_N (`SP9_C_First_l2000')	(`SP9_C10_l2000')	(`SP9_C20_l2000')	(`SP9_C30_l2000')	(`SP9_C40_l2000')	(`SP9_C50_l2000')	(`SP9_C60_l2000')	(`SP9_C70_l2000')	(`SP9_C80_l2000')	(`SP9_C90_l2000')	}	cd "$tabledir"	file open table4a using table4a.tex, write replace	file write table4a "\begin{table}[!h]" _n	file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  	file write table4a "\hline \hline" _n 	file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70} & \textbf{80} & \textbf{90}\\" _n 	file write table4a "\hline" _n 	file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n 	file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP9_C80') & (`SP9_C90') \\" _n 	file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP9_80_GM' & `SP9_90_GM' \\" _n 	file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM') & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _n	file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `SP9_80_IM' & `SP9_90_IM' \\" _n	file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM') & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _n	file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80_M' & `SP9_90_M' \\" _n	file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _n	file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60_g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _n	file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000') & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _n	file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60_l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _n	file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000') & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _n	file write table4a "\end{tabular}" _n 	file write table4a "\end{table}" _n	file close table4a	foreach x in GM IM M g2000 l2000 {	local SP9_First_`x'_T =  `SP9_First_`x''	local SP9_First_`x'_C_T =  `SP9_C_First_`x''	}forval x = 1/1 {/***************************************************************************************** TABLE 5:  Percentage of games solved at each Node*****************************************************************************************/	qui {	*SP9's:		*Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs)			count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_N = r(N)			count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001)			count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001)		*Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs)			count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_N = r(N)			count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001)			count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001)	*SP10		*Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs)			count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != .			local SP10_9F_N = r(N)			count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001)			count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001)		*Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs)			count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != .			local SP10_10F_N = r(N)			count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001)			count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001)			*For Latex tables, because Stata messes up on storing decimals in binary:			local SP10_10F_9 = substr("`SP10_10F_9'",1,4)	}	*We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solutions!)		local SP9_9F_N = `SP9_9F_N'/2		local SP9_10F_N = `SP9_10F_N'/2		local SP10_10F_N = `SP10_10F_N'/2		local SP10_9F_N = `SP10_9F_N'/2					di ""			di as green	"			Table 5: Percentage of Games Solved At Each Node"			di as green	"				Race 1-9:  1-9 played first"			di as green	"				Race 1-9:  1-10 played first"			di as green	"				Race 1-10:  1-9 played first"			di as green	"				Race 1-10:  1-10 played first"	headermaker10_6A	tablemaker10_6A  `SP9_9F_N'		`SP9_9F_P_1'		`SP9_9F_P_2'		`SP9_9F_P_3'		`SP9_9F_P_4'		`SP9_9F_P_5'		`SP9_9F_P_6'		`SP9_9F_P_7'		`SP9_9F_P_8'		`SP9_9F_P_9'	tablemaker10_6A  `SP9_10F_N'		`SP9_10F_P_1'		`SP9_10F_P_2'		`SP9_10F_P_3'		`SP9_10F_P_4'		`SP9_10F_P_5'		`SP9_10F_P_6'		`SP9_10F_P_7'		`SP9_10F_P_8'		`SP9_10F_P_9'	tablemaker10_6A  `SP10_10F_N'		`SP10_10F_1'		`SP10_10F_2'		`SP10_10F_3'		`SP10_10F_4'		`SP10_10F_5'		`SP10_10F_6'		`SP10_10F_7'		`SP10_10F_8'		`SP10_10F_9'	tablemaker10_6A  `SP10_9F_N'		`SP10_9F_1'		`SP10_9F_2'		`SP10_9F_3'		`SP10_9F_4'		`SP10_9F_5'		`SP10_9F_6'		`SP10_9F_7'		`SP10_9F_8'		`SP10_9F_9'	} 	cd "$tabledir"	file open table5 using table5.tex, write replace	file write table5 "\begin{table}[!h]" _n	file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  	file write table5 "\hline \hline" _n 	file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 	file write table5 "\hline" _n 	file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n 	file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' & `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n 	file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n 	file write table5 "\hline" _n	file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n 	file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n 	file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n 	file write table5 "\end{tabular}" _n 	file write table5 "\end{table}" _n	file close table5	*We revert back to counting individuals not pairs.		local SP9_9F_N = `SP9_9F_N'*2		local SP9_10F_N = `SP9_10F_N'*2		local SP10_10F_N = `SP10_10F_N'*2		local SP10_9F_N = `SP10_9F_N'*2		forval x = 1/1 {/***************************************************************************************** TABLE 6:  Centipede Behavior by Induction AbilityImplied stop probabilities pi at each Terminal Node - Chess Players*****************************************************************************************/	qui {	*Best Inductors who stopped at the 1st node and could		count if bestinductors == 1 & color == "White" & cpnode == 1		local N=r(N)		count if bestinductors == 1 & color == "White" & cpnode != .		local D=r(N)		local bestinductors_White_1=`N'/`D'		generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1	*Best Inductors who stopped at the 2nd node and could		count if bestinductors == 1 & color == "Black" & cpnode == 2		local N=r(N)		count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .		local D=r(N)		local bestinductors_Black_2=`N'/`D'		replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2	*Best Inductors who stopped at the 3rd node and could		count if bestinductors == 1 & color == "White" & cpnode == 3		local N=r(N)		count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .		local D=r(N)		local bestinductors_White_3=`N'/`D'		replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3	*Best Inductors who stopped at the 4th node and could		count if bestinductors == 1 & color == "Black" & cpnode == 4		local N=r(N)		count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .		local D=r(N)		local bestinductors_Black_4=`N'/`D'		replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4	*Best Inductors who stopped at the 5th node and could		count if bestinductors == 1 & color == "White" & cpnode == 5		local N=r(N)		count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .		local D=r(N)		local bestinductors_White_5=`N'/`D'		replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5	*Best Inductors who stopped at the 6th node and could		count if bestinductors == 1 & color == "Black" & cpnode == 6		local N=r(N)		count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .		local D=r(N)		local bestinductors_Black_6=`N'/`D'		replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6	*Best Inductors who stopped at the 7th node and could		count if bestinductors == 1 & color == "White" & cpnode == 7		local N=r(N)		count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .		local D=r(N)		local bestinductors_White_7=`N'/`D'		replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .		drop cp_bestinductors		count if bestinductors == 1 & cpnode != .		local BI_N = r(N)	*Best Inductors who stopped at the 1st node and could		count if bestinductors == 1 & color == "White" & cpnode == 1		local BN_1=r(N)		count if bestinductors == 1 & color == "White" & cpnode != .		local DN_1=r(N)		local bestinductors_White_1 = round(`BN_1'/`DN_1', .001)		generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1	*Best Inductors who stopped at the 2nd node and could		count if bestinductors == 1 & color == "Black" & cpnode == 2		local BN_2=r(N)		count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .		local DN_2=r(N)		local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001)		replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2	*Best Inductors who stopped at the 3rd node and could		count if bestinductors == 1 & color == "White" & cpnode == 3		local BN_3=r(N)		count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .		local DN_3=r(N)		local bestinductors_White_3 =round(`BN_3'/`DN_3', .001)		replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3	*Best Inductors who stopped at the 4th node and could		count if bestinductors == 1 & color == "Black" & cpnode == 4		local BN_4=r(N)		count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .		local DN_4=r(N)		local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001)		replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4	*Best Inductors who stopped at the 5th node and could		count if bestinductors == 1 & color == "White" & cpnode == 5		local BN_5=r(N)		count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .		local DN_5=r(N)		local bestinductors_White_5 =round(`BN_5'/`DN_5', .001)		*For Latex tables, because Stata messes up on storing decimals in binary:		local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4)		replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5	*Best Inductors who stopped at the 6th node and could		count if bestinductors == 1 & color == "Black" & cpnode == 6		local BN_6=r(N)		count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .		local DN_6=r(N)		local bestinductors_Black_6=round(`BN_6'/`DN_6', .001)		replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6	*Best Inductors who stopped at the 7th node and could		count if bestinductors == 1 & color == "White" & cpnode == 7		local BN_7=r(N)		count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .		local DN_7=r(N)		local bestinductors_White_7=round(`BN_7'/`DN_7', .001)		replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .		count if secondbestinductors == 1 & cpnode != .		local SBI_N = r(N)	*Second Best Inductors who stopped at the 1st node and could		count if secondbestinductors == 1 & color == "White" & cpnode == 1		local SN_1=r(N)		count if secondbestinductors == 1 & color == "White" & cpnode != .		local DSN_1=r(N)		local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001)		generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1	*Second Best Inductors who stopped at the 2nd node and could		count if secondbestinductors == 1 & color == "Black" & cpnode == 2		local SN_2=r(N)		count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .		local DSN_2=r(N)		local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)		replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2	*Second Best Inductors who stopped at the 3rd node and could		count if secondbestinductors == 1 & color == "White" & cpnode == 3		local SN_3=r(N)		count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .		local DSN_3=r(N)		local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)		replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3	*Second Best Inductors who stopped at the 4th node and could		count if secondbestinductors == 1 & color == "Black" & cpnode == 4		local SN_4=r(N)		count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .		local DSN_4=r(N)		local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)		replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4	*Second Best Inductors who stopped at the 5th node and could		count if secondbestinductors == 1 & color == "White" & cpnode == 5		local SN_5=r(N)		count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .		local DSN_5=r(N)		local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)		replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5	*Second Best Inductors who stopped at the 6th node and could		count if secondbestinductors == 1 & color == "Black" & cpnode == 6		local SN_6=r(N)		count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .		local DSN_6=r(N)		local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)		replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6	*Second Best Inductors who stopped at the 7th node and could		count if secondbestinductors == 1 & color == "White" & cpnode == 7		local SN_7=r(N)		count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .		local DSN_7=r(N)		local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)		replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .		count if goodinductors == 1 & cpnode != .		local GI_N = r(N)	*Good Inductors who stopped at the 1st node and could		count if goodinductors == 1 & color == "White" & cpnode == 1		local GN_1=r(N)		count if goodinductors == 1 & color == "White" & cpnode != .		local DGN_1=r(N)		local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)		generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1	*Good Inductors who stopped at the 2nd node and could		count if goodinductors == 1 & color == "Black" & cpnode == 2		local GN_2=r(N)		count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .		local DGN_2=r(N)		local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)		replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2	*Good Inductors who stopped at the 3rd node and could		count if goodinductors == 1 & color == "White" & cpnode == 3		local GN_3=r(N)		count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .		local DGN_3=r(N)		local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)		replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3	*Good Inductors who stopped at the 4th node and could		count if goodinductors == 1 & color == "Black" & cpnode == 4		local GN_4=r(N)		count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .		local DGN_4=r(N)		local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)		replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4	*Good Inductors who stopped at the 5th node and could		count if goodinductors == 1 & color == "White" & cpnode == 5		local GN_5=r(N)		count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .		local DGN_5=r(N)		local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)		replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5	*Good Inductors who stopped at the 6th node and could		count if goodinductors == 1 & color == "Black" & cpnode == 6		local GN_6=r(N)		count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .		local DGN_6=r(N)		local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)		replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6	*Good Inductors who stopped at the 7th node and could		count if goodinductors == 1 & color == "White" & cpnode == 7		local GN_7=r(N)		count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .		local DGN_7=r(N)		local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)		replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .		count if badinductors == 1 & cpnode != .		local BD_N = r(N)	*Bad Inductors who stopped at the 1st node and could		count if badinductors == 1 & color == "White" & cpnode == 1		local BdN_1=r(N)		count if badinductors == 1 & color == "White" & cpnode != .		local DBN_1=r(N)		local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)		generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1	*Bad Inductors who stopped at the 2nd node and could		count if badinductors == 1 & color == "Black" & cpnode == 2		local BdN_2=r(N)		count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .		local DBN_2=r(N)		local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)		replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2	*Bad Inductors who stopped at the 3rd node and could		count if badinductors == 1 & color == "White" & cpnode == 3		local BdN_3=r(N)		count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .		local DBN_3=r(N)		local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)		replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3	*Bad Inductors who stopped at the 4th node and could		count if badinductors == 1 & color == "Black" & cpnode == 4		local BdN_4=r(N)		count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .		local DBN_4=r(N)		local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)		replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4	*Bad Inductors who stopped at the 5th node and could		count if badinductors == 1 & color == "White" & cpnode == 5		local BdN_5=r(N)		count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .		local DBN_5=r(N)		local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)		replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5	*Bad Inductors who stopped at the 6th node and could		count if badinductors == 1 & color == "Black" & cpnode == 6		local BdN_6=r(N)		count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .		local DBN_6=r(N)		local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)		replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6	*Bad Inductors who stopped at the 7th node and could		count if badinductors == 1 & color == "White" & cpnode == 7		local BdN_7=r(N)		count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & cpnode != .		local DBN_7=r(N)		local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)		replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .	}			di ""			di as green	"			Table 6: Centipede Behavior by Induction Ability"			di as green	"			Implied stop probabilities at each terminal node"			di as green	"				Best"			di as green	"				Second Best"			di as green	"				Second Worst"			di as green	"				Worst"	headermaker8_3A	tablemaker8_3A	.	`bestinductors_White_1'		`bestinductors_Black_2'		`bestinductors_White_3'		`bestinductors_Black_4'		`bestinductors_White_5'		`bestinductors_Black_6'		`bestinductors_White_7'	tablemaker8_3A `BI_N'	`DN_1'				`DN_2'				`DN_3'				`DN_4'				`DN_5'				`DN_6'				`DN_7'	tablemaker8_3A 	.	`secondbestinductors_White_1'	`secondbestinductors_Black_2'	`secondbestinductors_White_3'	`secondbestinductors_Black_4'	`secondbestinductors_White_5'	`secondbestinductors_Black_6'	`secondbestinductors_White_7'	tablemaker8_3A `SBI_N'	`DSN_1'				`DSN_2'				`DSN_3'				`DSN_4'				`DSN_5'				`DSN_6'				`DSN_7'	tablemaker8_3A	.	`goodinductors_White_1'		`goodinductors_Black_2'		`goodinductors_White_3'		`goodinductors_Black_4'		`goodinductors_White_5'		`goodinductors_Black_6'		`goodinductors_White_7'	tablemaker8_3A	`GI_N'	`DGN_1'				`DGN_2'				`DGN_3'				`DGN_4'				`DGN_5'				`DGN_6'				`DGN_7'	tablemaker8_3A	.	`badinductors_White_1'		`badinductors_Black_2'		`badinductors_White_3'		`badinductors_Black_4'		`badinductors_White_5'		`badinductors_Black_6'		`badinductors_White_7'	tablemaker8_3A	`BD_N'	`DBN_1'				`DBN_2'				`DBN_3'				`DBN_4'				`DBN_5'				`DBN_6'				`DBN_7'	} 	 cd "$tabledir"	file open table6 using table6.tex, write replace	file write table6 "\begin{table}" _n	file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabilities}} \\" _n  	file write table6 "\hline \hline" _n 	file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\\" _n 	file write table6 "\hline" _n 	file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n 	file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n 	file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `secondbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n 	file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n 	file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors_White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n 	file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n 	file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n 	file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n 	file write table6 "\end{tabular}" _n 	file write table6 "\end{table}" _n	file close table6forvalues x = 1/1 {/***************************************************************************************** TABLE 7:  Summary of Race to 100 Results by First Game*****************************************************************************************/		qui {			*Number at which SP9 is solved by node:		local SP9_N_1 = 10		local SP9_N_2 = 20		local SP9_N_3 = 30		local SP9_N_4 = 40		local SP9_N_5 = 50		local SP9_N_6 = 60		local SP9_N_7 = 70		local SP9_N_8 = 80		local SP9_N_9 = 90			*Number at which SP10 is solved by node:		local SP10_N_1 = 1		local SP10_N_2 = 12		local SP10_N_3 = 23		local SP10_N_4 = 34		local SP10_N_5 = 45		local SP10_N_6 = 56		local SP10_N_7 = 67		local SP10_N_8 = 78		local SP10_N_9 = 89		************************************	*Among those who played SP_9 first*	************************************			*Percentage of Stops by Node 1-9:GM		count if title == "GM" & sp9 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_1_GM = r(N)/`total_count'		count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_2_GM = r(N)/`total_count'		count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_3_GM = r(N)/`total_count'		count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_4_GM = r(N)/`total_count'		count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_5_GM = r(N)/`total_count'		count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_6_GM = r(N)/`total_count'		count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_7_GM = r(N)/`total_count'		count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_8_GM = r(N)/`total_count'		count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_9_GM = r(N)/`total_count'			*Percentage of Stops by Node 1-9:IM		count if title == "IM" & sp9 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_1_IM = r(N)/`total_count'		count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_2_IM = r(N)/`total_count'		count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_3_IM = r(N)/`total_count'		count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_4_IM = r(N)/`total_count'		count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_5_IM = r(N)/`total_count'		count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_6_IM = r(N)/`total_count'		count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_7_IM = r(N)/`total_count'		count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_8_IM = r(N)/`total_count'		count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9"		local SP9_P_9_IM = r(N)/`total_count'			*Percentage of Stops by Node 1-9:Master		count if title == "Master" & sp9 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_1_Master = r(N)/`total_count'		count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_2_Master = r(N)/`total_count'		count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_3_Master = r(N)/`total_count'		count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_4_Master = r(N)/`total_count'		count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_5_Master = r(N)/`total_count'		count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_6_Master = r(N)/`total_count'		count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_7_Master = r(N)/`total_count' 		count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_8_Master = r(N)/`total_count'		count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9"		local SP9_P_9_Master = r(N)/`total_count'			*Percentage of Stops by Node 1-9:g2000		count if title == ">2000" & sp9 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_1_g2000 = r(N)/`total_count'		count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_2_g2000 = r(N)/`total_count'		count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_3_g2000 = r(N)/`total_count'		count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_4_g2000 = r(N)/`total_count'		count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_5_g2000 = r(N)/`total_count'		count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_6_g2000 = r(N)/`total_count'		count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_7_g2000 = r(N)/`total_count'		count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_8_g2000 = r(N)/`total_count'		count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_9_g2000 = r(N)/`total_count'			*Percentage of Stops by Node 1-9:l2000		count if title == "<2000" & sp9 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_1_l2000 = r(N)/`total_count'		count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_2_l2000 = r(N)/`total_count'		count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_3_l2000 = r(N)/`total_count'		count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_4_l2000 = r(N)/`total_count'		count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_5_l2000 = r(N)/`total_count'		count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_6_l2000 = r(N)/`total_count'		count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_7_l2000 = r(N)/`total_count'		count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_8_l2000 = r(N)/`total_count'		count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"		local SP9_P_9_l2000 = r(N)/`total_count'			*Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs)				count if game1 == "SP_9"		local total_count = r(N)		count if  sp9number == 10 & game1 == "SP_9"		local SP9_P_1 = round(r(N)/`total_count', .001)		*For Latex tables, because Stata messes up on storing decimals in binary:		local SP9_P_1 = substr("`SP9_P_1'",1,4)		count if  sp9number == 20 & game1 == "SP_9"		local SP9_P_2 = round(r(N)/`total_count', .001)		count if  sp9number == 30 & game1 == "SP_9"		local SP9_P_3 = round(r(N)/`total_count', .001)		count if  sp9number == 40 & game1 == "SP_9"		local SP9_P_4 = round(r(N)/`total_count', .001)		count if  sp9number == 50 & game1 == "SP_9"		local SP9_P_5 = round(r(N)/`total_count', .001)		count if  sp9number == 60 & game1 == "SP_9"		local SP9_P_6 = round(r(N)/`total_count', .001)		count if  sp9number == 70 & game1 == "SP_9"		local SP9_P_7 = round(r(N)/`total_count', .001)		count if  sp9number == 80 & game1 == "SP_9"		local SP9_P_8 = round(r(N)/`total_count', .001)		count if  sp9number == 90 & game1 == "SP_9"		local SP9_P_9 = round(r(N)/`total_count', .001)			*Percentage of Stops by Node 1-10:GM		count if title == "GM" & sp10 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_1_GM = r(N)/`total_count'		count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_2_GM = r(N)/`total_count'		count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_3_GM = r(N)/`total_count'		count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_4_GM = r(N)/`total_count'		count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_5_GM = r(N)/`total_count'		count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_6_GM = r(N)/`total_count'		count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_7_GM = r(N)/`total_count'		count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_8_GM = r(N)/`total_count'		count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_9_GM = r(N)/`total_count'			*Percentage of Stops by Node 1-10:IM		count if title == "IM" & sp10 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_1_IM = r(N)/`total_count'		count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_2_IM = r(N)/`total_count'		count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_3_IM = r(N)/`total_count'		count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_4_IM = r(N)/`total_count'		count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_5_IM = r(N)/`total_count'		count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_6_IM = r(N)/`total_count'		count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_7_IM = r(N)/`total_count'		count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_8_IM = r(N)/`total_count'		count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"		local SP10_P_9_IM = r(N)/`total_count'			*Percentage of Stops by Node 1-10:Master		count if title == "Master" & sp10 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_1_Master = r(N)/`total_count'		count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_2_Master = r(N)/`total_count'		count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_3_Master = r(N)/`total_count'		count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_4_Master = r(N)/`total_count'		count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_5_Master = r(N)/`total_count'		count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_6_Master = r(N)/`total_count'		count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_7_Master = r(N)/`total_count'		count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_8_Master = r(N)/`total_count'		count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"		local SP10_P_9_Master = r(N)/`total_count'			*Percentage of Stops by Node 1-10:g2000		count if title == ">2000" & sp10 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_1_g2000 = r(N)/`total_count'		count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_2_g2000 = r(N)/`total_count'		count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_3_g2000 = r(N)/`total_count'		count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_4_g2000 = r(N)/`total_count'		count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_5_g2000 = r(N)/`total_count'		count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_6_g2000 = r(N)/`total_count'		count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_7_g2000 = r(N)/`total_count'		count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_8_g2000 = r(N)/`total_count'		count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_9_g2000 = r(N)/`total_count'			*Percentage of Stops by Node 1-10:l2000		count if title == "<2000" & sp10 == 1 & game1 == "SP_9"		local total_count = r(N)		count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_1_l2000 = r(N)/`total_count'		count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_2_l2000 = r(N)/`total_count'		count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_3_l2000 = r(N)/`total_count'		count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_4_l2000 = r(N)/`total_count'		count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_5_l2000 = r(N)/`total_count'		count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_6_l2000 = r(N)/`total_count' 		count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_7_l2000 = r(N)/`total_count'		count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_8_l2000 = r(N)/`total_count'		count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"		local SP10_P_9_l2000 = r(N)/`total_count'			*Percentage of Stops by Node		count if game1 == "SP_9"		local total_count = r(N)		count if sp10number == 1 & game1 == "SP_9"		local SP10_P_1 = round(r(N)/`total_count', .001) 		count if sp10number == 12 & game1 == "SP_9"		local SP10_P_2 = round(r(N)/`total_count', .001)		count if sp10number == 23 & game1 == "SP_9"		local SP10_P_3 = round(r(N)/`total_count', .001)		count if sp10number == 34 & game1 == "SP_9"		local SP10_P_4 = round(r(N)/`total_count', .001)		count if sp10number == 45 & game1 == "SP_9"		local SP10_P_5 = round(r(N)/`total_count', .001)		count if sp10number == 56 & game1 == "SP_9"		local SP10_P_6 = round(r(N)/`total_count', .001)		count if sp10number == 67 & game1 == "SP_9"		local SP10_P_7 = round(r(N)/`total_count', .001)		count if sp10number == 78 & game1 == "SP_9"		local SP10_P_8 = round(r(N)/`total_count', .001)		count if sp10number == 89 & game1 == "SP_9"		local SP10_P_9 = round(r(N)/`total_count', .001)									di ""				di as green	"			Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"				di as green	"				Number at which Game Solved (1-9)"				di as green	"				Number at which Game Solved (1-10)"				di as green	"				Percentage of time solved (1-9):All Pairs"				di as green	"				Percentage of time solved (1-10) All Pairs"		headermaker9_3C		tablemaker9_3C_N	`SP9_N_1'		`SP9_N_2'		`SP9_N_3'		`SP9_N_4'		`SP9_N_5'		`SP9_N_6'		`SP9_N_7'		`SP9_N_8'		`SP9_N_9'		tablemaker9_3C_P	`SP9_P_1'		`SP9_P_2'		`SP9_P_3'		`SP9_P_4'		`SP9_P_5'		`SP9_P_6'		`SP9_P_7'		`SP9_P_8'		`SP9_P_9'		tablemaker9_3C_N	`SP10_N_1'		`SP10_N_2'		`SP10_N_3'		`SP10_N_4'		`SP10_N_5'		`SP10_N_6'		`SP10_N_7'		`SP10_N_8'		`SP10_N_9'		tablemaker9_3C_P	`SP10_P_1'		`SP10_P_2'		`SP10_P_3'		`SP10_P_4'		`SP10_P_5'		`SP10_P_6'		`SP10_P_7'		`SP10_P_8'		`SP10_P_9'			}		 cd "$tabledir"		file open table7a using table7a.tex, write replace		file write table7a "\begin{table}[!h]" _n		file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First}} \\" _n  		file write table7a "\hline \hline" _n 		file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 		file write table7a "\hline" _n 		file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 		file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P_8' & `SP9_P_9'\\" _n 		file write table7a "\hline" _n		file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 		file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n		file write table7a "\end{tabular}" _n 		file write table7a "\end{table}" _n		file close table7a			************************************	*Among those who played SP_10 first*	************************************			*Percentage of Stops by Node 1-9:GM		count if title == "GM" & sp9 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_1_GM = r(N)/`total_count'		count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_2_GM = r(N)/`total_count'		count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_3_GM = r(N)/`total_count'		count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_4_GM = r(N)/`total_count'		count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_5_GM = r(N)/`total_count'		count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_6_GM = r(N)/`total_count'		count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_7_GM = r(N)/`total_count'		count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_8_GM = r(N)/`total_count'		count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_9_GM = r(N)/`total_count'			*Percentage of Stops by Node 1-9:IM		count if title == "IM" & sp9 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_1_IM = r(N)/`total_count'		count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_2_IM = r(N)/`total_count'		count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_3_IM = r(N)/`total_count'		count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_4_IM = r(N)/`total_count'		count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_5_IM = r(N)/`total_count'		count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_6_IM = r(N)/`total_count'		count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_7_IM = r(N)/`total_count'		count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_8_IM = r(N)/`total_count'		count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"		local SP9_P_9_IM = r(N)/`total_count'			*Percentage of Stops by Node 1-9:Master		count if title == "Master" & sp9 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_1_Master = r(N)/`total_count'		count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_2_Master = r(N)/`total_count'		count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_3_Master = r(N)/`total_count'		count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_4_Master = r(N)/`total_count'		count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_5_Master = r(N)/`total_count'		count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_6_Master = r(N)/`total_count'		count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_7_Master = r(N)/`total_count' 		count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_8_Master = r(N)/`total_count'		count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"		local SP9_P_9_Master = r(N)/`total_count'			*Percentage of Stops by Node 1-9:g2000		count if title == ">2000" & sp9 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_1_g2000 = r(N)/`total_count'		count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_2_g2000 = r(N)/`total_count'		count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_3_g2000 = r(N)/`total_count'		count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_4_g2000 = r(N)/`total_count'		count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_5_g2000 = r(N)/`total_count'		count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_6_g2000 = r(N)/`total_count'		count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_7_g2000 = r(N)/`total_count'		count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_8_g2000 = r(N)/`total_count'		count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_9_g2000 = r(N)/`total_count'			*Percentage of Stops by Node 1-9:l2000		count if title == "<2000" & sp9 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_1_l2000 = r(N)/`total_count'		count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_2_l2000 = r(N)/`total_count'		count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_3_l2000 = r(N)/`total_count'		count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_4_l2000 = r(N)/`total_count'		count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_5_l2000 = r(N)/`total_count'		count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_6_l2000 = r(N)/`total_count'		count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_7_l2000 = r(N)/`total_count'		count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_8_l2000 = r(N)/`total_count'		count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"		local SP9_P_9_l2000 = r(N)/`total_count'			*Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs)				count if game1 == "SP_10"		local total_count = r(N)		count if  sp9number == 10 & game1 == "SP_10"		local SP9_P_1 = round(r(N)/`total_count', .001)		*For Latex tables, because Stata messes up on storing decimals in binary:		local SP9_P_1 = substr("`SP9_P_1'",1,4)		count if  sp9number == 20 & game1 == "SP_10"		local SP9_P_2 = round(r(N)/`total_count', .001)		count if  sp9number == 30 & game1 == "SP_10"		local SP9_P_3 = round(r(N)/`total_count', .001)		count if  sp9number == 40 & game1 == "SP_10"		local SP9_P_4 = round(r(N)/`total_count', .001)		count if  sp9number == 50 & game1 == "SP_10"		local SP9_P_5 = round(r(N)/`total_count', .001)		count if  sp9number == 60 & game1 == "SP_10"		local SP9_P_6 = round(r(N)/`total_count', .001)		count if  sp9number == 70 & game1 == "SP_10"		local SP9_P_7 = round(r(N)/`total_count', .001)		count if  sp9number == 80 & game1 == "SP_10"		local SP9_P_8 = round(r(N)/`total_count', .001)		count if  sp9number == 90 & game1 == "SP_10"		local SP9_P_9 = round(r(N)/`total_count', .001)			*Percentage of Stops by Node 1-10:GM		count if title == "GM" & sp10 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_1_GM = r(N)/`total_count'		count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_2_GM = r(N)/`total_count'		count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_3_GM = r(N)/`total_count'		count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_4_GM = r(N)/`total_count'		count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_5_GM = r(N)/`total_count'		count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_6_GM = r(N)/`total_count'		count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_7_GM = r(N)/`total_count'		count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_8_GM = r(N)/`total_count'		count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_9_GM = r(N)/`total_count'			*Percentage of Stops by Node 1-10:IM		count if title == "IM" & sp10 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_1_IM = r(N)/`total_count'		count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_2_IM = r(N)/`total_count'		count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_3_IM = r(N)/`total_count'		count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_4_IM = r(N)/`total_count'		count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_5_IM = r(N)/`total_count'		count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_6_IM = r(N)/`total_count'		count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_7_IM = r(N)/`total_count'		count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_8_IM = r(N)/`total_count'		count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"		local SP10_P_9_IM = r(N)/`total_count'			*Percentage of Stops by Node 1-10:Master		count if title == "Master" & sp10 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_1_Master = r(N)/`total_count'		count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_2_Master = r(N)/`total_count'		count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_3_Master = r(N)/`total_count'		count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_4_Master = r(N)/`total_count'		count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_5_Master = r(N)/`total_count'		count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_6_Master = r(N)/`total_count'		count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_7_Master = r(N)/`total_count'		count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_8_Master = r(N)/`total_count'		count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"		local SP10_P_9_Master = r(N)/`total_count'			*Percentage of Stops by Node 1-10:g2000		count if title == ">2000" & sp10 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_1_g2000 = r(N)/`total_count'		count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_2_g2000 = r(N)/`total_count'		count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_3_g2000 = r(N)/`total_count'		count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_4_g2000 = r(N)/`total_count'		count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_5_g2000 = r(N)/`total_count'		count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_6_g2000 = r(N)/`total_count'		count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_7_g2000 = r(N)/`total_count'		count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_8_g2000 = r(N)/`total_count'		count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_9_g2000 = r(N)/`total_count'			*Percentage of Stops by Node 1-10:l2000		count if title == "<2000" & sp10 == 1 & game1 == "SP_10"		local total_count = r(N)		count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_1_l2000 = r(N)/`total_count'		count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_2_l2000 = r(N)/`total_count'		count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_3_l2000 = r(N)/`total_count'		count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_4_l2000 = r(N)/`total_count'		count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_5_l2000 = r(N)/`total_count'		count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_6_l2000 = r(N)/`total_count' 		count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_7_l2000 = r(N)/`total_count'		count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_8_l2000 = r(N)/`total_count'		count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"		local SP10_P_9_l2000 = r(N)/`total_count'			*Percentage of Stops by Node		count if game1 == "SP_10"		local total_count = r(N)		count if sp10number == 1 & game1 == "SP_10"		local SP10_P_1 = round(r(N)/`total_count', .001) 		count if sp10number == 12 & game1 == "SP_10"		local SP10_P_2 = round(r(N)/`total_count', .001)		count if sp10number == 23 & game1 == "SP_10"		local SP10_P_3 = round(r(N)/`total_count', .001)		count if sp10number == 34 & game1 == "SP_10"		local SP10_P_4 = round(r(N)/`total_count', .001)		count if sp10number == 45 & game1 == "SP_10"		local SP10_P_5 = round(r(N)/`total_count', .001)		count if sp10number == 56 & game1 == "SP_10"		local SP10_P_6 = round(r(N)/`total_count', .001)		count if sp10number == 67 & game1 == "SP_10"		local SP10_P_7 = round(r(N)/`total_count', .001)		count if sp10number == 78 & game1 == "SP_10"		local SP10_P_8 = round(r(N)/`total_count', .001)		count if sp10number == 89 & game1 == "SP_10"		local SP10_P_9 = round(r(N)/`total_count', .001)							di ""				di as green	"			Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First"				di as green	"				Number at which Game Solved (1-9)"				di as green	"				Percentage of time solved (1-9):All Pairs"				di as green	"				Number at which Game Solved (1-10)"				di as green	"				Percentage of time solved (1-10) All Pairs"			headermaker9_3C		tablemaker9_3C_N	`SP9_N_1'		`SP9_N_2'		`SP9_N_3'		`SP9_N_4'		`SP9_N_5'		`SP9_N_6'		`SP9_N_7'		`SP9_N_8'		`SP9_N_9'		tablemaker9_3C_P	`SP9_P_1'		`SP9_P_2'		`SP9_P_3'		`SP9_P_4'		`SP9_P_5'		`SP9_P_6'		`SP9_P_7'		`SP9_P_8'		`SP9_P_9'		tablemaker9_3C_N	`SP10_N_1'		`SP10_N_2'		`SP10_N_3'		`SP10_N_4'		`SP10_N_5'		`SP10_N_6'		`SP10_N_7'		`SP10_N_8'		`SP10_N_9'		tablemaker9_3C_P	`SP10_P_1'		`SP10_P_2'		`SP10_P_3'		`SP10_P_4'		`SP10_P_5'		`SP10_P_6'		`SP10_P_7'		`SP10_P_8'		`SP10_P_9'			}			cd "$tabledir"		file open table7b using table7b.tex, write replace		file write table7b "\begin{table}[!h]" _n		file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First}} \\" _n  		file write table7b "\hline \hline" _n 		file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 		file write table7b "\hline" _n 		file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 		file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P_8' & `SP9_P_9'\\" _n 		file write table7b "\hline" _n		file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 		file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n		file write table7b "\end{tabular}" _n 		file write table7b "\end{table}" _n		file close table7b			/***************************************************************************************** STATISTICAL TESTS: *****************************************************************************************/forval x = 1/1{	*We compare GM first rates to all other first rates, comparing their dichotomous	*success rates (bernoulli std. dv) with a t-test (assuming approximation to the 	*normal).			foreach x in GM IM M g2000 l2000 {		local SP10_First_`x'_S_T	=	round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)		local SP9_First_`x'_S_T		=	round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)		}				forvalues x = 1/1 {		di "Table 5"		local SP10_First_NonGM_C_T =	`SP10_First_IM_C_T'+	`SP10_First_M_C_T'+	`SP10_First_g2000_C_T'	+	`SP10_First_l2000_C_T'		local SP9_First_NonGM_C_T =	`SP9_First_IM_C_T'+	`SP9_First_M_C_T'+	`SP9_First_g2000_C_T'	+	`SP9_First_l2000_C_T'						local SP10_First_NonGM_S_T =	`SP10_First_IM_S_T'+	`SP10_First_M_S_T'+	`SP10_First_g2000_S_T'	+	`SP10_First_l2000_S_T'		local SP9_First_NonGM_S_T =	`SP9_First_IM_S_T'+	`SP9_First_M_S_T'+	`SP9_First_g2000_S_T'	+	`SP9_First_l2000_S_T'			local SP10_First_NonGM_T =	`SP10_First_NonGM_S_T'	/	`SP10_First_NonGM_C_T'		local SP9_First_NonGM_T =	`SP9_First_NonGM_S_T'	/	`SP9_First_NonGM_C_T'			local SP10_First_NonGM_SD_T	= (`SP10_First_NonGM_T'	*	(1-`SP10_First_NonGM_T'))^.5		local SP10_First_GM_SD_T	= (`SP10_First_GM_T'	*	(1-`SP10_First_GM_T'))^.5			local SP9_First_NonGM_SD_T	= (`SP9_First_NonGM_T'	*	(1-`SP9_First_NonGM_T'))^.5		local SP9_First_GM_SD_T	= (`SP9_First_GM_T'	*	(1-`SP9_First_GM_T'))^.5		}			di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)"		di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T'"		ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T'			di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)"		di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'"		ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'				*Now we compare SP9 First vs. SP10 First		*Counts and Percentages			*SP9			*9 First			count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local 9F_N = r(N)/2			di "`9F_N'"			*9 Second			count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 			local 10F_N = r(N)/2					*SP9First, 10 or 20			count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP9_9F_P_10and20 = r(N)/`SP9_9F_N'			di `SP9_9F_P_10and20'					*SP10First, 10 or 20						count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP9_10F_P_10and20 = r(N)/`SP9_10F_N'			di `SP9_10F_P_10and20'				*SP10			*SP10First, 10 or 20			count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))			local SP10_10F_P_1and12 = r(N)/`10F_N'			di `SP10_10F_P_1and12'					*SP9First, 10 or 20			count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))			local SP10_9F_P_1and12 = r(N)/`9F_N'			di `SP10_9F_P_1and12'		*Standard Errors			local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5			local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5			local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5			local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5			di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second."		di "	ttesti `9F_N'	`SP9_9F_P_10and20'	`SP9_9F_10and20SD'      `10F_N'	`SP9_10F_P_10and20'	`SP9_10F_10and20SD'"		ttesti `9F_N'	`SP9_9F_P_10and20'	`SP9_9F_10and20SD'      `10F_N'	`SP9_10F_P_10and20'	`SP9_10F_10and20SD'		di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second."		di "	ttesti `9F_N'	`SP10_9F_P_1and12'	`SP10_10F_1and20SD'      `10F_N'	`SP10_10F_P_1and12'	`SP10_9F_1and20SD'"		ttesti `9F_N'	`SP10_9F_P_1and12'	`SP10_9F_1and20SD'      `10F_N'	`SP10_10F_P_1and12'	`SP10_10F_1and20SD'}		save "$datadir/FullChess.dta", replace		
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		C		1		1		8		9		10		18		28		31		38		39		40		49		58		68		78		79		89		91		100																		2		9		13		19		27		29		31		39		41		49		55		59		61		70		79		80		81		90		92		100																						

		C		2		10		11		21		31		40		41		51		61		62		72		82		89		99		100																										9		18		27		36		45		54		63		72		81		90		91		100																																						

		C		3		9		19		29		30		40		41		49		55		59		60		67		69		78		79		89		98																						9		10		18		21		30		31		40		43		50		59		60		61		70		72		80		89		90		98		100																								

		C		4		10		19		29		30		39		49		59		69		78		79		89		99		100																												8		14		18		23		27		34		36		43		45		52		54		61		63		70		72		79		80		89		90		91		100																				

		C		5		10		11		21		22		32		33		43		50		60		61		71		72		82		89		97		100																						1		10		11		20		21		30		31		40		43		50		53		60		67		70		77		80		87		90		99		100																						

		C		6		10		20		30		40		50		60		70		80		89		92		100																																9		18		27		36		45		54		63		70		72		80		84		90		91		100																																		

		C		7		5		10		20		30		40		50		60		65		69		71		78		80		89		91		100																								1		10		13		20		25		30		35		40		46		50		55		60		65		70		79		80		83		90		99		100																						

		C		8		3		5		12		22		30		40		41		51		53		63		64		70		78		79		89		90		100																				8		10		15		23		30		35		41		50		59		60		61		70		78		80		85		90		99		100																										

		C		9		9		10		20		21		29		39		40		43		48		49		55		60		61		62		68		78		79		89		90		100														1		2		10		14		20		29		30		38		40		49		50		51		60		69		70		71		80		87		90		95		100																				

		C		10		10		11		20		29		30		39		40		50		59		69		70		78		79		89		99		100																						2		10		13		20		25		30		36		40		42		50		55		60		69		70		73		80		88		90		99		100																						

		C		11		1		2		12		19		23		24		34		38		45		49		56		58		67		69		78		79		89		90		100																1		2		11		14		21		22		31		34		41		42		51		60		61		70		71		72		81		90		91		100																						

		C		12		10		19		20		29		39		49		50		59		60		67		77		78		80		89		99		100																						5		10		11		20		29		30		39		40		46		50		58		60		69		70		71		80		88		90		97		100																						

		C		13		10		20		30		40		50		60		70		80		89		99		100																																1		10		11		20		22		30		31		40		49		50		59		60		69		70		79		80		89		90		99		100																						

		C		14		6		10		20		23		31		40		46		48		54		64		74		81		89		93		100																								9		18		27		29		38		40		49		52		61		70		79		82		88		91		100																																

		C		15		7		12		21		23		31		34		43		45		52		56		66		67		77		78		88		89		90		100																		4		10		19		20		25		30		39		40		47		50		58		60		69		70		78		80		87		90		96		100																						

		C		16		1		11		13		14		24		25		26		34		40		41		44		50		52		62		63		70		72		80		82		89		90		100										9		18		20		27		34		40		49		50		59		60		61		70		71		80		81		90		91		100																										

		C		17		3		13		18		28		36		45		54		55		65		67		68		69		73		75		80		89		90																				2		10		17		26		34		42		47		56		64		72		77		86		90		91		100																																

		C		18		9		13		19		25		29		37		39		41		49		51		59		65		69		71		79		80		89		90		100																1		9		10		19		20		29		30		39		40		49		50		59		60		69		70		79		80		81		90		91		100																				

		C		19		1		9		12		18		23		27		34		35		45		48		56		58		67		72		78		88		89		93		100																1		10		14		20		23		30		31		40		41		50		51		60		61		70		71		80		81		90		91		100																						

		C		20		9		19		24		30		40		45		49		52		59		60		68		69		70		80		85		86		89		92		100																9		10		15		20		29		30		36		40		49		50		54		60		69		70		76		80		81		90		99		100																						

		C		21		10		12		20		23		30		34		40		45		46		56		63		67		69		78		79		89		97		100																		4		10		11		20		22		30		35		40		46		50		54		60		64		70		74		80		84		90		94		100																						

		C		22		1		6		16		25		31		41		51		60		70		80		81		89		92		100																										9		18		26		35		39		48		53		60		69		78		79		80		89		90		91		100																														

		C		23		1		9		12		19		23		29		34		39		45		49		56		59		67		69		78		79		89		90		100																9		18		20		28		30		38		40		48		50		59		60		68		70		77		80		81		90		91		100																								

		C		24		1		10		20		30		40		50		60		70		71		80		89		90		100																												1		10		16		20		25		30		37		40		49		50		52		60		68		70		77		80		85		90		91		100																						

		C		25		.																																																				8		10		13		20		29		30		39		40		48		50		59		60		69		70		79		80		89		90		99		100																						

		C		26		9		19		29		39		49		59		69		79		89		99		100																																1		10		18		20		29		30		39		40		41		50		59		60		69		70		79		80		89		90		99		100																						

		C		27		9		19		29		39		49		59		69		78		81		89		93		100																														9		14		23		28		36		45		54		62		64		73		81		90		95		100																																		

		C		28		10		19		20		29		30		39		40		49		55		59		61		69		79		89		90		100																						1		10		19		20		29		30		39		40		49		50		51		60		61		70		71		80		82		90																										

		C		29		1		9		10		20		21		30		31		39		40		49		57		59		67		69		71		79		81		89																		8		16		24		32		40		48		56		64		73		80		89		90		.																																				

		C		30		4		9		10		17		19		25		29		30		40		41		50		60		61		69		73		80		89																				3		10		12		20		21		30		36		40		45		50		54		60		63		70		72		80		81		90																										

		C		31		10		20		23		30		40		50		60		61		70		79		84		85		89		91		100																								8		10		13		20		21		30		32		40		47		50		54		60		65		70		71		80		88		90		96		100																						

		C		32		4		11		12		15		23		28		34		36		45		53		56		62		67		74		78		81		89																				3		8		10		16		20		21		30		37		40		45		50		57		60		69		70		73		80																												

		C		33		10		11		20		21		30		40		50		60		61		62		63		73		74		84		89																								6		10		12		20		25		30		31		40		47		50		52		60		69		70		76		80		83		90		96		100																						

		C		34		10		12		22		23		33		34		44		45		55		56		66		67		77		78		88		89		90		100																		9		10		11		20		22		30		33		40		49		50																																										

		C		35		10		12		20		23		30		34		40		45		50		56		60		67		70		78		79		89		90		100																		4		10		13		20		21		30		38		40		45		50		53		60		67		70		73		80		87		90		91		100																						

		C		36		9		12		21		29		39		40		49		51		61		71		78		88		89																												9		10		11		16		20		28		30		35		40		42		50		53		60		66		70		71		80		81		90		95		100																				

		C		37		1		11		12		21		23		28		34		41		45		55		56		57		67		77		78		79		89		91		100																5		10		11		15		20		29		30		31		40		48		50		51		60		61		70		72		80		89		90		91		100																				

		C		38		8		17		20		27		34		42		45		51		56		63		67		72		78		87		89		91		100																				1		6		10		19		20		27		30		36		40		49		50		52		60		64		70		77		80		82		90		99		100																				

		C		39		10		13		20		21		30		32		40		50		60		63		70		78		79		89																										4		10		11		17		20		23		30		31		40		41		50		51		60		69		70		79		80		81		90		.																						

		C		40		6		8		12		15		16		21		23		24		25		28		30		31		35		37		38		41		49		53		55		56		65		71		80		89		90		100		2		5		7		8		10		14		15		18		20		25		27		28		31		35		40		46		48		49		51		54		58		65		66		68		69		71		80		87		88		90		91

		C		41		7		15		20		29		39		45		50		60		70		77		78		87		89		90		100																								7		9		16		20		26		34		41		50		58		64		70		79		84		90		97		100																														

		C		42		10		15		25		30		40		45		55		65		75		79		89		91		100																												9		10		19		20		29		30		39		40		49		50		59		60		69		70		78		80		87		90		99		100																						

		C		43		10		20		30		40		50		60		70		80		89		90																																		1		5		10		15		20		24		30		33		40		45		50		59		60		65		70		74		80		82		90		93		100																				

		C		44		10		20		30		34		40		44		54		64		65		69		78		79		89		90		100																								9		10		19		20		27		30		36		40		45		50		54		60		69		70		79		80		.																												

		C		45		7		8		10		18		20		28		29		38		39		48		49		57		59		67		68		78		79		89		96		100														7		10		14		20		21		30		38		40		41		50		.																																								

		C		46		4		10		17		25		34		39		45		47		50		51		53		57		60		61		62		69		78		81		89		95		100												5		9		15		21		30		39		40		42		50		55		60		69		70		71		80		82		90		91		100																								

		C		47		1		11		12		15		23		29		34		38		45		51		56		63		67		70		78		81		89		91		100																4		10		13		20		28		30		39		40		.																																												

		C		48		1		10		12		21		23		24		34		42		45		55		56		61		67		74		78		81		89		99		100																1		10		17		20		25		30		31		40		49		50		56		60		69		70		78		80		89		90		91		100																						

		C		49		7		15		19		29		35		39		48		49		50		59		68		69		79		89		97		100																						6		15		20		27		36		44		50		57		60		65		70		77		80		85		90		97		100																												

		C		50		5		12		17		25		26		31		41		51		60		70		75		78		80		85		86		89		99		100																		9		18		27		36		40		45		50		58		60		69		70		79		85		90		98		100																														

		P		1		1		8		9		10		18		28		31		38		39		40		49		58		68		78		79		89		91		100																		4		10		13		20		25		30		34		40		46		50		57		60		61		70		75		80		89		90		95		100																						

		P		2		1		10		12		20		23		30		34		40		45		50		56		60		67		70		78		80		89																				8		10		13		20		21		30		34		40		42		50		55		60		67		70		78		80		89		90																										

		P		3		9		19		29		39		49		59		69		79		89																																				9		18		27		36		45		54		62		70		71		79		80		81		90																																				

		P		4		9		19		29		30		39		49		50		59		69		77		78		79		89																												5		9		16		19		20		28		37		40		49		50		52		60		67		70		71		80		81		90																										

		P		5		5		10		18		20		24		30		37		40		43		50		51		60		67		68		78		.																						9		10		11		20		22		30		36		40		45		50																																										

		P		6		7		12		20		23		24		31		41		43		53		57		67		77		78		80		89																								9		12		21		25		34		36		38		39		48		49		58		60		69		70		79		81		90																												

		P		7		3		9		10		11		15		23		26		29		30		39		47		56		59		67		68		78		80								.												1		2		3		10		18		20		21		30		36		40		41		50		54		60		61		70		72		80		81																								

		P		8		10		20		30		40		50		60		70		80		89		90		100																																1		10		12		20		29		30																																																		

		P		9		1		2		12		17		23		31		34																																								1		10		18		20																																																						

		P		10		1		2		4		6		7		17		20		30		40		50		59		60		70		71		81		89																						1		10		11		20		21		30		31		40		46		50		53		60		64		70		71		80		82		90																										

		P		11		3		13		20		30		33		42		50		60		68		78		79		89																														9		18		20		29		30		39		40		44		50																																												

		P		12		10		17		20		30		40		50		60		70		71		72		74		76		78		79		89																								7		10		18		20		22		30		39		40																																														

		P		13		9		12		20		23		29		34		39		45		49		56		59		67		69		78		79		89																						4		9		10		19		20		21		30		35		40																																												

		P		14		10		20		30		40		50		60		70		80		89																																				9		10		11		20		28		30		35		40		46		50		55		60																																						

		P		15		5		11		21		29		36		39		40		49		52		60		70		79		89		90		100																								9		17		26		35		44		52		61		70		79		80		82		90		.																																				

		P		16		1		6		12		.																																														5		10		13		20		29		30																																																		

		P		17		1		9		19		20		21		30		40		50		60		70		71		81																																9		10		17		20		.																																																		

		P		18		9		13		19		25		29		37		39		41		49		51		59		65		69		71		79		80		89		90		100																3		9		10		13		20		29		30		31		40		41		50		55		60		65		70		75		80		85		90		95		100																				

		P		19		3		9		14		19		22		29		39		49		50		59		67		69		73		78		81		89																						1		9		18		20		25		30		33		40																																														

		P		20		1		11		12		22		32		42		49		59		68		70		78		79		89		90		100																								1		10		15		20																																																						

		P		21		10		20		30		39		49		58		68		69		78		79		89		96		100																												9		18		27		36		45		54		63		72		80		81		90		96		100																																				

		P		22		8		9		10		19		29		39		49		56		58		67		69		78		79		89																										1		8		10		16		20		24		30		32		40		48		50		56		60		61		70		78		80																												

		P		23		1		7		9		12		21		23		29		34		41		45		46		56		59		67		69		78																						4		10		12																																																								

		P		24		1		8		9		14		18		21		30		39		40		46		50		52		60		62		70		78		79		89		99																9		13		19		22		29		37		38		41		49		51		52		56		59		65		69		74		79		80		89		90		99		100																		

		P		25		10		20		30		31		40		42		50		54		60		70		79		89																														9		10		14		20		22		30		39		40		49		50																																										

		P		26		4		10		14		24		27		36		37		44		54		56		66		73		78		81		89		90		100																				9		12		18		21		26		30		36		40		45		51		54		60		63		70		72		80		81		90		99																								

		P		27		1		9		12		19		23		29		34		39		45		49		56		65		67		69		78		80		89																				5		9		10		19		20		29		30		39		40		49		50		59		60		69		70		79		80		89		90																								

		P		28		3		11		13		22		25		33		37		44		45		54		56		62		67		70		78		79		89		99		10																7		10		19		20		23		30		32		40		41		50		55		60		61		70		76		80		82		90		97																								

		P		29		1		10		11		20		23		30		34		40		45		50		56		60		67		70		78		88		89																				9		11		20		27		30		39		40		45		50																																												

		P		30		3		9		14		18		20		29		30		33		40		45		48		51		60		63		70		71		72		75		76		79		89		91		100								3		9		12		13		20		23		27		29		30		33		35		37		40		41		50		53		60		69		70		73		80		89		90		99		100												

		P		31		8		9		10		19		29		39		40		49		50		59		60		69		70		79		80		89		90		100																		2		10		19		20		22		30		31		40		42		50		57		60		64		70		79		80		81		90		91		100																						

		P		32		7		10		12		20		23		30		34		40		45		50		56		60		67		70		78		79		89																				7		10		17		20		23		30		34		40		45		50		56		60		67		70		78		80		89		90																										

		P		33		1		5		10		11		20		30		39		41		47		50		59		60		70		80		89																								9		10		11		20		28		30		34		40		47		50		59		60																																						

		P		34		3		12		13		18		24		32		33		39		47		51		52		55		56		62		67		71		72		75		77		78		79		89										3		12		14		21		24		31		32		38		41		46		47		50		51		56		57		64		65		68		76		85		86		90																		

		P		35		1		10		20		30		40		50		60		70		79		89																																		3		10		11		20																																																						

		P		36		9		10		11		13		18		20		30		40		47		50		51		59		69		75		76		82		89		91		100																9		10		13		20																																																						

		P		37		10		20		30		40		50		60		70		80		89																																				5		14		20		25		30		38		45		48		55		60		69		70		71		75		81		82		90																												

		P		38		9		15		19		29		30		40		49		59		69		79		89		90		100																												8		10		19		20		29		32		40		45		50		52		60		61		70		76		80		81		90		91		100																								

		P		39		8		15		25		31		35		44		52		58		65		73		83		89																														9		18		26		34		41		50		59		68		77		85		88		90																																						

		P		40		1		11		20		23		30		34		40		45		50		56		60		67		70		78		80		89																						9		10		15		20		26		30		37		40		48		50		59		60		69		70		79		80		88		90		98		100																						

		P		41		10		11		21		27		37		44		54		59		69		72		79		89																														9		11		20		22		31		33		42		44		53		55		64		68		75		77		79		88		90																												

		P		42		10		19		20		25		35		43		50		60		65		75		85		86		88		89		90		100																						8		17		23		32		39		48		57		66		75		84		90		91		100																																				

		P		43		10		19		29		39		45		49		59		69		75		79		80		89																														9		10		19		20		29		30		39		40		49		50																																										

		P		44		1		2		12		15		23																																												6		10		12		20		28		30		31		40																																														

		P		45		9		10		19		20		29		31		39		41		49		51		59		61		69		78		80		81		89																				7		10		11		20		23		30																																																		

		P		46		1		10		13		20		21		30		35		40		41		50		59		60		69		70		77		80		89		98		100																2		10		15		20		28		30		39		40		42		50		59		60		62		70		72		80		89		90																										

		P		47		7		10		15		20		26		30		37		40		45		55		63		73		75		78		88		89		94		100																		7		9		14		18		23		27		33		36		41		45		48		54		58		63		66		72		73		80		89		90																						

		P		48		1		6		12		22		23		27		34		.																																						8		10		11		14		20		24		30		32		40		49		50																																								

		P		49		9		11		20		21		22		30		40		41		42		49		50		60		70		78		80		89																						6		13		20		21		30		31		40		46		50																																												

		P		50		1		6		12		16		23		28		34		41		45		50		56		60		67		70		78		80		89																				1		4		10		15		20		22		30		39		40		46		50																																								

		P		51		4		8		15		22		30		40		45		54		64		74		82		89																														2		10		15		23		30		37		45		54		60		68		70		73		76		80																																		

		P		52		2		12		18		23		24		34		40		45		50		56		60		67		70		78		79		89																						3		10		14		20		29		30		37		40		42		50		55		60		66		70																																		

		P		53		3		9		19		29		36		39		45		49		54		59		62		69		71		78		80		89		92		100																		3		12		13		22		30		39		40		49		50		53		60		61		70																																				





Logs/logChessInduction_2009_De_20_15_03.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_03.log  log type:  text opened on:  20 Dec 2009, 15:03:19r; t=0.00 15:03:19. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:03:19. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:03:19.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:03:19. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:03:19.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:03:19. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:03:19.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:03:19.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:03:19.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:03:19.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:03:19.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:03:19.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:03:19.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:03:19.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:03:19.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:03:19.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:03:19.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:03:19.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:03:19.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:03:19.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:03:19.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:03:19.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:03:19.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:03:19.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:03:19.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:03:19.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:03:19. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:03:19.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:03:19. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:03:19. . /* keep if game1 == "SP_10" */. /* keep if game1 == "SP_9" */.         rename var41 Player_Coder; t=0.00 15:03:19.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:03:19.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:03:19. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:03:19.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:03:19.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:03:19.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:03:19.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:03:19.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:03:19. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:03:19.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:03:19.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:03:19.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:03:19. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:03:19.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.00 15:03:20. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:03:20. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:03:20.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.01 15:03:20. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:03:20. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:03:20.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:03:20. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:03:20.                 gen IM = (title=="IM")r; t=0.00 15:03:20.                 gen Master = (title=="Master")r; t=0.00 15:03:20.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:03:20.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:03:20. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:03:20.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:03:20. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:03:20.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:03:20.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:03:20. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:03:20.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:03:20.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:03:20. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:03:20.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:03:20.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:03:20.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:03:20.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:03:20.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:03:20. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:03:20.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:03:20.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:03:20.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:03:20.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:03:20.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:03:20.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:03:20.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:03:20.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:03:20. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:03:20.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:03:20.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:03:20.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:03:20.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:03:20.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:03:20. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:03:20.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:03:20.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:03:20.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:03:20.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:03:20. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:03:20.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:03:20.                 save "$datadir/Refined Data/chess.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/Refined Data/chess.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/Refined Data/chess.dta could not be openedr(603); t=0.00 15:03:20end of do-filer(603); t=0.04 15:03:20. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000".                 use "$dir\Data/chess.dta", clearfile /Users/trevorgallen/Desktop/Chess\Data/chess.dta not foundr(601); t=0.00 15:04:04end of do-filer(601); t=0.00 15:04:04. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.00 15:04:33.         set rmsg onr; t=0.00 15:04:33.         set more 1r; t=0.00 15:04:33.         set virtual onr; t=0.00 15:04:33.         pause offr; t=0.00 15:04:33. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:04:33.         global datadir = "$dir/Data"r; t=0.00 15:04:33.         global logdir = "$dir/Logs"r; t=0.00 15:04:33.         global codedir = "$dir/Code"r; t=0.00 15:04:33.         global figsdir = "$dir/Figures"r; t=0.00 15:04:33.         global tabledir = "$dir/tables"r; t=0.00 15:04:33. .         local projectname = "ChessInduction"r; t=0.00 15:04:33.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:04:33.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:04:33.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:04:33.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:04:33.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:04:33.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:04:33.         capture log close 



Logs/logChessInduction_2009_De_20_15_04.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_04.log  log type:  text opened on:  20 Dec 2009, 15:04:33r; t=0.00 15:04:33. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:04:33. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:04:33.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:04:33. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:04:33.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:04:33. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:04:33.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:04:33.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:04:33.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:04:33.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:04:33.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:04:33.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:04:33.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:04:33.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:04:33.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:04:33.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:04:33.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:04:33.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:04:33.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:04:33.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:04:33.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:04:33.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:04:33.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:04:33.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:04:33.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:04:33.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:04:33.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:04:33. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:04:33. . /* keep if game1 == "SP_10" */. /* keep if game1 == "SP_9" */.         rename var41 Player_Coder; t=0.00 15:04:33.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:04:33.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:04:33. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:04:33.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:04:33.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:04:33.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:04:33.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:04:33.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:04:33. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:04:33.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:04:33.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:04:33.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:04:33. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:04:33.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.01 15:04:33. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:04:33. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:04:33.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.01 15:04:33. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:04:33. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:04:33.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:04:33. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:04:33.                 gen IM = (title=="IM")r; t=0.00 15:04:33.                 gen Master = (title=="Master")r; t=0.00 15:04:33.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:04:33.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:04:33. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:04:33.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:04:33. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:04:33.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:04:33.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:04:33. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:04:33.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:04:33.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:04:33. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:04:33.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:04:33.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:04:33.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:04:33.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:04:33.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:04:33. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:04:33.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:04:33.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:04:33.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:04:33.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:04:33.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:04:33.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:04:33.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:04:33.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:04:33. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:04:33.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:04:33.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:04:33.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:04:33.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:04:33.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:04:33. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:04:33.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:04:33.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:04:33.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:04:33.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:04:33. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:04:33.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.01 15:04:33.                 save "$datadir/chess.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/chess.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/chess.dta savedr; t=0.00 15:04:33. .                 insheet using "$dir\ChessRaceData.csv", clearfile /Users/trevorgallen/Desktop/Chess\ChessRaceData.csv not foundr(601); t=0.00 15:04:33end of do-filer(601); t=0.05 15:04:33. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.01 15:05:48.         set rmsg onr; t=0.00 15:05:48.         set more 1r; t=0.00 15:05:48.         set virtual onr; t=0.00 15:05:48.         pause offr; t=0.00 15:05:48. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:05:48.         global datadir = "$dir/Data"r; t=0.00 15:05:48.         global logdir = "$dir/Logs"r; t=0.00 15:05:48.         global codedir = "$dir/Code"r; t=0.00 15:05:48.         global figsdir = "$dir/Figures"r; t=0.00 15:05:48.         global tabledir = "$dir/tables"r; t=0.00 15:05:48. .         local projectname = "ChessInduction"r; t=0.00 15:05:48.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:05:48.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:05:48.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:05:48.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:05:48.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:05:48.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:05:48.         capture log close 



Logs/logChessInduction_2009_De_20_15_05.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_05.log  log type:  text opened on:  20 Dec 2009, 15:05:48r; t=0.01 15:05:48. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:05:48. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:05:48.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:05:48. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:05:48.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:05:48. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:05:48.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:05:48.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:05:48.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:05:48.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:05:48.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:05:48.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:05:48.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:05:48.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:05:48.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:05:48.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:05:48.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:05:48.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:05:48.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:05:48.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:05:48.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:05:48.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:05:48.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:05:48.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:05:48.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:05:48. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:05:48.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:05:48.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:05:48. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:05:48. . /* keep if game1 == "SP_10" */. /* keep if game1 == "SP_9" */.         rename var41 Player_Coder; t=0.00 15:05:48.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:05:48.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:05:48. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:05:48.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:05:48.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:05:48.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:05:48.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:05:48.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:05:48. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:05:48.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:05:48.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:05:48.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:05:48. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:05:48.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.00 15:05:48. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:05:48. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:05:48.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.01 15:05:48. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:05:48. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:05:48.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:05:48. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:05:48.                 gen IM = (title=="IM")r; t=0.00 15:05:48.                 gen Master = (title=="Master")r; t=0.00 15:05:48.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:05:48.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:05:48. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:05:48.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:05:48. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:05:48.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:05:48.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:05:48. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:05:48.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:05:48.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:05:48. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:05:48.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:05:48.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:05:48.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:05:48.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:05:48.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:05:48. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:05:48.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:05:48.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:05:48.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:05:48.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:05:48.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:05:48.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:05:48.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:05:48.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:05:48. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:05:48.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:05:48.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:05:48.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:05:48.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:05:48.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:05:48. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:05:48.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:05:48.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:05:48.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:05:48.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:05:48. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:05:48.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:05:48.                 save "$datadir/chess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/chess.dta savedr; t=0.01 15:05:48. .                 insheet using "$dir/Data/ChessRaceData.csv", clearfile /Users/trevorgallen/Desktop/Chess/Data/ChessRaceData.csv not foundr(601); t=0.00 15:05:48end of do-filer(601); t=0.05 15:05:48. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.01 15:06:38.         set rmsg onr; t=0.00 15:06:38.         set more 1r; t=0.00 15:06:38.         set virtual onr; t=0.00 15:06:38.         pause offr; t=0.00 15:06:38. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:06:38.         global datadir = "$dir/Data"r; t=0.00 15:06:38.         global logdir = "$dir/Logs"r; t=0.00 15:06:38.         global codedir = "$dir/Code"r; t=0.00 15:06:38.         global figsdir = "$dir/Figures"r; t=0.00 15:06:38.         global tabledir = "$dir/tables"r; t=0.00 15:06:38. .         local projectname = "ChessInduction"r; t=0.00 15:06:38.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:06:38.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:06:38.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:06:38.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:06:38.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:06:38.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:06:38.         capture log close 



Logs/logChessInduction_2009_De_20_15_06.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_06.log  log type:  text opened on:  20 Dec 2009, 15:06:38r; t=0.00 15:06:38. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:06:38. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:06:38.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:06:38. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:06:38.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:06:38. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:06:38.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:06:38.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:06:38.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:06:38.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:06:38.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:06:38.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:06:38.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:06:38.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:06:38.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:06:38.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:06:38.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:06:38.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:06:38.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:06:38.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:06:38.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:06:38.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:06:38.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:06:38.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:06:38.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:06:38. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:06:38.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:06:38.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:06:38. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:06:38. . /* keep if game1 == "SP_10" */. /* keep if game1 == "SP_9" */.         rename var41 Player_Coder; t=0.00 15:06:38.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:06:38.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:06:38. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:06:38.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:06:38.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:06:38.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:06:38.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:06:38.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:06:38. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:06:38.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:06:38.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:06:38.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:06:38. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:06:38.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.00 15:06:38. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:06:38. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:06:38.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.00 15:06:38. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:06:38. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:06:38.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:06:38. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:06:38.                 gen IM = (title=="IM")r; t=0.00 15:06:38.                 gen Master = (title=="Master")r; t=0.00 15:06:38.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:06:38.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:06:38. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:06:38.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:06:38. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:06:38.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:06:38.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:06:38. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:06:38.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:06:38.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:06:38. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:06:38.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:06:38.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:06:38.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:06:38.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:06:38.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:06:38. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:06:38.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:06:38.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:06:38.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:06:38.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:06:38.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:06:38.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:06:38.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:06:38.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:06:38. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:06:38.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:06:38.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:06:38.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:06:38.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:06:38.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:06:38. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:06:38.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:06:38.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:06:38.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:06:38.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:06:38. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:06:38.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:06:38.                 save "$datadir/FullChess.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:06:38. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.01 15:06:38.                 sort city playernumberr; t=0.00 15:06:38.                 save "$datadir/Data/chess_race_data.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/Data/chess_race_data.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/Data/chess_race_data.dta could not be openedr(603); t=0.00 15:06:38end of do-filer(603); t=0.05 15:06:38. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.00 15:08:22.         set rmsg onr; t=0.00 15:08:22.         set more 1r; t=0.00 15:08:22.         set virtual onr; t=0.00 15:08:22.         pause offr; t=0.00 15:08:22. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:08:22.         global datadir = "$dir/Data"r; t=0.00 15:08:22.         global logdir = "$dir/Logs"r; t=0.00 15:08:22.         global codedir = "$dir/Code"r; t=0.00 15:08:22.         global figsdir = "$dir/Figures"r; t=0.00 15:08:22.         global tabledir = "$dir/tables"r; t=0.00 15:08:22. .         local projectname = "ChessInduction"r; t=0.00 15:08:22.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:08:22.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:08:22.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:08:22.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:08:22.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:08:22.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:08:22.         capture log close 



Logs/logChessInduction_2009_De_20_15_08.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_08.log  log type:  text opened on:  20 Dec 2009, 15:08:22r; t=0.00 15:08:22. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:08:22. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:08:22.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:08:22. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:08:22.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:08:22. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:08:22.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:08:22.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:08:22.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:08:22.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:08:22.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:08:22.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:08:22. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:08:22.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:08:22.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:08:22.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:08:22.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:08:22.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:08:22.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:08:22.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:08:22.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:08:22.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:08:22.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:08:22.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:08:22.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:08:22.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:08:22.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:08:22.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:08:22. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:08:22. .         *We drop our cleaned data if it has remained in the data folder..         cap erase $datadir/FullChess.dta"r; t=0.00 15:08:22. . .         rename var41 Player_Coder; t=0.00 15:08:22.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:08:22.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:08:22. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:08:22.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:08:22.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:08:22.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:08:22.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:08:22.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:08:22. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:08:22.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:08:22.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:08:22.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:08:22. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:08:22.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.01 15:08:22. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:08:22. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:08:22.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.00 15:08:22. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:08:22. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:08:22.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:08:22. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:08:22.                 gen IM = (title=="IM")r; t=0.00 15:08:22.                 gen Master = (title=="Master")r; t=0.00 15:08:22.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:08:22.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:08:22. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:08:22.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:08:22. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:08:22.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:08:22.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:08:22. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:08:22.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:08:22.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:08:22. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:08:22.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:08:22.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:08:22.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:08:22.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:08:22.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:08:22. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:08:22.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:08:22.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:08:22.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:08:22.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:08:22.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:08:22.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:08:22.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:08:22.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:08:22. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:08:22.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:08:22.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:08:22.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:08:22.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:08:22.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:08:22. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.01 15:08:22.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:08:22.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:08:22.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:08:22.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:08:22. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:08:22.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:08:22.                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:08:22. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.00 15:08:22.                 sort city playernumberr; t=0.00 15:08:22.                 save "$datadir/chess_race_data.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/chess_race_data.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/chess_race_data.dta savedr; t=0.00 15:08:22. .                 use "$datadir/FullChess.dta", clearr; t=0.00 15:08:22.                 sort city playernumberr; t=0.00 15:08:22.                 merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusingvariables city playernumber do not uniquely identify observations in the master datar; t=0.01 15:08:22. .         *Finally, I also make the blank .tex table format..                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:22.                 file open FullTables using FullTables.tex, write replacer; t=0.00 15:08:22.                 file write FullTables "\documentclass{article}" _nr; t=0.00 15:08:22.                 file write FullTables "\usepackage{fullpage}" _nr; t=0.00 15:08:22.                 file write FullTables "\usepackage{natbib}" _nr; t=0.00 15:08:22.                 file write FullTables "\usepackage{graphicx}" _nr; t=0.00 15:08:22.                 file write FullTables "\usepackage{multirow}" _nr; t=0.00 15:08:22.                 file write FullTables "\usepackage{lscape}" _nr; t=0.00 15:08:22.                 file write FullTables "\bibliographystyle{plainnat}" _nr; t=0.00 15:08:22.                 file write FullTables "\begin{document}" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table1.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table2.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table3.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table4a.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table4b.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\begin{landscape}" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table5.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\end{landscape}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table6.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\newpage" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table7a.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\input{table7b.tex}" _nr; t=0.00 15:08:22.                 file write FullTables "\end{document}" _nr; t=0.00 15:08:22.                 file close FullTablesr; t=0.00 15:08:22. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 1:  Summary of Participants> *****************************************************************************************/.         qui {  3. .         *USCF Ratings:.         sum uscf if title == "GM"  4.         local USCF_Rating_1 = "`r(min)'-`r(max)'"  5.         sum uscf if title == "IM"  6.         local USCF_Rating_2 = "`r(min)'-`r(max)'"  7.         sum uscf if title == "Master"  8.         local USCF_Rating_3 = "`r(min)'-`r(max)'"  9.         sum uscf if title == ">2000" 10.         local USCF_Rating_4 = "`r(min)'-`r(max)'" 11.         sum uscf if title == "<2000" 12.         local USCF_Rating_5 = "`r(min)'-`r(max)'" 13.         local USCF_Rating_6 = "N/A" 14.         local USCF_Rating_7 = "N/A" 15. .         *FIDE Ratings:.         sum fide if title == "GM" 16.         local FIDE_Rating_1 = "`r(min)'-`r(max)'" 17.         sum fide if title == "IM" 18.         local FIDE_Rating_2 = "`r(min)'-`r(max)'" 19.         sum fide if title == "Master" 20.         local FIDE_Rating_3 = "`r(min)'-`r(max)'" 21.         sum fide if title == ">2000" 22.         local FIDE_Rating_4 = "`r(min)'-`r(max)'" 23.         sum fide if title == "<2000" 24.         local FIDE_Rating_5 = "`r(min)'-`r(max)'" 25.         local FIDE_Rating_6 = "N/A" 26.         local FIDE_Rating_7 = "N/A" 27. .         *LLS.         count if title == "GM" 28.         local LLS_Chess_1 = r(N) 29.         count if title == "IM" 30.         local LLS_Chess_2 =  r(N) 31.         count if title == "Master" 32.         local LLS_Chess_3 = r(N) 33.         count if title == ">2000" 34.         local LLS_Chess_4 =  r(N) 35.         count if title == "<2000" 36.         local LLS_Chess_5 =  r(N) 37.         local LLS_Chess_6 =  "N/A" 38.         count 39.         local LLS_Chess_7 = r(N) 40. .         *PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6.         local PHV_Chess_1 = 41 41.         local PHV_Chess_2 =  45 42.         local PHV_Chess_3 =  29 43.         local PHV_Chess_4 =  141 44.         local PHV_Chess_5 =  "N/A" 45.         local PHV_Chess_6 =  80 46.         local PHV_Chess_7 = 41+45+29+141+80 47.         } 48. .                 di "" 49.                 di as green     "                       Table 1: Summary of Participants" 50.                 di as green     "                               Grandmasters:" 51.                 di as green     "                               International Masters:" 52.                 di as green     "                               FIDE & UCSF Masters:" 53.                 di as green     "                               Other Chess Players > 2000" 54.                 di as green     "                               Other Chess Players < 2000" 55.                 di as green     "                               Students" 56.                 di as green     "                               Total" 57. .                 headermaker4_1A 58.                 tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1' 59.                 tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2' 60.                 tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3' 61.                 tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4' 62.                 tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5' 63.                 tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6' 64.                 tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7' 65. . . .         }                       Table 1: Summary of Participants                               Grandmasters:                               International Masters:                               FIDE & UCSF Masters:                               Other Chess Players > 2000                               Other Chess Players < 2000                               Students                               Total----------------------------------------------------------------------------------------------------USCF Rating          | FIDE Rating           | LLS: Chess            {c }PHV: Chess----------------------------------------------------------------------------------------------------2472-2763            | 2265-2637             | 26                    | 412273-2538            | 2227-2488             | 20                    | 452009-2497            | 2037-2497             | 61                    | 292000-2610            | 2026-2531             | 46                    | 141852-2064             | 1789-2341             | 53                    | N/AN/A                  | N/A                   | N/A                   | 80N/A                  | N/A                   | 206                   | 336r; t=0.03 15:08:22. . . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:22. file open table1 using table1.tex, write replacer; t=0.00 15:08:22. file write table1 "\begin{table}" _nr; t=0.00 15:08:22. file write table1 "\begin{tabular}{lcccc} \multicolumn{5}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  r; t=0.00 15:08:22. file write table1 "\hline \hline" _n r; t=0.00 15:08:22. file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} & \textbf{PHV: Chess}\\" _n r; t=0.00 15:08:22. file write table1 "\hline " _n r; t=0.00 15:08:22. file write table1 "Grandmasters                 & `USCF_Rating_1'       & `FIDE_Rating_1' & `LLS_Chess_1' & `PHV_Chess_1' \\" _n r; t=0.00 15:08:22. file write table1 "International Masters        & `USCF_Rating_2'       & `FIDE_Rating_2' & `LLS_Chess_2' & `PHV_Chess_2' \\" _n r; t=0.00 15:08:22. file write table1 "FIDE \& USCF Masters         & `USCF_Rating_3'       & `FIDE_Rating_3' & `LLS_Chess_3' & `PHV_Chess_3' \\" _n r; t=0.00 15:08:22. file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'       & `FIDE_Rating_4' & `LLS_Chess_4' & `PHV_Chess_4' \\ " _n r; t=0.00 15:08:22. file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'       & `FIDE_Rating_5' & `LLS_Chess_5' & `PHV_Chess_5' \\" _n r; t=0.00 15:08:22. file write table1 "Students                     & `USCF_Rating_6'       & `FIDE_Rating_6' & `LLS_Chess_6' & `PHV_Chess_6' \\" _n r; t=0.00 15:08:22. file write table1 "Total                        & `USCF_Rating_7'       & `FIDE_Rating_7' & `LLS_Chess_7' & `PHV_Chess_7' \\" _n r; t=0.00 15:08:22. file write table1 "\end{tabular}" _n r; t=0.00 15:08:22. file write table1 "\end{table} " _nr; t=0.00 15:08:22. file close table1r; t=0.00 15:08:22. . . /****************************************************************************************> *Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)> *****************************************************************************************/. .         qui {r; t=0.01 15:08:22.         forval x = 1/1 {  2.                                 di ""  3.                                 di as green     "                       Table 2: Summary of Centipede Results: Implied Stop Probabilities"  4.                                 di as green     "                               Grandmasters:"  5.                                 di as green     "                               International Masters:"  6.                                 di as green     "                               USCF/FIDE Masters > 2000"  7.                                 di as green     "                               >2000"  8.                                 di as green     "                               <2000"  9.                                 di as green     "                               Total" 10.         .                 headermaker7_2A 11.                 tablemaker7_2A `GM_White_1'             `GM_Black_2'            `GM_White_3'            `GM_Black_4'            `GM_White_5'        >     `GM_Black_6'            `GM_White_7' 12.                 tablemaker7_2A `GM_White_1_D'           `GM_Black_2_D'          `GM_White_3_D'          `GM_Black_4_D'          `GM_White_5_D'      >     `GM_Black_6_D'          `GM_White_7_D' 13.                 tablemaker7_2A `IM_White_1'             `IM_Black_2'            `IM_White_3'            `IM_Black_4'            `IM_White_5'        >     `IM_Black_6'            `IM_White_7' 14.                 tablemaker7_2A `IM_White_1_D'           `IM_Black_2_D'          `IM_White_3_D'          `IM_Black_4_D'          `IM_White_5_D'      >     `IM_Black_6_D'          `IM_White_7_D'   15.                 tablemaker7_2A `Master_White_1'         `Master_Black_2'        `Master_White_3'        `Master_Black_4'        `Master_White_5'    >     `Master_Black_6'        `Master_White_7' 16.                 tablemaker7_2A `Master_White_1_D'       `Master_Black_2_D'      `Master_White_3_D'      `Master_Black_4_D'      `Master_White_5_D'  >     `Master_Black_6_D'      `Master_White_7_D' 17.                 tablemaker7_2A `gr2000_White_1'         `gr2000_Black_2'        `gr2000_White_3'        `gr2000_Black_4'        `gr2000_White_5'    >     `gr2000_Black_6'        `gr2000_White_7' 18.                 tablemaker7_2A `gr2000_White_1_D'       `gr2000_Black_2_D'      `gr2000_White_3_D'      `gr2000_Black_4_D'      `gr2000_White_5_D'  >     `gr2000_Black_6_D'      `gr2000_White_7_D' 19.                 tablemaker7_2A `l2000_White_1'          `l2000_Black_2'         `l2000_White_3'         `l2000_Black_4'         `l2000_White_5'     >     `l2000_Black_6'         `l2000_White_7' 20.                 tablemaker7_2A `l2000_White_1_D'        `l2000_Black_2_D'       `l2000_White_3_D'       `l2000_Black_4_D'       `l2000_White_5_D'   >     `l2000_Black_6_D'       `l2000_White_7_D' 21.                 tablemaker7_2A `total_1'                `total_2'               `total_3'               `total_4'               `total_5'           >     `total_6'               `total_7' 22.                 tablemaker7_2A `total_1_D'              `total_2_D'             `total_3_D'             `total_4_D'             `total_5_D'         >     `total_6_D'             `total_7_D' 23.         }                       Table 2: Summary of Centipede Results: Implied Stop Probabilities                               Grandmasters:                               International Masters:                               USCF/FIDE Masters > 2000                               >2000                               <2000                               Total----------------------------------------------------------------------------------------------------Node 1   | Node 2    | Node 3    | Node 4    | Node 5    | Node 6|     Node 7----------------------------------------------------------------------------------------------------0        | .111      | .067      | 0         | .636      | 1 |         116       | 9         | 15        | 7         | 11        | 2 |         20        | 0         | .083      | .625      | .625      | 0 |         112       | 8         | 12        | 8         | 8         | 1 |         2.063     | .077      | .259      | .318      | .455      | .5|         132       | 26        | 27        | 22        | 11        | 8 |         2.056     | .154      | .154      | .2        | .5        | 1 |         118       | 26        | 13        | 15        | 6         | 2 |         1.042     | .103      | .286      | .526      | .7        | .667|       N/A24       | 29        | 21        | 19        | 10        | 6 |         0.039     | .102      | .193      | .352      | .587      | .632|       1102      | 98        | 88        | 71        | 46        | 19|         7r; t=0.15 15:08:22. . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:22. file open table2 using table2.tex, write replacer; t=0.00 15:08:22. file write table2 "\begin{table}" _nr; t=0.00 15:08:22. file write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  r; t=0.00 15:08:22. file write table2 "\hline \hline" _n r; t=0.00 15:08:22. file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node > 6}\\" _n r; t=0.00 15:08:22. file write table2 "\hline" _n r; t=0.00 15:08:22. file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n r; t=0.00 15:08:22. file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n r; t=0.00 15:08:22. file write table2 "Grandmasters & `GM_White_1'  & `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n r; t=0.00 15:08:22. file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nr; t=0.00 15:08:22. file write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nr; t=0.00 15:08:22. file write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nr; t=0.00 15:08:22. file write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nr; t=0.00 15:08:22. file write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black> _6_D')\\" _nr; t=0.00 15:08:22. file write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nr; t=0.00 15:08:22. file write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black> _6_D')\\" _nr; t=0.00 15:08:22. file write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nr; t=0.00 15:08:22. file write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')> \\" _nr; t=0.00 15:08:22. file write table2 "\end{tabular}" _n r; t=0.00 15:08:22. file write table2 "\end{table}" _nr; t=0.00 15:08:22. file close table2r; t=0.00 15:08:22. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 3:  Summary of Race to 100 Results> *****************************************************************************************/.         qui {  3. .         *Number at which SP9 is solved by node:.         local SP9_N_1 = 10  4.         local SP9_N_2 = 20  5.         local SP9_N_3 = 30  6.         local SP9_N_4 = 40  7.         local SP9_N_5 = 50  8.         local SP9_N_6 = 60  9.         local SP9_N_7 = 70 10.         local SP9_N_8 = 80 11.         local SP9_N_9 = 90 12. .         *Number at which SP10 is solved by node:.         local SP10_N_1 = 1 13.         local SP10_N_2 = 12 14.         local SP10_N_3 = 23 15.         local SP10_N_4 = 34 16.         local SP10_N_5 = 45 17.         local SP10_N_6 = 56 18.         local SP10_N_7 = 67 19.         local SP10_N_8 = 78 20.         local SP10_N_9 = 89 21. .         *Percentage of Stops by Node 1-9:GM.         count if title == "GM" & sp9 == 1 22.         local total_count = r(N) 23.         count if  sp9number == 10 & title == "GM" & sp9 == 1 24.         local SP9_P_1_GM = r(N)/`total_count' 25.         count if  sp9number == 20 & title == "GM" & sp9 == 1 26.         local SP9_P_2_GM = r(N)/`total_count' 27.         count if  sp9number == 30 & title == "GM" & sp9 == 1 28.         local SP9_P_3_GM = r(N)/`total_count' 29.         count if  sp9number == 40 & title == "GM" & sp9 == 1 30.         local SP9_P_4_GM = r(N)/`total_count' 31.         count if  sp9number == 50 & title == "GM" & sp9 == 1 32.         local SP9_P_5_GM = r(N)/`total_count' 33.         count if  sp9number == 60 & title == "GM" & sp9 == 1 34.         local SP9_P_6_GM = r(N)/`total_count' 35.         count if  sp9number == 70 & title == "GM" & sp9 == 1 36.         local SP9_P_7_GM = r(N)/`total_count' 37.         count if  sp9number == 80 & title == "GM" & sp9 == 1 38.         local SP9_P_8_GM = r(N)/`total_count' 39.         count if  sp9number == 90 & title == "GM" & sp9 == 1 40.         local SP9_P_9_GM = r(N)/`total_count' 41. .         *Percentage of Stops by Node 1-9:IM.         count if title == "IM" & sp9 == 1 42.         local total_count = r(N) 43.         count if  sp9number == 10 & title == "IM" & sp9 == 1 44.         local SP9_P_1_IM = r(N)/`total_count' 45.         count if  sp9number == 20 & title == "IM" & sp9 == 1 46.         local SP9_P_2_IM = r(N)/`total_count' 47.         count if  sp9number == 30 & title == "IM" & sp9 == 1 48.         local SP9_P_3_IM = r(N)/`total_count' 49.         count if  sp9number == 40 & title == "IM" & sp9 == 1 50.         local SP9_P_4_IM = r(N)/`total_count' 51.         count if  sp9number == 50 & title == "IM" & sp9 == 1 52.         local SP9_P_5_IM = r(N)/`total_count' 53.         count if  sp9number == 60 & title == "IM" & sp9 == 1 54.         local SP9_P_6_IM = r(N)/`total_count' 55.         count if  sp9number == 70 & title == "IM" & sp9 == 1 56.         local SP9_P_7_IM = r(N)/`total_count' 57.         count if  sp9number == 80 & title == "IM" & sp9 == 1 58.         local SP9_P_8_IM = r(N)/`total_count' 59.         count if  sp9number == 90 & title == "IM" & sp9 == 1 60.         local SP9_P_9_IM = r(N)/`total_count' 61. .         *Percentage of Stops by Node 1-9:Master.         count if title == "Master" & sp9 == 1 62.         local total_count = r(N) 63.         count if  sp9number == 10 & title == "Master" & sp9 == 1 64.         local SP9_P_1_Master = r(N)/`total_count' 65.         count if  sp9number == 20 & title == "Master" & sp9 == 1 66.         local SP9_P_2_Master = r(N)/`total_count' 67.         count if  sp9number == 30 & title == "Master" & sp9 == 1 68.         local SP9_P_3_Master = r(N)/`total_count' 69.         count if  sp9number == 40 & title == "Master" & sp9 == 1 70.         local SP9_P_4_Master = r(N)/`total_count' 71.         count if  sp9number == 50 & title == "Master" & sp9 == 1 72.         local SP9_P_5_Master = r(N)/`total_count' 73.         count if  sp9number == 60 & title == "Master" & sp9 == 1 74.         local SP9_P_6_Master = r(N)/`total_count' 75.         count if  sp9number == 70 & title == "Master" & sp9 == 1 76.         local SP9_P_7_Master = r(N)/`total_count' 77.         count if  sp9number == 80 & title == "Master" & sp9 == 1 78.         local SP9_P_8_Master = r(N)/`total_count' 79.         count if  sp9number == 90 & title == "Master" & sp9 == 1 80.         local SP9_P_9_Master = r(N)/`total_count' 81. .         *Percentage of Stops by Node 1-9:g2000.         count if title == ">2000" & sp9 == 1 82.         local total_count = r(N) 83.         count if  sp9number == 10 & title == ">2000" & sp9 == 1 84.         local SP9_P_1_g2000 = r(N)/`total_count' 85.         count if  sp9number == 20 & title == ">2000" & sp9 == 1 86.         local SP9_P_2_g2000 = r(N)/`total_count' 87.         count if  sp9number == 30 & title == ">2000" & sp9 == 1 88.         local SP9_P_3_g2000 = r(N)/`total_count' 89.         count if  sp9number == 40 & title == ">2000" & sp9 == 1 90.         local SP9_P_4_g2000 = r(N)/`total_count' 91.         count if  sp9number == 50 & title == ">2000" & sp9 == 1 92.         local SP9_P_5_g2000 = r(N)/`total_count' 93.         count if  sp9number == 60 & title == ">2000" & sp9 == 1 94.         local SP9_P_6_g2000 = r(N)/`total_count' 95.         count if  sp9number == 70 & title == ">2000" & sp9 == 1 96.         local SP9_P_7_g2000 = r(N)/`total_count' 97.         count if  sp9number == 80 & title == ">2000" & sp9 == 1 98.         local SP9_P_8_g2000 = r(N)/`total_count' 99.         count if  sp9number == 90 & title == ">2000" & sp9 == 1100.         local SP9_P_9_g2000 = r(N)/`total_count'101. .         *Percentage of Stops by Node 1-9:l2000.         count if title == "<2000" & sp9 == 1102.         local total_count = r(N)103.         count if  sp9number == 10 & title == "<2000" & sp9 == 1104.         local SP9_P_1_l2000 = r(N)/`total_count'105.         count if  sp9number == 20 & title == "<2000" & sp9 == 1106.         local SP9_P_2_l2000 = r(N)/`total_count'107.         count if  sp9number == 30 & title == "<2000" & sp9 == 1108.         local SP9_P_3_l2000 = r(N)/`total_count'109.         count if  sp9number == 40 & title == "<2000" & sp9 == 1110.         local SP9_P_4_l2000 = r(N)/`total_count'111.         count if  sp9number == 50 & title == "<2000" & sp9 == 1112.         local SP9_P_5_l2000 = r(N)/`total_count'113.         count if  sp9number == 60 & title == "<2000" & sp9 == 1114.         local SP9_P_6_l2000 = r(N)/`total_count'115.         count if  sp9number == 70 & title == "<2000" & sp9 == 1116.         local SP9_P_7_l2000 = r(N)/`total_count'117.         count if  sp9number == 80 & title == "<2000" & sp9 == 1118.         local SP9_P_8_l2000 = r(N)/`total_count'119.         count if  sp9number == 90 & title == "<2000" & sp9 == 1120.         local SP9_P_9_l2000 = r(N)/`total_count'121. .         *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).         .         count122.         local total_count = r(N)123.         count if  sp9number == 10124.         local SP9_P_1 = round(r(N)/`total_count', .001)125.         *For Latex tables, because Stata messes up on storing decimals in binary:.         local SP9_P_1 = substr("`SP9_P_1'",1,4)126.         count if  sp9number == 20127.         local SP9_P_2 = round(r(N)/`total_count', .001)128.         count if  sp9number == 30129.         local SP9_P_3 = round(r(N)/`total_count', .001)130.         count if  sp9number == 40131.         local SP9_P_4 = round(r(N)/`total_count', .001)132.         count if  sp9number == 50133.         local SP9_P_5 = round(r(N)/`total_count', .001)134.         count if  sp9number == 60135.         local SP9_P_6 = round(r(N)/`total_count', .001)136.         count if  sp9number == 70137.         local SP9_P_7 = round(r(N)/`total_count', .001)138.         count if  sp9number == 80139.         local SP9_P_8 = round(r(N)/`total_count', .001)140.         count if  sp9number == 90141.         local SP9_P_9 = round(r(N)/`total_count', .001)142. .         *Percentage of Stops by Node 1-10:GM.         count if title == "GM" & sp10 == 1143.         local total_count = r(N)144.         count if  sp10number == 1 & title == "GM" & sp10 == 1145.         local SP10_P_1_GM = r(N)/`total_count'146.         count if  sp10number == 12 & title == "GM" & sp10 == 1147.         local SP10_P_2_GM = r(N)/`total_count'148.         count if  sp10number == 23 & title == "GM" & sp10 == 1149.         local SP10_P_3_GM = r(N)/`total_count'150.         count if  sp10number == 34 & title == "GM" & sp10 == 1151.         local SP10_P_4_GM = r(N)/`total_count'152.         count if  sp10number == 45 & title == "GM" & sp10 == 1153.         local SP10_P_5_GM = r(N)/`total_count'154.         count if  sp10number == 54 & title == "GM" & sp10 == 1155.         local SP10_P_6_GM = r(N)/`total_count'156.         count if  sp10number == 67 & title == "GM" & sp10 == 1157.         local SP10_P_7_GM = r(N)/`total_count'158.         count if  sp10number == 78 & title == "GM" & sp10 == 1159.         local SP10_P_8_GM = r(N)/`total_count'160.         count if  sp10number == 89 & title == "GM" & sp10 == 1161.         local SP10_P_9_GM = r(N)/`total_count'162. .         *Percentage of Stops by Node 1-10:IM.         count if title == "IM" & sp10 == 1163.         local total_count = r(N)164.         count if  sp10number == 1 & title == "IM" & sp10 == 1165.         local SP10_P_1_IM = r(N)/`total_count'166.         count if  sp10number == 12 & title == "IM" & sp10 == 1167.         local SP10_P_2_IM = r(N)/`total_count'168.         count if  sp10number == 23 & title == "IM" & sp10 == 1169.         local SP10_P_3_IM = r(N)/`total_count'170.         count if  sp10number == 34 & title == "IM" & sp10 == 1171.         local SP10_P_4_IM = r(N)/`total_count'172.         count if  sp10number == 45 & title == "IM" & sp10 == 1173.         local SP10_P_5_IM = r(N)/`total_count'174.         count if  sp10number == 54 & title == "IM" & sp10 == 1175.         local SP10_P_6_IM = r(N)/`total_count'176.         count if  sp10number == 67 & title == "IM" & sp10 == 1177.         local SP10_P_7_IM = r(N)/`total_count'178.         count if  sp10number == 78 & title == "IM" & sp10 == 1179.         local SP10_P_8_IM = r(N)/`total_count'180.         count if  sp10number == 89 & title == "IM" & sp10 == 1181.         local SP10_P_9_IM = r(N)/`total_count'182. .         *Percentage of Stops by Node 1-10:Master.         count if title == "Master" & sp10 == 1183.         local total_count = r(N)184.         count if  sp10number == 1 & title == "Master" & sp10 == 1185.         local SP10_P_1_Master = r(N)/`total_count'186.         count if  sp10number == 12 & title == "Master" & sp10 == 1187.         local SP10_P_2_Master = r(N)/`total_count'188.         count if  sp10number == 23 & title == "Master" & sp10 == 1189.         local SP10_P_3_Master = r(N)/`total_count'190.         count if  sp10number == 34 & title == "Master" & sp10 == 1191.         local SP10_P_4_Master = r(N)/`total_count'192.         count if  sp10number == 45 & title == "Master" & sp10 == 1193.         local SP10_P_5_Master = r(N)/`total_count'194.         count if  sp10number == 54 & title == "Master" & sp10 == 1195.         local SP10_P_6_Master = r(N)/`total_count'196.         count if  sp10number == 67 & title == "Master" & sp10 == 1197.         local SP10_P_7_Master = r(N)/`total_count'198.         count if  sp10number == 78 & title == "Master" & sp10 == 1199.         local SP10_P_8_Master = r(N)/`total_count'200.         count if  sp10number == 89 & title == "Master" & sp10 == 1201.         local SP10_P_9_Master = r(N)/`total_count'202. .         *Percentage of Stops by Node 1-10:g2000.         count if title == ">2000" & sp10 == 1203.         local total_count = r(N)204.         count if  sp10number == 1 & title == ">2000" & sp10 == 1205.         local SP10_P_1_g2000 = r(N)/`total_count'206.         count if  sp10number == 12 & title == ">2000" & sp10 == 1207.         local SP10_P_2_g2000 = r(N)/`total_count'208.         count if  sp10number == 23 & title == ">2000" & sp10 == 1209.         local SP10_P_3_g2000 = r(N)/`total_count'210.         count if  sp10number == 34 & title == ">2000" & sp10 == 1211.         local SP10_P_4_g2000 = r(N)/`total_count'212.         count if  sp10number == 45 & title == ">2000" & sp10 == 1213.         local SP10_P_5_g2000 = r(N)/`total_count'214.         count if  sp10number == 54 & title == ">2000" & sp10 == 1215.         local SP10_P_6_g2000 = r(N)/`total_count'216.         count if  sp10number == 67 & title == ">2000" & sp10 == 1217.         local SP10_P_7_g2000 = r(N)/`total_count'218.         count if  sp10number == 78 & title == ">2000" & sp10 == 1219.         local SP10_P_8_g2000 = r(N)/`total_count'220.         count if  sp10number == 89 & title == ">2000" & sp10 == 1221.         local SP10_P_9_g2000 = r(N)/`total_count'222. .         *Percentage of Stops by Node 1-10:l2000.         count if title == "<2000" & sp10 == 1223.         local total_count = r(N)224.         count if  sp10number == 1 & title == "<2000" & sp10 == 1225.         local SP10_P_1_l2000 = r(N)/`total_count'226.         count if  sp10number == 12 & title == "<2000" & sp10 == 1227.         local SP10_P_2_l2000 = r(N)/`total_count'228.         count if  sp10number == 23 & title == "<2000" & sp10 == 1229.         local SP10_P_3_l2000 = r(N)/`total_count'230.         count if  sp10number == 34 & title == "<2000" & sp10 == 1231.         local SP10_P_4_l2000 = r(N)/`total_count'232.         count if  sp10number == 45 & title == "<2000" & sp10 == 1233.         local SP10_P_5_l2000 = r(N)/`total_count'234.         count if  sp10number == 54 & title == "<2000" & sp10 == 1235.         local SP10_P_6_l2000 = r(N)/`total_count'236.         count if  sp10number == 67 & title == "<2000" & sp10 == 1237.         local SP10_P_7_l2000 = r(N)/`total_count'238.         count if  sp10number == 78 & title == "<2000" & sp10 == 1239.         local SP10_P_8_l2000 = r(N)/`total_count'240.         count if  sp10number == 89 & title == "<2000" & sp10 == 1241.         local SP10_P_9_l2000 = r(N)/`total_count'242. .         *Percentage of Stops by Node.         count243.         local total_count = r(N)244.         count if sp10number == 1245.         local SP10_P_1 = round(r(N)/`total_count', .001)246.         count if sp10number == 12247.         local SP10_P_2 = round(r(N)/`total_count', .001)248.         count if sp10number == 23249.         local SP10_P_3 = round(r(N)/`total_count', .001)250.         count if sp10number == 34251.         local SP10_P_4 = round(r(N)/`total_count', .001)252.         count if sp10number == 45253.         local SP10_P_5 = round(r(N)/`total_count', .001)254.         count if sp10number == 56255.         local SP10_P_6 = round(r(N)/`total_count', .001)256.         count if sp10number == 67257.         local SP10_P_7 = round(r(N)/`total_count', .001)258.         count if sp10number == 78259.         local SP10_P_8 = round(r(N)/`total_count', .001)260.         count if sp10number == 89261.         local SP10_P_9 = round(r(N)/`total_count', .001)262.         }263. .                         di ""264.                         di as green     "                       Table 3: Summary of Race to 100 Results"265.                         di as green     "                               Number at which Game Solved (1-9)"266.                         di as green     "                               Percentage of time solved (1-9):All Pairs"267.                         di as green     "                               Number at which Game Solved (1-10)"268.                         di as green     "                               Percentage of time solved (1-10) All Pairs"269. .         headermaker9_3C270.         tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'           >     `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'271.         tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'           >     `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'272.         tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'          >     `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'273.         tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'          >     `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'274.         }                       Table 3: Summary of Race to 100 Results                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.573     | .087     | .029     | .039     | .019     | .01      | .029     | .078     | .1361        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.126     | .087     | .019     | .01      | .01      | .029     | .049     | .214     | .447r; t=0.05 15:08:22. .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:22.         file open table3 using table3.tex, write replacer; t=0.00 15:08:22.         file write table3 "\begin{table}[!h]" _nr; t=0.00 15:08:22.         file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  r; t=0.00 15:08:22.         file write table3 "\hline \hline" _n r; t=0.00 15:08:22.         file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7> } & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:08:22.         file write table3 "\hline" _n r; t=0.00 15:08:22.         file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9> _N_8' & `SP9_N_9'\\" _n r; t=0.00 15:08:22.         file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P> _8' & `SP9_P_9'\\" _n r; t=0.00 15:08:22.         file write table3 "\hline" _nr; t=0.00 15:08:22.         file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7> ' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:08:22.         file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' > & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:08:22.         file write table3 "\end{tabular}" _n r; t=0.00 15:08:22.         file write table3 "\end{table}" _nr; t=0.00 15:08:22.         file close table3r; t=0.00 15:08:22. . .         *histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9).         *graph export "$figsdir/F2B1_SP9.wmf", replace.         *histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10).         *graph export "$figsdir/F2B2_SP10.wmf", replace. . forval x = 1/1 {  2. /****************************************************************************************> * tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10> *****************************************************************************************/.         qui {  3.         sort  Player_Code  4.         *RACE 9.         preserve  5.         *       All Players.         drop if color != "White"  6.                         forval y = 10(10)100 {  7. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 4/31 {  8.                                         generate rc9_rnd`x'_cat`y'_i = .  9.                                 } 10.                                 forval x = 4/31 { 11.                                         generate rc9_rnd`x'_mcat`y'_i = . 12.                                 } 13. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 10 14.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4/31 { 15.                                         local x = `v'-1 16.                                         replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x'  17.                                         replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9> _`v' 18.                                         } 19.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i)  20.                                 egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i) 21.                                 } 22. .                 *       All Pairs 1st Chance *Note we switch colors but also winning condition*.                 count if ((sp9round == 2) | (sp9round == 3))  23.                 local N=r(N) 24.                 count 25.                 local NBlack = r(N) 26.                 count if color == "White" & sp9round!= 2 27.                 local SP9_C_First=r(N)+`NBlack' 28.                 local SP9_First =round(`N'/`SP9_C_First',.001) 29. .                 *       All Pairs All other Chances.                 forvalues x = 10(10)100 { 30.                         egen mc_all_`x' =total( rc9_mcat`x') 31.                         sum mc_all_`x' 32.                         local SP9_MC`x' = r(mean) 33.                         egen c_all_`x' = total( rc9_cat`x') 34.                         sum c_all_`x' 35.                         local SP9_C`x' = r(mean) 36.                         local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001) 37.                 } 38.         restore 39. .         *       Grandmasters.                 preserve 40.                 drop if title != "GM" 41.                 forval y = 10(10)100 { 42. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 43.                                 generate rc9_rnd`x'_cat`y'_i_GM = . 44.                         } 45.                         forval x = 4/31 { 46.                                 generate rc9_rnd`x'_mcat`y'_i_GM = . 47.                         } 48. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 49.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 50.                                 local x = `v'-1 51.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 52.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 53.                                 } 54.         .                         forval v = 5(2)31 { 55.                                 local x = `v'-1 56.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 57.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 58.                                 } 59.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM) 60.                         egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM) 61. .                         } 62. .                 *       Grandmasters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1 63.                 local N=r(N) 64.                 count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM") 65.                 local SP9_C_First_GM=r(N) 66.                 local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001) 67. .                 *       Grandmasters all other Chances.                 forvalues x = 10(10)100 { 68.                         egen mc_all_`x'_GM =total( rc9_mcat`x'_GM) 69.                         sum mc_all_`x'_GM 70.                         local SP9_MC`x'_GM = r(mean) 71.                         egen c_all_`x'_GM = total( rc9_cat`x'_GM) 72.                         sum c_all_`x'_GM 73.                         local SP9_C`x'_GM = r(mean) 74.                         local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001) 75.                         drop mc_all_`x' c_all_`x' 76.                 } 77.                 restore 78. .         *       International Masters.                 preserve 79.                 drop if title != "IM" 80.                 forval y = 10(10)100 { 81. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 82.                                 generate rc9_rnd`x'_cat`y'_i_IM = . 83.                         } 84.                         forval x = 4/31 { 85.                                 generate rc9_rnd`x'_mcat`y'_i_IM = . 86.                         } 87. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 88.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 89.                                 local x = `v'-1 90.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 91.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 92.                                 } 93.         .                         forval v = 5(2)31 { 94.                                 local x = `v'-1 95.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 96.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 97.                                 } 98.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM) 99.                         egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)100. .                         }101. .                 *       International Masters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1102.                 local N=r(N)103.                 count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")104.                 local SP9_C_First_IM=r(N)105.                 local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)106. .                 *       International Masters all other Chances.                 forvalues x = 10(10)100 {107.                         egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)108.                         sum mc_all_`x'_IM109.                         local SP9_MC`x'_IM = r(mean)110.                         egen c_all_`x'_IM = total( rc9_cat`x'_IM)111.                         sum c_all_`x'_IM112.                         local SP9_C`x'_IM = r(mean)113.                         local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)114.                         drop mc_all_`x' c_all_`x'115.                 }116.                 restore117. .         *       Masters.                 preserve118.                 drop if title != "Master"119.                 forval y = 10(10)100 {120. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {121.                                 generate rc9_rnd`x'_cat`y'_i_M = .122.                         }123.                         forval x = 4/31 {124.                                 generate rc9_rnd`x'_mcat`y'_i_M = .125.                         }126. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10127.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {128.                                 local x = `v'-1129.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"130.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "Black"131.                                 }132.         .                         forval v = 5(2)31 {133.                                 local x = `v'-1134.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"135.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "White"136.                                 }137.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)138.                         egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)139.                         }140. .                 *       M 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1141.                 local N=r(N)142.                 count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")         143.                 local SP9_C_First_M=r(N)144.                 local SP9_First_M=round(`N'/`SP9_C_First_M',.001)145. .                 *       M all other Chances.                 forvalues x = 10(10)100 {146.                         egen mc_all_`x'_M =total( rc9_mcat`x'_M)147.                         sum mc_all_`x'_M148.                         local SP9_MC`x'_M = r(mean)149.                         egen c_all_`x'_M = total( rc9_cat`x'_M)150.                         sum c_all_`x'_M151.                         local SP9_C`x'_M = r(mean)152.                         local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)153.                         drop mc_all_`x' c_all_`x'154.                 }155.                 restore156. .         *       Greater than 2000.                 preserve157.                 drop if title != ">2000"158.                 forval y = 10(10)100 {159. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {160.                                 generate rc9_rnd`x'_cat`y'_i_g2000 = .161.                         }162.                         forval x = 4/31 {163.                                 generate rc9_rnd`x'_mcat`y'_i_g2000 = .164.                         }165. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10166.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {167.                                 local x = `v'-1168.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"169.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"170.                                 }171.         .                         forval v = 5(2)31 {172.                                 local x = `v'-1173.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"174.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"175.                                 }176.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)177.                         egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)178. .                         }179. .                 *       Greater than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1180.                 local N=r(N)181.                 count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")182.                 local SP9_C_First_g2000=r(N)183.                 local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)184. .                 *       Greater than 2000, all other Chances.                 forvalues x = 10(10)100 {185.                         egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)186.                         sum mc_all_`x'_g2000187.                         local SP9_MC`x'_g2000 = r(mean)188.                         egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)189.                         sum c_all_`x'_g2000190.                         local SP9_C`x'_g2000 = r(mean)191.                         local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)192.                         drop mc_all_`x' c_all_`x'193.                 }194.                 restore195. .         *       Less than 2000.                 preserve196.                 drop if title != "<2000"197.                 forval y = 10(10)100 {198. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {199.                                 generate rc9_rnd`x'_cat`y'_i_l2000 = .200.                         }201.                         forval x = 4/31 {202.                                 generate rc9_rnd`x'_mcat`y'_i_l2000 = .203.                         }204. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10205.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {206.                                 local x = `v'-1207.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"208.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"209.                                 }210.         .                         forval v = 5(2)31 {211.                                 local x = `v'-1212.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"213.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"214.                                 }215.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)216.                         egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)217. .                         }218. .                 *       Less than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1219.                 local N=r(N)220.                 count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")221.                 local SP9_C_First_l2000=r(N)222.                 local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)223. .                 *       Less than 2000, all other Chances.                 forvalues x = 10(10)100 {224.                         egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)225.                         sum mc_all_`x'_l2000226.                         local SP9_MC`x'_l2000 = r(mean)227.                         egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)228.                         sum c_all_`x'_l2000229.                         local SP9_C`x'_l2000 = r(mean)230.                         local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)231.                         drop mc_all_`x' c_all_`x'232.                 }233.                 restore234. .         *RACE 10,  Opportunities, Lost & Found:.                 *       All Players.                 preserve235.                 drop if color != "White"236.                         forval y = 1(11)100 {237. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {238.                                         generate rc10_rnd`x'_cat`y'_i = .239.                                 }240.                                 forval x = 3/26 {241.                                         generate rc10_rnd`x'_mcat`y'_i = .242.                                 }243. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 11244.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3/26 {245.                                         local x = `v'-1246.                                         replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'247.                                         replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number > >= r_10_`v'248.                                         }249.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)250.                                 egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)251.                                 drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i252.                                 }253. . .                 *       All Pairs 1st Chance.                 count if ((sp10round == 1) | (sp10round == 2))254.                 local SP10_TCFirst=r(N)255.                 count256.                 local WNumber = r(N)257.                 count if  sp10round!= 1258.                 local SP10_C_First =r(N)+`WNumber'259.                 local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)260. .                 *       All Pairs All other Chances.                 forvalues x = 12(11)100 {261.                         egen mc_all_`x' =total( rc10_mcat`x')262.                         sum mc_all_`x'263.                         local SP10_MC`x' = r(mean)264.                         egen c_all_`x' = total( rc10_cat`x')265.                         sum c_all_`x'266.                         local SP10_C`x' = r(mean)267.                         local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)268.                 }269.                 restore270. .                 *       Grandmasters.                         preserve271.                         drop if title != "GM"272.                         forval y = 1(11)100 {273. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. > (Or,.                                 forval x = 3/26 {274.                                         generate rc10_rnd`x'_cat`y'_i_GM = .275.                                 }276.                                 forval x = 3/26 {277.                                         generate rc10_rnd`x'_mcat`y'_i_GM = .278.                                 }279. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11280.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3(2)25 {281.                                         local x = `v'-1282.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"283.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"284.                                         }285.                 .                                 forval v = 3(2)26 {286.                                         local x = `v'-1287.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"288.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"289.                                         }290.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)291.                                 egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)292. .                                 }293. .                         *       Grandmasters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & > sp10 == 1294.                                 local SP10_TCFirst_GM=r(N)295.                                 count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")296.                                 local SP10_C_First_GM =r(N)297.                                 local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)298. .                         *       Grandmasters all other Chances.                         forvalues x = 12(11)100 {299.                                 egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)300.                                 sum mc_all_`x'_GM301.                                 local SP10_MC`x'_GM = r(mean)302.                                 egen c_all_`x'_GM = total( rc10_cat`x'_GM)303.                                 sum c_all_`x'_GM304.                                 local SP10_C`x'_GM = r(mean)305.                                 local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)306.                                 drop mc_all_`x' c_all_`x'307.                         }308.                         restore309. .                 *       International Masters.                         preserve310.                         drop if title != "IM"311.                         forval y = 1(11)100 {312. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {313.                                         generate rc10_rnd`x'_cat`y'_i_IM = .314.                                 }315.                                 forval x = 3/26 {316.                                         generate rc10_rnd`x'_mcat`y'_i_IM = .317.                                 }318. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11319.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {320.                                         local x = `v'-1321.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"322.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"323.                                         }324.                 .                                 forval v = 5(2)26 {325.                                         local x = `v'-1326.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"327.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"328.                                         }329.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)330.                                 egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)331. .                                 }332. .                         *       International Masters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & > sp10 == 1333.                                 local SP10_TCFirst_IM=r(N)334.                                 count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")335.                                 local SP10_C_First_IM =r(N)336.                                 local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)337.                 .                         *       International Masters all other Chances.                         forvalues x = 12(11)100 {338.                                 egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)339.                                 sum mc_all_`x'_IM340.                                 local SP10_MC`x'_IM = r(mean)341.                                 egen c_all_`x'_IM = total( rc10_cat`x'_IM)342.                                 sum c_all_`x'_IM343.                                 local SP10_C`x'_IM = r(mean)344.                                 local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)345.                                 drop mc_all_`x' c_all_`x'346.                         }347.                         restore348. .                 *       Masters.                         preserve349.                         drop if title != "Master"350.                         forval y = 1(11)100 {351. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {352.                                         generate rc10_rnd`x'_cat`y'_i_M = .353.                                 }354.                                 forval x = 3/26 {355.                                         generate rc10_rnd`x'_mcat`y'_i_M = .356.                                 }357. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11358.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {359.                                         local x = `v'-1360.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> Black"361.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "Black"362.                                         }363.                 .                                 forval v = 5(2)26 {364.                                         local x = `v'-1365.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> White"366.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "White"367.                                         }368.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)369.                                 egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)370. .                                 }371. .                         *       M 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Mast> er")) & sp10 == 1372.                                 local SP10_TCFirst_M=r(N)373.                                 count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")374.                                 local SP10_C_First_M =r(N)375.                                 local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)376.                 .                         *       M all other Chances.                         forvalues x = 12(11)100 {377.                                 egen mc_all_`x'_M =total( rc10_mcat`x'_M)378.                                 sum mc_all_`x'_M379.                                 local SP10_MC`x'_M = r(mean)380.                                 egen c_all_`x'_M = total( rc10_cat`x'_M)381.                                 sum c_all_`x'_M382.                                 local SP10_C`x'_M = r(mean)383.                                 local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)384. .                                 drop mc_all_`x' c_all_`x'385.                         }386.                         restore387. .                 *       Greater than 2000.                         preserve388.                         drop if title != ">2000"389.                         forval y = 1(11)100 {390. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {391.                                         generate rc10_rnd`x'_cat`y'_i_g2000 = .392.                                 }393.                                 forval x = 3/26 {394.                                         generate rc10_rnd`x'_mcat`y'_i_g2000 = .395.                                 }396. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11397. .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {398.                                         local x = `v'-1399.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"400.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"401.                                         }402.                 .                                 forval v = 5(2)26 {403.                                         local x = `v'-1404.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"405.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"406.                                         }407.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)408.                                 egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)409. .                                 }410. .                         *       Greater than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000> ")) & sp10 == 1411.                                 local SP10_TCFirst_g2000=r(N)412.                                 count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")413.                                 local SP10_C_First_g2000 =r(N)414.                                 local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)415.                 .                         *       Greater than 2000, all other Chances.                         forvalues x = 12(11)100 {416.                                 egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)417.                                 sum mc_all_`x'_g2000418.                                 local SP10_MC`x'_g2000 = r(mean)419.                                 egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)420.                                 sum c_all_`x'_g2000421.                                 local SP10_C`x'_g2000 = r(mean)422.                                 local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)423.                                 drop mc_all_`x' c_all_`x'424.                         }425.                         restore426. .                 *       Less than 2000.                         preserve427.                         drop if title != "<2000"428.                         forval y = 1(11)100 {429. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {430.                                         generate rc10_rnd`x'_cat`y'_i_l2000 = .431.                                 }432.                                 forval x = 3/26 {433.                                         generate rc10_rnd`x'_mcat`y'_i_l2000 = .434.                                 }435. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11436.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {437.                                         local x = `v'-1438.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"439.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"440.                                         }441.                 .                                 forval v = 5(2)26 {442.                                         local x = `v'-1443.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"444.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"445.                                         }446.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)447.                                 egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)448. .                                 }449. .                         *       Less than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000> ")) & sp10 == 1450.                                 local SP10_TCFirst_l2000=r(N)451.                                 count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")452.                                 local SP10_C_First_l2000 =r(N)453.                                 local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)454. .                         *       Less than 2000, all other Chances.                         forvalues x = 12(11)100 {455.                                 egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)456.                                 sum mc_all_`x'_l2000457.                                 local SP10_MC`x'_l2000 = r(mean)458.                                 egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)459.                                 sum c_all_`x'_l2000460.                                 local SP10_C`x'_l2000 = r(mean)461.                                 local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)462.                                 drop mc_all_`x' c_all_`x'463.                         }464.                         restore465.         }466. .         di ""467.         di as green     "                       Table 4B: Implied Probabilities: Race to 100 1-10"468.         di as green     "                       Total"469.         di as green     "                       GM"470.         di as green     "                       IM"471.         di as green     "                       M"472.         di as green     "                       Greater than 2000"473.         di as green     "                       Less than 2000"474.         headermaker11_4X_10_N475.         tablemaker11_4X_N `SP10_First'                  "."     `SP10_12'               `SP10_23'               `SP10_34'               `SP10_45'   >             `SP10_56'               `SP10_67'               `SP10_78'               `SP10_89'476.         tablemaker11_4X_N (`SP10_C_First')              "(.)"   (`SP10_C12')            (`SP10_C23')            (`SP10_C34')            (`SP10_C45')>             (`SP10_C56')            (`SP10_C67')            (`SP10_C78')            (`SP10_C89')477.         tablemaker11_4X_N `SP10_First_GM'               "."     `SP10_12_GM'            `SP10_23_GM'            `SP10_34_GM'            `SP10_45_GM'>             `SP10_56_GM'            `SP10_67_GM'            `SP10_78_GM'            `SP10_89_GM'478.         tablemaker11_4X_N (`SP10_C_First_GM')           "(.)"   (`SP10_C12_GM')         (`SP10_C23_GM')         (`SP10_C34_GM')         (`SP10_C45_G> M')         (`SP10_C56_GM')         (`SP10_C67_GM')         (`SP10_C78_GM')         (`SP10_C89_GM')479.         tablemaker11_4X_N `SP10_First_IM'               "."     `SP10_12_IM'            `SP10_23_IM'            `SP10_34_IM'            `SP10_45_IM'>             `SP10_56_IM'            `SP10_67_IM'            `SP10_78_IM'            `SP10_89_IM'480.         tablemaker11_4X_N (`SP10_C_First_IM')           "(.)"   (`SP10_C12_IM')         (`SP10_C23_IM')         (`SP10_C34_IM')         (`SP10_C45_I> M')         (`SP10_C56_IM')         (`SP10_C67_IM')         (`SP10_C78_IM')         (`SP10_C89_IM')481.         tablemaker11_4X_N `SP10_First_M'                "."     `SP10_12_M'             `SP10_23_M'             `SP10_34_M'             `SP10_45_M' >             `SP10_56_M'             `SP10_67_M'             `SP10_78_M'             `SP10_89_M'482.         tablemaker11_4X_N (`SP10_C_First_M')            "(.)"   (`SP10_C12_M')          (`SP10_C23_M')          (`SP10_C34_M')          (`SP10_C45_M> ')          (`SP10_C56_M')          (`SP10_C67_M')          (`SP10_C78_M')          (`SP10_C89_M')483.         tablemaker11_4X_N `SP10_First_g2000'            "."     `SP10_12_g2000'         `SP10_23_g2000'         `SP10_34_g2000'         `SP10_45_g20> 00'         `SP10_56_g2000'         `SP10_67_g2000'         `SP10_78_g2000'         `SP10_89_g2000'484.         tablemaker11_4X_N (`SP10_C_First_g2000')        "(.)"   (`SP10_C12_g2000')      (`SP10_C23_g2000')      (`SP10_C34_g2000')      (`SP10_C45_g> 2000')      (`SP10_C56_g2000')      (`SP10_C67_g2000')      (`SP10_C78_g2000')      (`SP10_C89_g2000')485.         tablemaker11_4X_N `SP10_First_l2000'            "."     `SP10_12_l2000'         `SP10_23_l2000'         `SP10_34_l2000'         `SP10_45_l20> 00'         `SP10_56_l2000'         `SP10_67_l2000'         `SP10_78_l2000'         `SP10_89_l2000'486.         tablemaker11_4X_N (`SP10_C_First_l2000')        "(.)"   (`SP10_C12_l2000')      (`SP10_C23_l2000')      (`SP10_C34_l2000')      (`SP10_C45_l> 2000')      (`SP10_C56_l2000')      (`SP10_C67_l2000')      (`SP10_C78_l2000')      (`SP10_C89_l2000')487. .         cd "$tabledir"488.         file open table4b using table4b.tex, write replace489.         file write table4b "\begin{table}" _n490.         file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  491.         file write table4b "\hline \hline" _n 492.         file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf> {70} & \textbf{80} & \textbf{90}\\" _n 493.         file write table4b "\hline" _n 494.         file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\> " _n 495.         file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`> SP10_C78') & (`SP10_C89')\\" _n 496.         file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP> 10_78_GM' & `SP10_89_GM'\\" _n 497.         file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') &>  (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n498.         file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `S> P10_78_IM' & `SP10_89_IM' \\" _n499.         file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') &>  (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n500.         file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_> 78_M' & `SP10_89_M'\\" _n501.         file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP1> 0_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n502.         file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g20> 00' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n503.         file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`> SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n504.         file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l20> 00' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n505.         file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`> SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n506.         file write table4b "\end{tabular}" _n 507.         file write table4b "\end{table}" _n508.         file close table4b509. . .         foreach x in GM IM M g2000 l2000 {510.         local SP10_First_`x'_T =  `SP10_First_`x''511.         local SP10_First_`x'_C_T =  `SP10_C_First_`x''512.         }513. .         di ""514.         di as green     "                       Table 4A: Implied Probabilities: Race to 100 1-9"515.         di as green     "                       Total"516.         di as green     "                       GM"517.         di as green     "                       IM"518.         di as green     "                       M"519.         di as green     "                       Greater than 2000"520.         di as green     "                       Less than 2000"521.         headermaker11_4X_9_N522.         tablemaker11_4X_N `SP9_First'           `SP9_10'                `SP9_20'                `SP9_30'                `SP9_40'                `SP9> _50'                `SP9_60'                `SP9_70'                `SP9_80'                `SP9_90'523.         tablemaker11_4X_N (`SP9_C_First')       (`SP9_C10')             (`SP9_C20')             (`SP9_C30')             (`SP9_C40')             (`SP> 9_C50')             (`SP9_C60')             (`SP9_C70')             (`SP9_C80')             (`SP9_C90') 524.         tablemaker11_4X_N `SP9_First_GM'        `SP9_10_GM'             `SP9_20_GM'             `SP9_30_GM'             `SP9_40_GM'             `SP9> _50_GM'             `SP9_60_GM'             `SP9_70_GM'             `SP9_80_GM'             `SP9_90_GM' 525.         tablemaker11_4X_N (`SP9_C_First_GM')    (`SP9_C10_GM')          (`SP9_C20_GM')          (`SP9_C30_GM')          (`SP9_C40_GM')          (`SP> 9_C50_GM')          (`SP9_C60_GM')          (`SP9_C70_GM')          (`SP9_C80_GM')          (`SP9_C90_GM')526.         tablemaker11_4X_N `SP9_First_IM'        `SP9_10_IM'             `SP9_20_IM'             `SP9_30_IM'             `SP9_40_IM'             `SP9> _50_IM'             `SP9_60_IM'             `SP9_70_IM'             `SP9_80_IM'             `SP9_90_IM' 527.         tablemaker11_4X_N (`SP9_C_First_IM')    (`SP9_C10_IM')          (`SP9_C20_IM')          (`SP9_C30_IM')          (`SP9_C40_IM')          (`SP> 9_C50_IM')          (`SP9_C60_IM')          (`SP9_C70_IM')          (`SP9_C80_IM')          (`SP9_C90_IM')528.         tablemaker11_4X_N `SP9_First_M'         `SP9_10_M'              `SP9_20_M'              `SP9_30_M'              `SP9_40_M'              `SP9> _50_M'              `SP9_60_M'              `SP9_70_M'              `SP9_80_M'              `SP9_90_M' 529.         tablemaker11_4X_N (`SP9_C_First_M')     (`SP9_C10_M')           (`SP9_C20_M')           (`SP9_C30_M')           (`SP9_C40_M')           (`SP> 9_C50_M')           (`SP9_C60_M')           (`SP9_C70_M')           (`SP9_C80_M')           (`SP9_C90_M')530.         tablemaker11_4X_N `SP9_First_g2000'     `SP9_10_g2000'          `SP9_20_g2000'          `SP9_30_g2000'          `SP9_40_g2000'          `SP9> _50_g2000'          `SP9_60_g2000'          `SP9_70_g2000'          `SP9_80_g2000'          `SP9_90_g2000' 531.         tablemaker11_4X_N (`SP9_C_First_g2000') (`SP9_C10_g2000')       (`SP9_C20_g2000')       (`SP9_C30_g2000')       (`SP9_C40_g2000')       (`SP> 9_C50_g2000')       (`SP9_C60_g2000')       (`SP9_C70_g2000')       (`SP9_C80_g2000')       (`SP9_C90_g2000')532.         tablemaker11_4X_N `SP9_First_l2000'     `SP9_10_l2000'          `SP9_20_l2000'          `SP9_30_l2000'          `SP9_40_l2000'          `SP9> _50_l2000'          `SP9_60_l2000'          `SP9_70_l2000'          `SP9_80_l2000'          `SP9_90_l2000' 533.         tablemaker11_4X_N (`SP9_C_First_l2000') (`SP9_C10_l2000')       (`SP9_C20_l2000')       (`SP9_C30_l2000')       (`SP9_C40_l2000')       (`SP> 9_C50_l2000')       (`SP9_C60_l2000')       (`SP9_C70_l2000')       (`SP9_C80_l2000')       (`SP9_C90_l2000')534.         }                       Table 4B: Implied Probabilities: Race to 100 1-10                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 1        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89------------------------------------------------------------------------------------------------------------------------.098     | .        | .095     | .022     | .008     | .008     | .026     | .047     | .198     | .754(193)    | (.)      | (21)     | (91)     | (120)    | (125)    | (116)    | (107)    | (111)    | (61).2       | .        | 0        | 0        | 0        | .071     | .077     | .1       | .286     | .75(25)     | (.)      | (2)      | (5)      | (16)     | (14)     | (13)     | (10)     | (14)     | (4).105     | .        | .333     | 0        | 0        | 0        | .091     | .083     | .167     | 1(19)     | (.)      | (3)      | (9)      | (11)     | (10)     | (11)     | (12)     | (12)     | (5).107     | .        | 0        | .043     | 0        | 0        | 0        | .04      | .226     | .8(56)     | (.)      | (5)      | (23)     | (26)     | (36)     | (31)     | (25)     | (31)     | (20).024     | .        | .167     | 0        | 0        | 0        | .034     | .103     | .045     | .647(42)     | (.)      | (6)      | (21)     | (36)     | (36)     | (29)     | (29)     | (22)     | (17).098     | .        | 0        | 0        | .031     | 0        | 0        | 0        | .219     | .75(51)     | (.)      | (5)      | (28)     | (32)     | (28)     | (32)     | (33)     | (32)     | (16)/Users/trevorgallen/Desktop/Chess/Tables/                       Table 4A: Implied Probabilities: Race to 100 1-9                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90------------------------------------------------------------------------------------------------------------------------.392     | .333     | .147     | .061     | .083     | .048     | .026     | .086     | .242     | .737(158)    | (3)      | (34)     | (49)     | (48)     | (42)     | (38)     | (35)     | (33)     | (19).5       | .        | 0        | 0        | .167     | 0        | 0        | 0        | 0        | .5(16)     | (0)      | (4)      | (4)      | (6)      | (5)      | (5)      | (4)      | (5)      | (2).333     | .        | 0        | .333     | 0        | 0        | 0        | 0        | .75      | .(12)     | (0)      | (4)      | (3)      | (4)      | (4)      | (2)      | (2)      | (4)      | (0).422     | .        | .4       | 0        | .077     | .083     | 0        | .111     | .222     | 1(45)     | (0)      | (5)      | (10)     | (13)     | (12)     | (9)      | (9)      | (9)      | (5).357     | .333     | 0        | .118     | .167     | .091     | .091     | 0        | 0        | .6(42)     | (3)      | (13)     | (17)     | (12)     | (11)     | (11)     | (8)      | (6)      | (5).372     | .        | .375     | 0        | 0        | 0        | 0        | .167     | .333     | .714(43)     | (0)      | (8)      | (15)     | (13)     | (10)     | (11)     | (12)     | (9)      | (7)r; t=2.00 15:08:24. .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:24.         file open table4a using table4a.tex, write replacer; t=0.00 15:08:24.         file write table4a "\begin{table}[!h]" _nr; t=0.00 15:08:24.         file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  r; t=0.00 15:08:24.         file write table4a "\hline \hline" _n r; t=0.00 15:08:24.         file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70> } & \textbf{80} & \textbf{90}\\" _n r; t=0.00 15:08:24.         file write table4a "\hline" _n r; t=0.00 15:08:24.         file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n r; t=0.00 15:08:24.         file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP> 9_C80') & (`SP9_C90') \\" _n r; t=0.00 15:08:24.         file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP> 9_80_GM' & `SP9_90_GM' \\" _n r; t=0.00 15:08:24.         file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM')>  & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _nr; t=0.00 15:08:24.         file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `S> P9_80_IM' & `SP9_90_IM' \\" _nr; t=0.00 15:08:24.         file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM')>  & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _nr; t=0.00 15:08:24.         file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80> _M' & `SP9_90_M' \\" _nr; t=0.00 15:08:24.         file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP> 9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _nr; t=0.00 15:08:24.         file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60> _g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _nr; t=0.00 15:08:24.         file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000'> ) & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _nr; t=0.00 15:08:24.         file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60> _l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _nr; t=0.00 15:08:24.         file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000'> ) & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _nr; t=0.00 15:08:24.         file write table4a "\end{tabular}" _n r; t=0.00 15:08:24.         file write table4a "\end{table}" _nr; t=0.00 15:08:24.         file close table4ar; t=0.00 15:08:24. .         foreach x in GM IM M g2000 l2000 {  2.         local SP9_First_`x'_T =  `SP9_First_`x''  3.         local SP9_First_`x'_C_T =  `SP9_C_First_`x''  4.         }r; t=0.01 15:08:24. . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 5:  Percentage of games solved at each Node> *****************************************************************************************/.         qui {  3. .         *SP9's:.                 *Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  4.                         local SP9_9F_N = r(N)  5.                         count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  6.                         local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)  7.                         count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  8.                         local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)  9.                         count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 10.                         local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001) 11.                         count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 12.                         local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001) 13.                         count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 14.                         local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001) 15.                         count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 16.                         local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001) 17.                         count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 18.                         local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001) 19.                         count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 20.                         local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001) 21.                         count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 22.                         local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001) 23. .                 *Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 24.                         local SP9_10F_N = r(N) 25.                         count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 26.                         local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001) 27.                         count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 28.                         local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001) 29.                         count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 30.                         local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001) 31.                         count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 32.                         local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001) 33.                         count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001) 35.                         count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 36.                         local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001) 37.                         count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 38.                         local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001) 39.                         count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 40.                         local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001) 41.                         count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 42.                         local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001) 43. . . .         *SP10.                 *Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != . 44.                         local SP10_9F_N = r(N) 45.                         count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 46.                         local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001) 47.                         count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 48.                         local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001) 49.                         count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 50.                         local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001) 51.                         count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 52.                         local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001) 53.                         count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 54.                         local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001) 55.                         count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 56.                         local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001) 57.                         count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 58.                         local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001) 59.                         count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 60.                         local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001) 61.                         count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 62.                         local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001) 63. .                 *Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != . 64.                         local SP10_10F_N = r(N) 65.                         count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 66.                         local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001) 67.                         count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 68.                         local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001) 69.                         count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 70.                         local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001) 71.                         count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 72.                         local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001) 73.                         count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 74.                         local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001) 75.                         count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 76.                         local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001) 77.                         count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 78.                         local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001) 79.                         count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 80.                         local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001) 81.                         count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 82.                         local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001) 83.                         *For Latex tables, because Stata messes up on storing decimals in binary:.                         local SP10_10F_9 = substr("`SP10_10F_9'",1,4) 84.         } 85.         *We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solution> s!).                 local SP9_9F_N = `SP9_9F_N'/2 86.                 local SP9_10F_N = `SP9_10F_N'/2 87.                 local SP10_10F_N = `SP10_10F_N'/2 88.                 local SP10_9F_N = `SP10_9F_N'/2 89.                 .                         di "" 90.                         di as green     "                       Table 5: Percentage of Games Solved At Each Node" 91.                         di as green     "                               Race 1-9:  1-9 played first" 92.                         di as green     "                               Race 1-9:  1-10 played first" 93.                         di as green     "                               Race 1-10:  1-9 played first" 94.                         di as green     "                               Race 1-10:  1-10 played first" 95. .         headermaker10_6A 96.         tablemaker10_6A  `SP9_9F_N'             `SP9_9F_P_1'            `SP9_9F_P_2'            `SP9_9F_P_3'            `SP9_9F_P_4'            `SP9> _9F_P_5'            `SP9_9F_P_6'            `SP9_9F_P_7'            `SP9_9F_P_8'            `SP9_9F_P_9' 97.         tablemaker10_6A  `SP9_10F_N'            `SP9_10F_P_1'           `SP9_10F_P_2'           `SP9_10F_P_3'           `SP9_10F_P_4'           `SP9> _10F_P_5'           `SP9_10F_P_6'           `SP9_10F_P_7'           `SP9_10F_P_8'           `SP9_10F_P_9' 98.         tablemaker10_6A  `SP10_10F_N'           `SP10_10F_1'            `SP10_10F_2'            `SP10_10F_3'            `SP10_10F_4'            `SP1> 0_10F_5'            `SP10_10F_6'            `SP10_10F_7'            `SP10_10F_8'            `SP10_10F_9' 99.         tablemaker10_6A  `SP10_9F_N'            `SP10_9F_1'             `SP10_9F_2'             `SP10_9F_3'             `SP10_9F_4'             `SP1> 0_9F_5'             `SP10_9F_6'             `SP10_9F_7'             `SP10_9F_8'             `SP10_9F_9'100. .         }                       Table 5: Percentage of Games Solved At Each Node                               Race 1-9:  1-9 played first                               Race 1-9:  1-10 played first                               Race 1-10:  1-9 played first                               Race 1-10:  1-10 played first------------------------------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8 | Node 9------------------------------------------------------------------------------------------------------------------------52       | .615     | .115     | .038     | .019     | .019     | 0        | .019     | .058   | .11551       | .529     | .059     | .02      | .059     | .02      | .02      | .039     | .098   | .15751       | .078     | .059     | 0        | .02      | 0        | .059     | .039     | .176   | .56951       | .176     | .118     | .039     | 0        | .02      | 0        | .059     | .255   | .333r; t=0.09 15:08:24.  .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:24.         file open table5 using table5.tex, write replacer; t=0.00 15:08:24.         file write table5 "\begin{table}[!h]" _nr; t=0.00 15:08:24.         file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  r; t=0.00 15:08:24.         file write table5 "\hline \hline" _n r; t=0.00 15:08:24.         file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} > & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:08:24.         file write table5 "\hline" _n r; t=0.00 15:08:24.         file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n r; t=0.00 15:08:24.         file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' &>  `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n r; t=0.00 15:08:24.         file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10> F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n r; t=0.00 15:08:24.         file write table5 "\hline" _nr; t=0.00 15:08:24.         file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n r; t=0.00 15:08:24.         file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6> ' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n r; t=0.00 15:08:24.         file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP> 10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n r; t=0.00 15:08:24.         file write table5 "\end{tabular}" _n r; t=0.00 15:08:24.         file write table5 "\end{table}" _nr; t=0.00 15:08:24.         file close table5r; t=0.01 15:08:24. .         *We revert back to counting individuals not pairs..                 local SP9_9F_N = `SP9_9F_N'*2r; t=0.00 15:08:24.                 local SP9_10F_N = `SP9_10F_N'*2r; t=0.00 15:08:24.                 local SP10_10F_N = `SP10_10F_N'*2r; t=0.00 15:08:24.                 local SP10_9F_N = `SP10_9F_N'*2r; t=0.00 15:08:24.                 . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 6:  Centipede Behavior by Induction Ability> Implied stop probabilities pi at each Terminal Node - Chess Players> *****************************************************************************************/.         qui {  3.         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1  4.                 local N=r(N)  5.                 count if bestinductors == 1 & color == "White" & cpnode != .  6.                 local D=r(N)  7.                 local bestinductors_White_1=`N'/`D'  8.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1  9. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 10.                 local N=r(N) 11.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 12.                 local D=r(N) 13.                 local bestinductors_Black_2=`N'/`D' 14.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 15. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 16.                 local N=r(N) 17.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 18.                 local D=r(N) 19.                 local bestinductors_White_3=`N'/`D' 20.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 21. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 22.                 local N=r(N) 23.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 24.                 local D=r(N) 25.                 local bestinductors_Black_4=`N'/`D' 26.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 27. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 28.                 local N=r(N) 29.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 30.                 local D=r(N) 31.                 local bestinductors_White_5=`N'/`D' 32.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 33. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 34.                 local N=r(N) 35.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 36.                 local D=r(N) 37.                 local bestinductors_Black_6=`N'/`D' 38.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 39. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 40.                 local N=r(N) 41.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 42.                 local D=r(N) 43.                 local bestinductors_White_7=`N'/`D' 44.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 45. .                 drop cp_bestinductors 46.                 count if bestinductors == 1 & cpnode != . 47.                 local BI_N = r(N) 48. .         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1 49.                 local BN_1=r(N) 50.                 count if bestinductors == 1 & color == "White" & cpnode != . 51.                 local DN_1=r(N) 52.                 local bestinductors_White_1 = round(`BN_1'/`DN_1', .001) 53.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1 54. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 55.                 local BN_2=r(N) 56.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 57.                 local DN_2=r(N) 58.                 local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001) 59.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 60. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 61.                 local BN_3=r(N) 62.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 63.                 local DN_3=r(N) 64.                 local bestinductors_White_3 =round(`BN_3'/`DN_3', .001) 65.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 66. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 67.                 local BN_4=r(N) 68.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 69.                 local DN_4=r(N) 70.                 local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001) 71.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 72. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 73.                 local BN_5=r(N) 74.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 75.                 local DN_5=r(N) 76.                 local bestinductors_White_5 =round(`BN_5'/`DN_5', .001) 77.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4) 78.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 79. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 80.                 local BN_6=r(N) 81.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 82.                 local DN_6=r(N) 83.                 local bestinductors_Black_6=round(`BN_6'/`DN_6', .001) 84.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 85. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 86.                 local BN_7=r(N) 87.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 88.                 local DN_7=r(N) 89.                 local bestinductors_White_7=round(`BN_7'/`DN_7', .001) 90.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 91. .                 count if secondbestinductors == 1 & cpnode != . 92.                 local SBI_N = r(N) 93. .         *Second Best Inductors who stopped at the 1st node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 1 94.                 local SN_1=r(N) 95.                 count if secondbestinductors == 1 & color == "White" & cpnode != . 96.                 local DSN_1=r(N) 97.                 local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001) 98.                 generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1 99. .         *Second Best Inductors who stopped at the 2nd node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 2100.                 local SN_2=r(N)101.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .102.                 local DSN_2=r(N)103.                 local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)104.                 replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2105. .         *Second Best Inductors who stopped at the 3rd node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 3106.                 local SN_3=r(N)107.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .108.                 local DSN_3=r(N)109.                 local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)110.                 replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3111. .         *Second Best Inductors who stopped at the 4th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 4112.                 local SN_4=r(N)113.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .114.                 local DSN_4=r(N)115.                 local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)116.                 replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4117. .         *Second Best Inductors who stopped at the 5th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 5118.                 local SN_5=r(N)119.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .120.                 local DSN_5=r(N)121.                 local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)122.                 replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5123. .         *Second Best Inductors who stopped at the 6th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 6124.                 local SN_6=r(N)125.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != .126.                 local DSN_6=r(N)127.                 local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)128.                 replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6129. .         *Second Best Inductors who stopped at the 7th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 7130.                 local SN_7=r(N)131.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != 6 & cpnode != .132.                 local DSN_7=r(N)133.                 local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)134.                 replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .135. .                 count if goodinductors == 1 & cpnode != .136.                 local GI_N = r(N)137. .         *Good Inductors who stopped at the 1st node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 1138.                 local GN_1=r(N)139.                 count if goodinductors == 1 & color == "White" & cpnode != .140.                 local DGN_1=r(N)141.                 local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)142.                 generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1143. .         *Good Inductors who stopped at the 2nd node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 2144.                 local GN_2=r(N)145.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .146.                 local DGN_2=r(N)147.                 local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)148.                 replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2149. .         *Good Inductors who stopped at the 3rd node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 3150.                 local GN_3=r(N)151.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .152.                 local DGN_3=r(N)153.                 local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)154.                 replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3155. .         *Good Inductors who stopped at the 4th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 4156.                 local GN_4=r(N)157.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .158.                 local DGN_4=r(N)159.                 local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)160.                 replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4161. .         *Good Inductors who stopped at the 5th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 5162.                 local GN_5=r(N)163.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .164.                 local DGN_5=r(N)165.                 local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)166.                 replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5167. .         *Good Inductors who stopped at the 6th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 6168.                 local GN_6=r(N)169.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .170.                 local DGN_6=r(N)171.                 local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)172.                 replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6173. .         *Good Inductors who stopped at the 7th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 7174.                 local GN_7=r(N)175.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != .176.                 local DGN_7=r(N)177.                 local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)178.                 replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .179. .                 count if badinductors == 1 & cpnode != .180.                 local BD_N = r(N)181. .         *Bad Inductors who stopped at the 1st node and could.                 count if badinductors == 1 & color == "White" & cpnode == 1182.                 local BdN_1=r(N)183.                 count if badinductors == 1 & color == "White" & cpnode != .184.                 local DBN_1=r(N)185.                 local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)186.                 generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1187. .         *Bad Inductors who stopped at the 2nd node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 2188.                 local BdN_2=r(N)189.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .190.                 local DBN_2=r(N)191.                 local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)192.                 replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2193. .         *Bad Inductors who stopped at the 3rd node and could.                 count if badinductors == 1 & color == "White" & cpnode == 3194.                 local BdN_3=r(N)195.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .196.                 local DBN_3=r(N)197.                 local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)198.                 replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3199. .         *Bad Inductors who stopped at the 4th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 4200.                 local BdN_4=r(N)201.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .202.                 local DBN_4=r(N)203.                 local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)204.                 replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4205. .         *Bad Inductors who stopped at the 5th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 5206.                 local BdN_5=r(N)207.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .208.                 local DBN_5=r(N)209.                 local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)210.                 replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5211. .         *Bad Inductors who stopped at the 6th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 6212.                 local BdN_6=r(N)213.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .214.                 local DBN_6=r(N)215.                 local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)216.                 replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6217. .         *Bad Inductors who stopped at the 7th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 7218.                 local BdN_7=r(N)219.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & > cpnode != .220.                 local DBN_7=r(N)221.                 local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)222.                 replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .223.         }224. .                         di ""225.                         di as green     "                       Table 6: Centipede Behavior by Induction Ability"226.                         di as green     "                       Implied stop probabilities at each terminal node"227.                         di as green     "                               Best"228.                         di as green     "                               Second Best"229.                         di as green     "                               Second Worst"230.                         di as green     "                               Worst"231. . .         headermaker8_3A232.         tablemaker8_3A  .       `bestinductors_White_1'         `bestinductors_Black_2'         `bestinductors_White_3'         `bestinductors_Black> _4'         `bestinductors_White_5'         `bestinductors_Black_6'         `bestinductors_White_7'233.         tablemaker8_3A `BI_N'   `DN_1'                          `DN_2'                          `DN_3'                          `DN_4'              >             `DN_5'                          `DN_6'                          `DN_7'234.         tablemaker8_3A  .       `secondbestinductors_White_1'   `secondbestinductors_Black_2'   `secondbestinductors_White_3'   `secondbestinductors> _Black_4'   `secondbestinductors_White_5'   `secondbestinductors_Black_6'   `secondbestinductors_White_7'235.         tablemaker8_3A `SBI_N'  `DSN_1'                         `DSN_2'                         `DSN_3'                         `DSN_4'             >             `DSN_5'                         `DSN_6'                         `DSN_7'236.         tablemaker8_3A  .       `goodinductors_White_1'         `goodinductors_Black_2'         `goodinductors_White_3'         `goodinductors_Black> _4'         `goodinductors_White_5'         `goodinductors_Black_6'         `goodinductors_White_7'237.         tablemaker8_3A  `GI_N'  `DGN_1'                         `DGN_2'                         `DGN_3'                         `DGN_4'             >             `DGN_5'                         `DGN_6'                         `DGN_7'238.         tablemaker8_3A  .       `badinductors_White_1'          `badinductors_Black_2'          `badinductors_White_3'          `badinductors_Black_> 4'          `badinductors_White_5'          `badinductors_Black_6'          `badinductors_White_7'239.         tablemaker8_3A  `BD_N'  `DBN_1'                         `DBN_2'                         `DBN_3'                         `DBN_4'             >             `DBN_5'                         `DBN_6'                         `DBN_7'240. .         }                       Table 6: Centipede Behavior by Induction Ability                       Implied stop probabilities at each terminal node                               Best                               Second Best                               Second Worst                               Worst----------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7----------------------------------------------------------------------------------------------------.        | 0        | .2       | .125     | .25      | .667     | 0        | 115       | 10       | 5        | 8        | 4        | 3        | 2        | 1.        | 0        | .106     | .375     | .412     | .5710000000000001|.889|166       | 17       | 47       | 16       | 34       | 7        | 9        | 1.        | .1       | .133     | .278     | .417     | .833     | 1        | 136       | 20       | 15       | 18       | 12       | 12       | 1        | 1.        | .036     | .065     | .109     | .238     | .458     | .429     | 187       | 55       | 31       | 46       | 21       | 24       | 7        | 4r; t=0.02 15:08:24.  .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:24.         file open table6 using table6.tex, write replacer; t=0.00 15:08:24.         file write table6 "\begin{table}" _nr; t=0.00 15:08:24.         file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabil> ities}} \\" _n  r; t=0.00 15:08:24.         file write table6 "\hline \hline" _n r; t=0.00 15:08:24.         file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\> \" _n r; t=0.00 15:08:24.         file write table6 "\hline" _n r; t=0.00 15:08:24.         file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3> ' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n r; t=0.00 15:08:24.         file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n r; t=0.00 15:08:24.         file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `s> econdbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n r; t=0.00 15:08:24.         file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n r; t=0.00 15:08:24.         file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors> _White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n r; t=0.00 15:08:24.         file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n r; t=0.00 15:08:24.         file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' > & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n r; t=0.00 15:08:24.         file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n r; t=0.00 15:08:24.         file write table6 "\end{tabular}" _n r; t=0.00 15:08:24.         file write table6 "\end{table}" _nr; t=0.00 15:08:24.         file close table6r; t=0.00 15:08:24. . . . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 7:  Summary of Race to 100 Results by First Game> *****************************************************************************************/.                 qui {  3.         .                 *Number at which SP9 is solved by node:.                 local SP9_N_1 = 10  4.                 local SP9_N_2 = 20  5.                 local SP9_N_3 = 30  6.                 local SP9_N_4 = 40  7.                 local SP9_N_5 = 50  8.                 local SP9_N_6 = 60  9.                 local SP9_N_7 = 70 10.                 local SP9_N_8 = 80 11.                 local SP9_N_9 = 90 12.         .                 *Number at which SP10 is solved by node:.                 local SP10_N_1 = 1 13.                 local SP10_N_2 = 12 14.                 local SP10_N_3 = 23 15.                 local SP10_N_4 = 34 16.                 local SP10_N_5 = 45 17.                 local SP10_N_6 = 56 18.                 local SP10_N_7 = 67 19.                 local SP10_N_8 = 78 20.                 local SP10_N_9 = 89 21.         .         ************************************.         *Among those who played SP_9 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_9" 22.                 local total_count = r(N) 23.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9" 24.                 local SP9_P_1_GM = r(N)/`total_count' 25.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9" 26.                 local SP9_P_2_GM = r(N)/`total_count' 27.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9" 28.                 local SP9_P_3_GM = r(N)/`total_count' 29.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9" 30.                 local SP9_P_4_GM = r(N)/`total_count' 31.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9" 32.                 local SP9_P_5_GM = r(N)/`total_count' 33.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9" 34.                 local SP9_P_6_GM = r(N)/`total_count' 35.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9" 36.                 local SP9_P_7_GM = r(N)/`total_count' 37.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9" 38.                 local SP9_P_8_GM = r(N)/`total_count' 39.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9" 40.                 local SP9_P_9_GM = r(N)/`total_count' 41.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_9" 42.                 local total_count = r(N) 43.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9" 44.                 local SP9_P_1_IM = r(N)/`total_count' 45.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9" 46.                 local SP9_P_2_IM = r(N)/`total_count' 47.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9" 48.                 local SP9_P_3_IM = r(N)/`total_count' 49.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9" 50.                 local SP9_P_4_IM = r(N)/`total_count' 51.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9" 52.                 local SP9_P_5_IM = r(N)/`total_count' 53.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9" 54.                 local SP9_P_6_IM = r(N)/`total_count' 55.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9" 56.                 local SP9_P_7_IM = r(N)/`total_count' 57.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9" 58.                 local SP9_P_8_IM = r(N)/`total_count' 59.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9" 60.                 local SP9_P_9_IM = r(N)/`total_count' 61.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_9" 62.                 local total_count = r(N) 63.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9" 64.                 local SP9_P_1_Master = r(N)/`total_count' 65.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9" 66.                 local SP9_P_2_Master = r(N)/`total_count' 67.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9" 68.                 local SP9_P_3_Master = r(N)/`total_count' 69.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9" 70.                 local SP9_P_4_Master = r(N)/`total_count' 71.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9" 72.                 local SP9_P_5_Master = r(N)/`total_count' 73.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9" 74.                 local SP9_P_6_Master = r(N)/`total_count' 75.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9" 76.                 local SP9_P_7_Master = r(N)/`total_count'  77.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9" 78.                 local SP9_P_8_Master = r(N)/`total_count' 79.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9" 80.                 local SP9_P_9_Master = r(N)/`total_count' 81.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_9" 82.                 local total_count = r(N) 83.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 84.                 local SP9_P_1_g2000 = r(N)/`total_count' 85.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 86.                 local SP9_P_2_g2000 = r(N)/`total_count' 87.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 88.                 local SP9_P_3_g2000 = r(N)/`total_count' 89.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 90.                 local SP9_P_4_g2000 = r(N)/`total_count' 91.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 92.                 local SP9_P_5_g2000 = r(N)/`total_count' 93.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 94.                 local SP9_P_6_g2000 = r(N)/`total_count' 95.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 96.                 local SP9_P_7_g2000 = r(N)/`total_count' 97.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 98.                 local SP9_P_8_g2000 = r(N)/`total_count' 99.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"100.                 local SP9_P_9_g2000 = r(N)/`total_count'101.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_9"102.                 local total_count = r(N)103.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"104.                 local SP9_P_1_l2000 = r(N)/`total_count'105.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"106.                 local SP9_P_2_l2000 = r(N)/`total_count'107.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"108.                 local SP9_P_3_l2000 = r(N)/`total_count'109.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"110.                 local SP9_P_4_l2000 = r(N)/`total_count'111.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"112.                 local SP9_P_5_l2000 = r(N)/`total_count'113.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"114.                 local SP9_P_6_l2000 = r(N)/`total_count'115.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"116.                 local SP9_P_7_l2000 = r(N)/`total_count'117.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"118.                 local SP9_P_8_l2000 = r(N)/`total_count'119.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"120.                 local SP9_P_9_l2000 = r(N)/`total_count'121.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_9"122.                 local total_count = r(N)123.                 count if  sp9number == 10 & game1 == "SP_9"124.                 local SP9_P_1 = round(r(N)/`total_count', .001)125.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)126.                 count if  sp9number == 20 & game1 == "SP_9"127.                 local SP9_P_2 = round(r(N)/`total_count', .001)128.                 count if  sp9number == 30 & game1 == "SP_9"129.                 local SP9_P_3 = round(r(N)/`total_count', .001)130.                 count if  sp9number == 40 & game1 == "SP_9"131.                 local SP9_P_4 = round(r(N)/`total_count', .001)132.                 count if  sp9number == 50 & game1 == "SP_9"133.                 local SP9_P_5 = round(r(N)/`total_count', .001)134.                 count if  sp9number == 60 & game1 == "SP_9"135.                 local SP9_P_6 = round(r(N)/`total_count', .001)136.                 count if  sp9number == 70 & game1 == "SP_9"137.                 local SP9_P_7 = round(r(N)/`total_count', .001)138.                 count if  sp9number == 80 & game1 == "SP_9"139.                 local SP9_P_8 = round(r(N)/`total_count', .001)140.                 count if  sp9number == 90 & game1 == "SP_9"141.                 local SP9_P_9 = round(r(N)/`total_count', .001)142.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_9"143.                 local total_count = r(N)144.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"145.                 local SP10_P_1_GM = r(N)/`total_count'146.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"147.                 local SP10_P_2_GM = r(N)/`total_count'148.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"149.                 local SP10_P_3_GM = r(N)/`total_count'150.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"151.                 local SP10_P_4_GM = r(N)/`total_count'152.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"153.                 local SP10_P_5_GM = r(N)/`total_count'154.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"155.                 local SP10_P_6_GM = r(N)/`total_count'156.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"157.                 local SP10_P_7_GM = r(N)/`total_count'158.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"159.                 local SP10_P_8_GM = r(N)/`total_count'160.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"161.                 local SP10_P_9_GM = r(N)/`total_count'162.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_9"163.                 local total_count = r(N)164.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"165.                 local SP10_P_1_IM = r(N)/`total_count'166.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"167.                 local SP10_P_2_IM = r(N)/`total_count'168.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"169.                 local SP10_P_3_IM = r(N)/`total_count'170.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"171.                 local SP10_P_4_IM = r(N)/`total_count'172.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"173.                 local SP10_P_5_IM = r(N)/`total_count'174.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"175.                 local SP10_P_6_IM = r(N)/`total_count'176.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"177.                 local SP10_P_7_IM = r(N)/`total_count'178.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"179.                 local SP10_P_8_IM = r(N)/`total_count'180.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"181.                 local SP10_P_9_IM = r(N)/`total_count'182.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_9"183.                 local total_count = r(N)184.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"185.                 local SP10_P_1_Master = r(N)/`total_count'186.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"187.                 local SP10_P_2_Master = r(N)/`total_count'188.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"189.                 local SP10_P_3_Master = r(N)/`total_count'190.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"191.                 local SP10_P_4_Master = r(N)/`total_count'192.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"193.                 local SP10_P_5_Master = r(N)/`total_count'194.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"195.                 local SP10_P_6_Master = r(N)/`total_count'196.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"197.                 local SP10_P_7_Master = r(N)/`total_count'198.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"199.                 local SP10_P_8_Master = r(N)/`total_count'200.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"201.                 local SP10_P_9_Master = r(N)/`total_count'202.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_9"203.                 local total_count = r(N)204.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"205.                 local SP10_P_1_g2000 = r(N)/`total_count'206.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"207.                 local SP10_P_2_g2000 = r(N)/`total_count'208.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"209.                 local SP10_P_3_g2000 = r(N)/`total_count'210.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"211.                 local SP10_P_4_g2000 = r(N)/`total_count'212.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"213.                 local SP10_P_5_g2000 = r(N)/`total_count'214.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"215.                 local SP10_P_6_g2000 = r(N)/`total_count'216.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"217.                 local SP10_P_7_g2000 = r(N)/`total_count'218.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"219.                 local SP10_P_8_g2000 = r(N)/`total_count'220.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"221.                 local SP10_P_9_g2000 = r(N)/`total_count'222.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_9"223.                 local total_count = r(N)224.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"225.                 local SP10_P_1_l2000 = r(N)/`total_count'226.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"227.                 local SP10_P_2_l2000 = r(N)/`total_count'228.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"229.                 local SP10_P_3_l2000 = r(N)/`total_count'230.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"231.                 local SP10_P_4_l2000 = r(N)/`total_count'232.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"233.                 local SP10_P_5_l2000 = r(N)/`total_count'234.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"235.                 local SP10_P_6_l2000 = r(N)/`total_count' 236.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"237.                 local SP10_P_7_l2000 = r(N)/`total_count'238.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"239.                 local SP10_P_8_l2000 = r(N)/`total_count'240.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"241.                 local SP10_P_9_l2000 = r(N)/`total_count'242.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_9"243.                 local total_count = r(N)244.                 count if sp10number == 1 & game1 == "SP_9"245.                 local SP10_P_1 = round(r(N)/`total_count', .001) 246.                 count if sp10number == 12 & game1 == "SP_9"247.                 local SP10_P_2 = round(r(N)/`total_count', .001)248.                 count if sp10number == 23 & game1 == "SP_9"249.                 local SP10_P_3 = round(r(N)/`total_count', .001)250.                 count if sp10number == 34 & game1 == "SP_9"251.                 local SP10_P_4 = round(r(N)/`total_count', .001)252.                 count if sp10number == 45 & game1 == "SP_9"253.                 local SP10_P_5 = round(r(N)/`total_count', .001)254.                 count if sp10number == 56 & game1 == "SP_9"255.                 local SP10_P_6 = round(r(N)/`total_count', .001)256.                 count if sp10number == 67 & game1 == "SP_9"257.                 local SP10_P_7 = round(r(N)/`total_count', .001)258.                 count if sp10number == 78 & game1 == "SP_9"259.                 local SP10_P_8 = round(r(N)/`total_count', .001)260.                 count if sp10number == 89 & game1 == "SP_9"261.                 local SP10_P_9 = round(r(N)/`total_count', .001)262.                                         . .                                 di ""263.                                 di as green     "                       Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"264.                                 di as green     "                               Number at which Game Solved (1-9)"265.                                 di as green     "                               Number at which Game Solved (1-10)"266.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"267.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"268. .                 headermaker9_3C269.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'270.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'271.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'272.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'273.                 .         }274.                  cd "$tabledir"275.                 file open table7a using table7a.tex, write replace276.                 file write table7a "\begin{table}[!h]" _n277.                 file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on>  (1-9) Played First}} \\" _n  278.                 file write table7a "\hline \hline" _n 279.                 file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6}>  & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 280.                 file write table7a "\hline" _n 281.                 file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9> _N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 282.                 file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P> _7' & `SP9_P_8' & `SP9_P_9'\\" _n 283.                 file write table7a "\hline" _n284.                 file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6'>  & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 285.                 file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' &>  `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n286.                 file write table7a "\end{tabular}" _n 287.                 file write table7a "\end{table}" _n288.                 file close table7a289.         .         .         ************************************.         *Among those who played SP_10 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_10"290.                 local total_count = r(N)291.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"292.                 local SP9_P_1_GM = r(N)/`total_count'293.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"294.                 local SP9_P_2_GM = r(N)/`total_count'295.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"296.                 local SP9_P_3_GM = r(N)/`total_count'297.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"298.                 local SP9_P_4_GM = r(N)/`total_count'299.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"300.                 local SP9_P_5_GM = r(N)/`total_count'301.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"302.                 local SP9_P_6_GM = r(N)/`total_count'303.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"304.                 local SP9_P_7_GM = r(N)/`total_count'305.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"306.                 local SP9_P_8_GM = r(N)/`total_count'307.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"308.                 local SP9_P_9_GM = r(N)/`total_count'309.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_10"310.                 local total_count = r(N)311.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"312.                 local SP9_P_1_IM = r(N)/`total_count'313.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"314.                 local SP9_P_2_IM = r(N)/`total_count'315.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"316.                 local SP9_P_3_IM = r(N)/`total_count'317.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"318.                 local SP9_P_4_IM = r(N)/`total_count'319.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"320.                 local SP9_P_5_IM = r(N)/`total_count'321.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"322.                 local SP9_P_6_IM = r(N)/`total_count'323.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"324.                 local SP9_P_7_IM = r(N)/`total_count'325.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"326.                 local SP9_P_8_IM = r(N)/`total_count'327.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"328.                 local SP9_P_9_IM = r(N)/`total_count'329.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_10"330.                 local total_count = r(N)331.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"332.                 local SP9_P_1_Master = r(N)/`total_count'333.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"334.                 local SP9_P_2_Master = r(N)/`total_count'335.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"336.                 local SP9_P_3_Master = r(N)/`total_count'337.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"338.                 local SP9_P_4_Master = r(N)/`total_count'339.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"340.                 local SP9_P_5_Master = r(N)/`total_count'341.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"342.                 local SP9_P_6_Master = r(N)/`total_count'343.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"344.                 local SP9_P_7_Master = r(N)/`total_count' 345.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"346.                 local SP9_P_8_Master = r(N)/`total_count'347.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"348.                 local SP9_P_9_Master = r(N)/`total_count'349.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_10"350.                 local total_count = r(N)351.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"352.                 local SP9_P_1_g2000 = r(N)/`total_count'353.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"354.                 local SP9_P_2_g2000 = r(N)/`total_count'355.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"356.                 local SP9_P_3_g2000 = r(N)/`total_count'357.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"358.                 local SP9_P_4_g2000 = r(N)/`total_count'359.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"360.                 local SP9_P_5_g2000 = r(N)/`total_count'361.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"362.                 local SP9_P_6_g2000 = r(N)/`total_count'363.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"364.                 local SP9_P_7_g2000 = r(N)/`total_count'365.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"366.                 local SP9_P_8_g2000 = r(N)/`total_count'367.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"368.                 local SP9_P_9_g2000 = r(N)/`total_count'369.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_10"370.                 local total_count = r(N)371.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"372.                 local SP9_P_1_l2000 = r(N)/`total_count'373.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"374.                 local SP9_P_2_l2000 = r(N)/`total_count'375.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"376.                 local SP9_P_3_l2000 = r(N)/`total_count'377.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"378.                 local SP9_P_4_l2000 = r(N)/`total_count'379.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"380.                 local SP9_P_5_l2000 = r(N)/`total_count'381.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"382.                 local SP9_P_6_l2000 = r(N)/`total_count'383.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"384.                 local SP9_P_7_l2000 = r(N)/`total_count'385.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"386.                 local SP9_P_8_l2000 = r(N)/`total_count'387.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"388.                 local SP9_P_9_l2000 = r(N)/`total_count'389.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_10"390.                 local total_count = r(N)391.                 count if  sp9number == 10 & game1 == "SP_10"392.                 local SP9_P_1 = round(r(N)/`total_count', .001)393.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)394.                 count if  sp9number == 20 & game1 == "SP_10"395.                 local SP9_P_2 = round(r(N)/`total_count', .001)396.                 count if  sp9number == 30 & game1 == "SP_10"397.                 local SP9_P_3 = round(r(N)/`total_count', .001)398.                 count if  sp9number == 40 & game1 == "SP_10"399.                 local SP9_P_4 = round(r(N)/`total_count', .001)400.                 count if  sp9number == 50 & game1 == "SP_10"401.                 local SP9_P_5 = round(r(N)/`total_count', .001)402.                 count if  sp9number == 60 & game1 == "SP_10"403.                 local SP9_P_6 = round(r(N)/`total_count', .001)404.                 count if  sp9number == 70 & game1 == "SP_10"405.                 local SP9_P_7 = round(r(N)/`total_count', .001)406.                 count if  sp9number == 80 & game1 == "SP_10"407.                 local SP9_P_8 = round(r(N)/`total_count', .001)408.                 count if  sp9number == 90 & game1 == "SP_10"409.                 local SP9_P_9 = round(r(N)/`total_count', .001)410.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_10"411.                 local total_count = r(N)412.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"413.                 local SP10_P_1_GM = r(N)/`total_count'414.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"415.                 local SP10_P_2_GM = r(N)/`total_count'416.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"417.                 local SP10_P_3_GM = r(N)/`total_count'418.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"419.                 local SP10_P_4_GM = r(N)/`total_count'420.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"421.                 local SP10_P_5_GM = r(N)/`total_count'422.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"423.                 local SP10_P_6_GM = r(N)/`total_count'424.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"425.                 local SP10_P_7_GM = r(N)/`total_count'426.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"427.                 local SP10_P_8_GM = r(N)/`total_count'428.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"429.                 local SP10_P_9_GM = r(N)/`total_count'430.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_10"431.                 local total_count = r(N)432.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"433.                 local SP10_P_1_IM = r(N)/`total_count'434.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"435.                 local SP10_P_2_IM = r(N)/`total_count'436.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"437.                 local SP10_P_3_IM = r(N)/`total_count'438.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"439.                 local SP10_P_4_IM = r(N)/`total_count'440.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"441.                 local SP10_P_5_IM = r(N)/`total_count'442.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"443.                 local SP10_P_6_IM = r(N)/`total_count'444.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"445.                 local SP10_P_7_IM = r(N)/`total_count'446.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"447.                 local SP10_P_8_IM = r(N)/`total_count'448.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"449.                 local SP10_P_9_IM = r(N)/`total_count'450.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_10"451.                 local total_count = r(N)452.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"453.                 local SP10_P_1_Master = r(N)/`total_count'454.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"455.                 local SP10_P_2_Master = r(N)/`total_count'456.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"457.                 local SP10_P_3_Master = r(N)/`total_count'458.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"459.                 local SP10_P_4_Master = r(N)/`total_count'460.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"461.                 local SP10_P_5_Master = r(N)/`total_count'462.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"463.                 local SP10_P_6_Master = r(N)/`total_count'464.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"465.                 local SP10_P_7_Master = r(N)/`total_count'466.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"467.                 local SP10_P_8_Master = r(N)/`total_count'468.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"469.                 local SP10_P_9_Master = r(N)/`total_count'470.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_10"471.                 local total_count = r(N)472.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"473.                 local SP10_P_1_g2000 = r(N)/`total_count'474.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"475.                 local SP10_P_2_g2000 = r(N)/`total_count'476.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"477.                 local SP10_P_3_g2000 = r(N)/`total_count'478.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"479.                 local SP10_P_4_g2000 = r(N)/`total_count'480.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"481.                 local SP10_P_5_g2000 = r(N)/`total_count'482.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"483.                 local SP10_P_6_g2000 = r(N)/`total_count'484.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"485.                 local SP10_P_7_g2000 = r(N)/`total_count'486.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"487.                 local SP10_P_8_g2000 = r(N)/`total_count'488.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"489.                 local SP10_P_9_g2000 = r(N)/`total_count'490.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_10"491.                 local total_count = r(N)492.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"493.                 local SP10_P_1_l2000 = r(N)/`total_count'494.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"495.                 local SP10_P_2_l2000 = r(N)/`total_count'496.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"497.                 local SP10_P_3_l2000 = r(N)/`total_count'498.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"499.                 local SP10_P_4_l2000 = r(N)/`total_count'500.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"501.                 local SP10_P_5_l2000 = r(N)/`total_count'502.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"503.                 local SP10_P_6_l2000 = r(N)/`total_count' 504.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"505.                 local SP10_P_7_l2000 = r(N)/`total_count'506.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"507.                 local SP10_P_8_l2000 = r(N)/`total_count'508.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"509.                 local SP10_P_9_l2000 = r(N)/`total_count'510.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_10"511.                 local total_count = r(N)512.                 count if sp10number == 1 & game1 == "SP_10"513.                 local SP10_P_1 = round(r(N)/`total_count', .001) 514.                 count if sp10number == 12 & game1 == "SP_10"515.                 local SP10_P_2 = round(r(N)/`total_count', .001)516.                 count if sp10number == 23 & game1 == "SP_10"517.                 local SP10_P_3 = round(r(N)/`total_count', .001)518.                 count if sp10number == 34 & game1 == "SP_10"519.                 local SP10_P_4 = round(r(N)/`total_count', .001)520.                 count if sp10number == 45 & game1 == "SP_10"521.                 local SP10_P_5 = round(r(N)/`total_count', .001)522.                 count if sp10number == 56 & game1 == "SP_10"523.                 local SP10_P_6 = round(r(N)/`total_count', .001)524.                 count if sp10number == 67 & game1 == "SP_10"525.                 local SP10_P_7 = round(r(N)/`total_count', .001)526.                 count if sp10number == 78 & game1 == "SP_10"527.                 local SP10_P_8 = round(r(N)/`total_count', .001)528.                 count if sp10number == 89 & game1 == "SP_10"529.                 local SP10_P_9 = round(r(N)/`total_count', .001)530.                 .         .                                 di ""531.                                 di as green     "                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First> "532.                                 di as green     "                               Number at which Game Solved (1-9)"533.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"534.                                 di as green     "                               Number at which Game Solved (1-10)"535.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"536.         .                 headermaker9_3C537.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'538.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'539.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'540.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'541.                 .         }       /Users/trevorgallen/Desktop/Chess/Tables/    3    2    0    0    0    0    0    0    0    1    0    0    0    0    0    0    0    0    0    0   10    5    1    0    1    0    0    0    1    2    9    4    0    0    2    1    1    0    0    1    3    3    0    0    0    0    0    0    0    0   50   28    2    0    6    2    2    0    2    8    5    1    0    0    0    0    0    1    2    0    3    1    0    0    0    0    0    0    0    1    9    1    0    0    0    0    0    1    1    6    5    0    0    0    0    0    0    0    0    5    3    0    1    0    0    0    0    0    1    1   50    6    2    0    0    0    4    4    8   26                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.5600000000000001|.04|0        | .12      | .04      | .04      | 0        | .04      | .161        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.12      | .04      | 0        | 0        | 0        | .08      | .08      | .16      | .52r; t=0.13 15:08:25.                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:08:25.                 file open table7b using table7b.tex, write replacer; t=0.00 15:08:25.                 file write table7b "\begin{table}[!h]" _nr; t=0.00 15:08:25.                 file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1> -10) Played First}} \\" _n  r; t=0.00 15:08:25.                 file write table7b "\hline \hline" _n r; t=0.00 15:08:25.                 file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & > \textbf{7} & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:08:25.                 file write table7b "\hline" _n r; t=0.00 15:08:25.                 file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_> 7' & `SP9_N_8' & `SP9_N_9'\\" _n r; t=0.00 15:08:25.                 file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7'>  & `SP9_P_8' & `SP9_P_9'\\" _n r; t=0.00 15:08:25.                 file write table7b "\hline" _nr; t=0.00 15:08:25.                 file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & > `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:08:25.                 file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `S> P10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:08:25.                 file write table7b "\end{tabular}" _n r; t=0.00 15:08:25.                 file write table7b "\end{table}" _nr; t=0.00 15:08:25.                 file close table7b      r; t=0.00 15:08:25.         .         . /****************************************************************************************> * STATISTICAL TESTS: > *****************************************************************************************/. forval x = 1/1{  2.         *We compare GM first rates to all other first rates, comparing their dichotomous.         *success rates (bernoulli std. dv) with a t-test (assuming approximation to the .         *normal)..         .                 foreach x in GM IM M g2000 l2000 {  3.                 local SP10_First_`x'_S_T        =       round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)  4.                 local SP9_First_`x'_S_T         =       round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)  5.                 }  6.                 .                 forvalues x = 1/1 {  7.                 di "Table 5"  8.                 local SP10_First_NonGM_C_T =    `SP10_First_IM_C_T'+    `SP10_First_M_C_T'+     `SP10_First_g2000_C_T'  +       `SP10_First_l2000_C_> T'  9.                 local SP9_First_NonGM_C_T =     `SP9_First_IM_C_T'+     `SP9_First_M_C_T'+      `SP9_First_g2000_C_T'   +       `SP9_First_l2000_C_T> '                    10.         .                 local SP10_First_NonGM_S_T =    `SP10_First_IM_S_T'+    `SP10_First_M_S_T'+     `SP10_First_g2000_S_T'  +       `SP10_First_l2000_S_T' 11.                 local SP9_First_NonGM_S_T =     `SP9_First_IM_S_T'+     `SP9_First_M_S_T'+      `SP9_First_g2000_S_T'   +       `SP9_First_l2000_S_T> ' 12.         .                 local SP10_First_NonGM_T =      `SP10_First_NonGM_S_T'  /       `SP10_First_NonGM_C_T' 13.                 local SP9_First_NonGM_T =       `SP9_First_NonGM_S_T'   /       `SP9_First_NonGM_C_T' 14.         .                 local SP10_First_NonGM_SD_T     = (`SP10_First_NonGM_T' *       (1-`SP10_First_NonGM_T'))^.5 15.                 local SP10_First_GM_SD_T        = (`SP10_First_GM_T'    *       (1-`SP10_First_GM_T'))^.5 16.         .                 local SP9_First_NonGM_SD_T      = (`SP9_First_NonGM_T'  *       (1-`SP9_First_NonGM_T'))^.5 17.                 local SP9_First_GM_SD_T = (`SP9_First_GM_T'     *       (1-`SP9_First_GM_T'))^.5 18.                 } 19.         .                 di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 20.                 di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_> SD_T'" 21.                 ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T> ' 22.         .                 di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 23.                 di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'" 24.                 ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'     >      25.         .         *Now we compare SP9 First vs. SP10 First.                 *Counts and Percentages.                         *SP9.                         *9 First.                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 26.                         local 9F_N = r(N)/2 27.                         di "`9F_N'" 28.                         *9 Second.                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))  29.                         local 10F_N = r(N)/2     30.         .                         *SP9First, 10 or 20.                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 31.                         local SP9_9F_P_10and20 = r(N)/`SP9_9F_N' 32.                         di `SP9_9F_P_10and20' 33.                 .                         *SP10First, 10 or 20.                         .                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_10and20 = r(N)/`SP9_10F_N' 35.                         di `SP9_10F_P_10and20' 36.         .                         *SP10.                         *SP10First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 37.                         local SP10_10F_P_1and12 = r(N)/`10F_N' 38.                         di `SP10_10F_P_1and12'           39. .                         *SP9First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 40.                         local SP10_9F_P_1and12 = r(N)/`9F_N' 41.                         di `SP10_9F_P_1and12' 42.                 *Standard Errors.                         local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5 43.                         local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5 44.                         local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5 45.                         local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5  46. .                 di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second." 47.                 di "    ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD'" 48.                 ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD' 49.                 di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second." 50.                 di "    ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_10F_1and20SD'      `10F_N'        `SP10_10F_P_1and12'     `SP10_9F_1and20SD'" 51.                 ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_9F_1and20SD'      `10F_N' `SP10_10F_P_1and12'     `SP10_10F_1and20SD' 52. }Table 5We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 25 .2 .4 168 .0833333333333333 .2763853991962832Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      25          .2         .08          .4    .0348881    .3651119       y |     168    .0833333    .0213236    .2763854    .0412348    .1254319---------+--------------------------------------------------------------------combined |     193    .0984456    .0213514    .2966229    .0563322     .140559---------+--------------------------------------------------------------------    diff |            .1166667    .0631904               -.0079741    .2413074------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.8463Ho: diff = 0                                     degrees of freedom =      191    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9668         Pr(|T| > |t|) = 0.0664          Pr(T > t) = 0.0332We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 16 .5 .5 142 .3802816901408451 .4854559982989883Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      16          .5        .125          .5    .2335688    .7664312       y |     142    .3802817    .0407386     .485456    .2997443     .460819---------+--------------------------------------------------------------------combined |     158    .3924051    .0387175    .4866709    .3159308    .4688794---------+--------------------------------------------------------------------    diff |            .1197183    .1283927               -.1338942    .3733308------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   0.9324Ho: diff = 0                                     degrees of freedom =      156    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.8237         Pr(|T| > |t|) = 0.3526          Pr(T > t) = 0.1763  10452  102   76.73076923   60.58823529   14.2745098   30.57692308For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second.    ttesti 52   .7307692307692307      .4435600997950306      51 .5882352941176471     .4921529567847503Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .7307692    .0615107    .4435601    .6072813    .8542572       y |      51    .5882353    .0689152     .492153     .449815    .7266555---------+--------------------------------------------------------------------combined |     103    .6601942    .0464501    .4714167    .5680607    .7523277---------+--------------------------------------------------------------------    diff |            .1425339    .0922798               -.0405243    .3255922------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.5446Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9372         Pr(|T| > |t|) = 0.1256          Pr(T > t) = 0.0628For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second.    ttesti 52   .5769230769230769      .4462669284996488      51        .2745098039215687     .4940474068717357Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .5769231     .068512    .4940474    .4393794    .7144668       y |      51    .2745098    .0624899    .4462669    .1489952    .4000244---------+--------------------------------------------------------------------combined |     103    .4271845     .048547    .4926981    .3308917    .5234772---------+--------------------------------------------------------------------    diff |            .3024133    .0928224                .1182786    .4865479------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   3.2580Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9992         Pr(|T| > |t|) = 0.0015          Pr(T > t) = 0.0008r; t=0.04 15:08:25. .                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.01 15:08:25. .                 . end of do-filer; t=2.60 15:08:25. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.01 15:15:07.         set rmsg onr; t=0.00 15:15:07.         set more 1r; t=0.00 15:15:07.         set virtual onr; t=0.00 15:15:07.         pause offr; t=0.00 15:15:07. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:15:07.         global datadir = "$dir/Data"r; t=0.00 15:15:07.         global logdir = "$dir/Logs"r; t=0.00 15:15:07.         global codedir = "$dir/Code"r; t=0.00 15:15:07.         global figsdir = "$dir/Figures"r; t=0.00 15:15:07.         global tabledir = "$dir/tables"r; t=0.00 15:15:07. .         local projectname = "ChessInduction"r; t=0.00 15:15:07.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:15:07.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:15:07.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:15:07.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:15:07.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:15:07.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:15:07.         capture log close 



Logs/logChessInduction_2009_De_20_15_15.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_15.log  log type:  text opened on:  20 Dec 2009, 15:15:07r; t=0.00 15:15:07. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:15:07. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:15:07.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:15:07. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:15:07.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:15:07. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:15:07.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:15:07.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:15:07.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:15:07.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:15:07.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:15:07.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:15:07.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:15:07.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:15:07.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:15:07.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:15:07.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:15:07.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:15:07.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:15:07.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:15:07.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:15:07.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:15:07. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:15:07.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:15:07.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:15:07.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:15:07.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:15:07.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:15:07. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:15:07. .         *We drop our cleaned data if it has remained in the data folder..         cap erase $datadir/FullChess.dta"r; t=0.00 15:15:07. . .         rename var41 Player_Coder; t=0.00 15:15:07.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:15:07.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:15:07. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:15:07.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:15:07.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:15:07.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:15:07.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:15:07.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:15:07. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:15:07.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:15:07.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:15:07.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:15:07. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:15:07.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.01 15:15:07. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:15:07. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:15:07.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.00 15:15:07. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:15:07. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:15:07.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:15:07. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:15:07.                 gen IM = (title=="IM")r; t=0.00 15:15:07.                 gen Master = (title=="Master")r; t=0.00 15:15:07.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:15:07.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:15:07. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:15:07.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:15:07. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:15:07.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:15:07.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:15:07. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:15:07.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:15:07.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:15:07. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:15:07.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:15:07.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:15:07.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:15:07.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:15:07.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:15:07. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:15:07.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:15:07.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:15:07.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:15:07.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:15:07.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:15:07.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:15:07.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:15:07.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:15:07. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:15:07.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:15:07.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:15:07.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:15:07.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:15:07.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:15:07. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:15:07.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:15:07.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:15:07.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:15:07.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:15:07. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:15:07.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:15:07.                 save "$datadir/FullChess.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:15:07. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.01 15:15:07.                 sort city playernumberr; t=0.00 15:15:07.                 save "$datadir/Chess Race Data.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta savedr; t=0.00 15:15:07. .                 use "$datadir/FullChess.dta", clearr; t=0.00 15:15:07.                 sort city playernumberr; t=0.00 15:15:07.                 merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusingvariables city playernumber do not uniquely identify observations in the master datar; t=0.00 15:15:07. .         *Finally, I also make the blank .tex table format..                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:07.                 file open FullTables using FullTables.tex, write replacer; t=0.00 15:15:07.                 file write FullTables "\documentclass{article}" _nr; t=0.00 15:15:07.                 file write FullTables "\usepackage{fullpage}" _nr; t=0.00 15:15:07.                 file write FullTables "\usepackage{natbib}" _nr; t=0.00 15:15:07.                 file write FullTables "\usepackage{graphicx}" _nr; t=0.00 15:15:07.                 file write FullTables "\usepackage{multirow}" _nr; t=0.00 15:15:07.                 file write FullTables "\usepackage{lscape}" _nr; t=0.00 15:15:07.                 file write FullTables "\bibliographystyle{plainnat}" _nr; t=0.00 15:15:07.                 file write FullTables "\begin{document}" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table1.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table2.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table3.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table4a.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table4b.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\begin{landscape}" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table5.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\end{landscape}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table6.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\newpage" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table7a.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\input{table7b.tex}" _nr; t=0.00 15:15:07.                 file write FullTables "\end{document}" _nr; t=0.00 15:15:07.                 file close FullTablesr; t=0.00 15:15:07. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 1:  Summary of Participants> *****************************************************************************************/.         qui {  3. .         *USCF Ratings:.         sum uscf if title == "GM"  4.         local USCF_Rating_1 = "`r(min)'-`r(max)'"  5.         sum uscf if title == "IM"  6.         local USCF_Rating_2 = "`r(min)'-`r(max)'"  7.         sum uscf if title == "Master"  8.         local USCF_Rating_3 = "`r(min)'-`r(max)'"  9.         sum uscf if title == ">2000" 10.         local USCF_Rating_4 = "`r(min)'-`r(max)'" 11.         sum uscf if title == "<2000" 12.         local USCF_Rating_5 = "`r(min)'-`r(max)'" 13.         local USCF_Rating_6 = "N/A" 14.         local USCF_Rating_7 = "N/A" 15. .         *FIDE Ratings:.         sum fide if title == "GM" 16.         local FIDE_Rating_1 = "`r(min)'-`r(max)'" 17.         sum fide if title == "IM" 18.         local FIDE_Rating_2 = "`r(min)'-`r(max)'" 19.         sum fide if title == "Master" 20.         local FIDE_Rating_3 = "`r(min)'-`r(max)'" 21.         sum fide if title == ">2000" 22.         local FIDE_Rating_4 = "`r(min)'-`r(max)'" 23.         sum fide if title == "<2000" 24.         local FIDE_Rating_5 = "`r(min)'-`r(max)'" 25.         local FIDE_Rating_6 = "N/A" 26.         local FIDE_Rating_7 = "N/A" 27. .         *LLS.         count if title == "GM" 28.         local LLS_Chess_1 = r(N) 29.         count if title == "IM" 30.         local LLS_Chess_2 =  r(N) 31.         count if title == "Master" 32.         local LLS_Chess_3 = r(N) 33.         count if title == ">2000" 34.         local LLS_Chess_4 =  r(N) 35.         count if title == "<2000" 36.         local LLS_Chess_5 =  r(N) 37.         local LLS_Chess_6 =  "N/A" 38.         count 39.         local LLS_Chess_7 = r(N) 40. .         *PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6.         local PHV_Chess_1 = 41 41.         local PHV_Chess_2 =  45 42.         local PHV_Chess_3 =  29 43.         local PHV_Chess_4 =  141 44.         local PHV_Chess_5 =  "N/A" 45.         local PHV_Chess_6 =  80 46.         local PHV_Chess_7 = 41+45+29+141+80 47.         } 48. .                 di "" 49.                 di as green     "                       Table 1: Summary of Participants" 50.                 di as green     "                               Grandmasters:" 51.                 di as green     "                               International Masters:" 52.                 di as green     "                               FIDE & UCSF Masters:" 53.                 di as green     "                               Other Chess Players > 2000" 54.                 di as green     "                               Other Chess Players < 2000" 55.                 di as green     "                               Students" 56.                 di as green     "                               Total" 57. .                 headermaker4_1A 58.                 tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1' 59.                 tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2' 60.                 tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3' 61.                 tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4' 62.                 tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5' 63.                 tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6' 64.                 tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7' 65. . . .         }                       Table 1: Summary of Participants                               Grandmasters:                               International Masters:                               FIDE & UCSF Masters:                               Other Chess Players > 2000                               Other Chess Players < 2000                               Students                               Total----------------------------------------------------------------------------------------------------USCF Rating          | FIDE Rating           | LLS: Chess            {c }PHV: Chess----------------------------------------------------------------------------------------------------2472-2763            | 2265-2637             | 26                    | 412273-2538            | 2227-2488             | 20                    | 452009-2497            | 2037-2497             | 61                    | 292000-2610            | 2026-2531             | 46                    | 141852-2064             | 1789-2341             | 53                    | N/AN/A                  | N/A                   | N/A                   | 80N/A                  | N/A                   | 206                   | 336r; t=0.01 15:15:07. . . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:07. file open table1 using table1.tex, write replacer; t=0.01 15:15:07. file write table1 "\begin{table}" _nr; t=0.00 15:15:07. file write table1 "\begin{tabular}{lcccc} \multicolumn{5}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  r; t=0.00 15:15:07. file write table1 "\hline \hline" _n r; t=0.00 15:15:07. file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} & \textbf{PHV: Chess}\\" _n r; t=0.00 15:15:07. file write table1 "\hline " _n r; t=0.00 15:15:07. file write table1 "Grandmasters                 & `USCF_Rating_1'       & `FIDE_Rating_1' & `LLS_Chess_1' & `PHV_Chess_1' \\" _n r; t=0.00 15:15:07. file write table1 "International Masters        & `USCF_Rating_2'       & `FIDE_Rating_2' & `LLS_Chess_2' & `PHV_Chess_2' \\" _n r; t=0.00 15:15:07. file write table1 "FIDE \& USCF Masters         & `USCF_Rating_3'       & `FIDE_Rating_3' & `LLS_Chess_3' & `PHV_Chess_3' \\" _n r; t=0.00 15:15:07. file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'       & `FIDE_Rating_4' & `LLS_Chess_4' & `PHV_Chess_4' \\ " _n r; t=0.00 15:15:07. file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'       & `FIDE_Rating_5' & `LLS_Chess_5' & `PHV_Chess_5' \\" _n r; t=0.00 15:15:07. file write table1 "Students                     & `USCF_Rating_6'       & `FIDE_Rating_6' & `LLS_Chess_6' & `PHV_Chess_6' \\" _n r; t=0.00 15:15:07. file write table1 "Total                        & `USCF_Rating_7'       & `FIDE_Rating_7' & `LLS_Chess_7' & `PHV_Chess_7' \\" _n r; t=0.00 15:15:07. file write table1 "\end{tabular}" _n r; t=0.00 15:15:07. file write table1 "\end{table} " _nr; t=0.00 15:15:07. file close table1r; t=0.00 15:15:07. . . /****************************************************************************************> *Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)> *****************************************************************************************/. .         qui {r; t=0.01 15:15:07.         forval x = 1/1 {  2.                                 di ""  3.                                 di as green     "                       Table 2: Summary of Centipede Results: Implied Stop Probabilities"  4.                                 di as green     "                               Grandmasters:"  5.                                 di as green     "                               International Masters:"  6.                                 di as green     "                               USCF/FIDE Masters > 2000"  7.                                 di as green     "                               >2000"  8.                                 di as green     "                               <2000"  9.                                 di as green     "                               Total" 10.         .                 headermaker7_2A 11.                 tablemaker7_2A `GM_White_1'             `GM_Black_2'            `GM_White_3'            `GM_Black_4'            `GM_White_5'        >     `GM_Black_6'            `GM_White_7' 12.                 tablemaker7_2A `GM_White_1_D'           `GM_Black_2_D'          `GM_White_3_D'          `GM_Black_4_D'          `GM_White_5_D'      >     `GM_Black_6_D'          `GM_White_7_D' 13.                 tablemaker7_2A `IM_White_1'             `IM_Black_2'            `IM_White_3'            `IM_Black_4'            `IM_White_5'        >     `IM_Black_6'            `IM_White_7' 14.                 tablemaker7_2A `IM_White_1_D'           `IM_Black_2_D'          `IM_White_3_D'          `IM_Black_4_D'          `IM_White_5_D'      >     `IM_Black_6_D'          `IM_White_7_D'   15.                 tablemaker7_2A `Master_White_1'         `Master_Black_2'        `Master_White_3'        `Master_Black_4'        `Master_White_5'    >     `Master_Black_6'        `Master_White_7' 16.                 tablemaker7_2A `Master_White_1_D'       `Master_Black_2_D'      `Master_White_3_D'      `Master_Black_4_D'      `Master_White_5_D'  >     `Master_Black_6_D'      `Master_White_7_D' 17.                 tablemaker7_2A `gr2000_White_1'         `gr2000_Black_2'        `gr2000_White_3'        `gr2000_Black_4'        `gr2000_White_5'    >     `gr2000_Black_6'        `gr2000_White_7' 18.                 tablemaker7_2A `gr2000_White_1_D'       `gr2000_Black_2_D'      `gr2000_White_3_D'      `gr2000_Black_4_D'      `gr2000_White_5_D'  >     `gr2000_Black_6_D'      `gr2000_White_7_D' 19.                 tablemaker7_2A `l2000_White_1'          `l2000_Black_2'         `l2000_White_3'         `l2000_Black_4'         `l2000_White_5'     >     `l2000_Black_6'         `l2000_White_7' 20.                 tablemaker7_2A `l2000_White_1_D'        `l2000_Black_2_D'       `l2000_White_3_D'       `l2000_Black_4_D'       `l2000_White_5_D'   >     `l2000_Black_6_D'       `l2000_White_7_D' 21.                 tablemaker7_2A `total_1'                `total_2'               `total_3'               `total_4'               `total_5'           >     `total_6'               `total_7' 22.                 tablemaker7_2A `total_1_D'              `total_2_D'             `total_3_D'             `total_4_D'             `total_5_D'         >     `total_6_D'             `total_7_D' 23.         }                       Table 2: Summary of Centipede Results: Implied Stop Probabilities                               Grandmasters:                               International Masters:                               USCF/FIDE Masters > 2000                               >2000                               <2000                               Total----------------------------------------------------------------------------------------------------Node 1   | Node 2    | Node 3    | Node 4    | Node 5    | Node 6|     Node 7----------------------------------------------------------------------------------------------------0        | .111      | .067      | 0         | .636      | 1 |         116       | 9         | 15        | 7         | 11        | 2 |         20        | 0         | .083      | .625      | .625      | 0 |         112       | 8         | 12        | 8         | 8         | 1 |         2.063     | .077      | .259      | .318      | .455      | .5|         132       | 26        | 27        | 22        | 11        | 8 |         2.056     | .154      | .154      | .2        | .5        | 1 |         118       | 26        | 13        | 15        | 6         | 2 |         1.042     | .103      | .286      | .526      | .7        | .667|       N/A24       | 29        | 21        | 19        | 10        | 6 |         0.039     | .102      | .193      | .352      | .587      | .632|       1102      | 98        | 88        | 71        | 46        | 19|         7r; t=0.15 15:15:08. . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:08. file open table2 using table2.tex, write replacer; t=0.01 15:15:08. file write table2 "\begin{table}" _nr; t=0.00 15:15:08. file write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  r; t=0.00 15:15:08. file write table2 "\hline \hline" _n r; t=0.00 15:15:08. file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node > 6}\\" _n r; t=0.00 15:15:08. file write table2 "\hline" _n r; t=0.00 15:15:08. file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n r; t=0.00 15:15:08. file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n r; t=0.00 15:15:08. file write table2 "Grandmasters & `GM_White_1'  & `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n r; t=0.00 15:15:08. file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nr; t=0.00 15:15:08. file write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nr; t=0.00 15:15:08. file write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nr; t=0.00 15:15:08. file write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nr; t=0.00 15:15:08. file write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black> _6_D')\\" _nr; t=0.00 15:15:08. file write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nr; t=0.00 15:15:08. file write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black> _6_D')\\" _nr; t=0.00 15:15:08. file write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nr; t=0.00 15:15:08. file write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')> \\" _nr; t=0.00 15:15:08. file write table2 "\end{tabular}" _n r; t=0.00 15:15:08. file write table2 "\end{table}" _nr; t=0.00 15:15:08. file close table2r; t=0.00 15:15:08. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 3:  Summary of Race to 100 Results> *****************************************************************************************/.         qui {  3. .         *Number at which SP9 is solved by node:.         local SP9_N_1 = 10  4.         local SP9_N_2 = 20  5.         local SP9_N_3 = 30  6.         local SP9_N_4 = 40  7.         local SP9_N_5 = 50  8.         local SP9_N_6 = 60  9.         local SP9_N_7 = 70 10.         local SP9_N_8 = 80 11.         local SP9_N_9 = 90 12. .         *Number at which SP10 is solved by node:.         local SP10_N_1 = 1 13.         local SP10_N_2 = 12 14.         local SP10_N_3 = 23 15.         local SP10_N_4 = 34 16.         local SP10_N_5 = 45 17.         local SP10_N_6 = 56 18.         local SP10_N_7 = 67 19.         local SP10_N_8 = 78 20.         local SP10_N_9 = 89 21. .         *Percentage of Stops by Node 1-9:GM.         count if title == "GM" & sp9 == 1 22.         local total_count = r(N) 23.         count if  sp9number == 10 & title == "GM" & sp9 == 1 24.         local SP9_P_1_GM = r(N)/`total_count' 25.         count if  sp9number == 20 & title == "GM" & sp9 == 1 26.         local SP9_P_2_GM = r(N)/`total_count' 27.         count if  sp9number == 30 & title == "GM" & sp9 == 1 28.         local SP9_P_3_GM = r(N)/`total_count' 29.         count if  sp9number == 40 & title == "GM" & sp9 == 1 30.         local SP9_P_4_GM = r(N)/`total_count' 31.         count if  sp9number == 50 & title == "GM" & sp9 == 1 32.         local SP9_P_5_GM = r(N)/`total_count' 33.         count if  sp9number == 60 & title == "GM" & sp9 == 1 34.         local SP9_P_6_GM = r(N)/`total_count' 35.         count if  sp9number == 70 & title == "GM" & sp9 == 1 36.         local SP9_P_7_GM = r(N)/`total_count' 37.         count if  sp9number == 80 & title == "GM" & sp9 == 1 38.         local SP9_P_8_GM = r(N)/`total_count' 39.         count if  sp9number == 90 & title == "GM" & sp9 == 1 40.         local SP9_P_9_GM = r(N)/`total_count' 41. .         *Percentage of Stops by Node 1-9:IM.         count if title == "IM" & sp9 == 1 42.         local total_count = r(N) 43.         count if  sp9number == 10 & title == "IM" & sp9 == 1 44.         local SP9_P_1_IM = r(N)/`total_count' 45.         count if  sp9number == 20 & title == "IM" & sp9 == 1 46.         local SP9_P_2_IM = r(N)/`total_count' 47.         count if  sp9number == 30 & title == "IM" & sp9 == 1 48.         local SP9_P_3_IM = r(N)/`total_count' 49.         count if  sp9number == 40 & title == "IM" & sp9 == 1 50.         local SP9_P_4_IM = r(N)/`total_count' 51.         count if  sp9number == 50 & title == "IM" & sp9 == 1 52.         local SP9_P_5_IM = r(N)/`total_count' 53.         count if  sp9number == 60 & title == "IM" & sp9 == 1 54.         local SP9_P_6_IM = r(N)/`total_count' 55.         count if  sp9number == 70 & title == "IM" & sp9 == 1 56.         local SP9_P_7_IM = r(N)/`total_count' 57.         count if  sp9number == 80 & title == "IM" & sp9 == 1 58.         local SP9_P_8_IM = r(N)/`total_count' 59.         count if  sp9number == 90 & title == "IM" & sp9 == 1 60.         local SP9_P_9_IM = r(N)/`total_count' 61. .         *Percentage of Stops by Node 1-9:Master.         count if title == "Master" & sp9 == 1 62.         local total_count = r(N) 63.         count if  sp9number == 10 & title == "Master" & sp9 == 1 64.         local SP9_P_1_Master = r(N)/`total_count' 65.         count if  sp9number == 20 & title == "Master" & sp9 == 1 66.         local SP9_P_2_Master = r(N)/`total_count' 67.         count if  sp9number == 30 & title == "Master" & sp9 == 1 68.         local SP9_P_3_Master = r(N)/`total_count' 69.         count if  sp9number == 40 & title == "Master" & sp9 == 1 70.         local SP9_P_4_Master = r(N)/`total_count' 71.         count if  sp9number == 50 & title == "Master" & sp9 == 1 72.         local SP9_P_5_Master = r(N)/`total_count' 73.         count if  sp9number == 60 & title == "Master" & sp9 == 1 74.         local SP9_P_6_Master = r(N)/`total_count' 75.         count if  sp9number == 70 & title == "Master" & sp9 == 1 76.         local SP9_P_7_Master = r(N)/`total_count' 77.         count if  sp9number == 80 & title == "Master" & sp9 == 1 78.         local SP9_P_8_Master = r(N)/`total_count' 79.         count if  sp9number == 90 & title == "Master" & sp9 == 1 80.         local SP9_P_9_Master = r(N)/`total_count' 81. .         *Percentage of Stops by Node 1-9:g2000.         count if title == ">2000" & sp9 == 1 82.         local total_count = r(N) 83.         count if  sp9number == 10 & title == ">2000" & sp9 == 1 84.         local SP9_P_1_g2000 = r(N)/`total_count' 85.         count if  sp9number == 20 & title == ">2000" & sp9 == 1 86.         local SP9_P_2_g2000 = r(N)/`total_count' 87.         count if  sp9number == 30 & title == ">2000" & sp9 == 1 88.         local SP9_P_3_g2000 = r(N)/`total_count' 89.         count if  sp9number == 40 & title == ">2000" & sp9 == 1 90.         local SP9_P_4_g2000 = r(N)/`total_count' 91.         count if  sp9number == 50 & title == ">2000" & sp9 == 1 92.         local SP9_P_5_g2000 = r(N)/`total_count' 93.         count if  sp9number == 60 & title == ">2000" & sp9 == 1 94.         local SP9_P_6_g2000 = r(N)/`total_count' 95.         count if  sp9number == 70 & title == ">2000" & sp9 == 1 96.         local SP9_P_7_g2000 = r(N)/`total_count' 97.         count if  sp9number == 80 & title == ">2000" & sp9 == 1 98.         local SP9_P_8_g2000 = r(N)/`total_count' 99.         count if  sp9number == 90 & title == ">2000" & sp9 == 1100.         local SP9_P_9_g2000 = r(N)/`total_count'101. .         *Percentage of Stops by Node 1-9:l2000.         count if title == "<2000" & sp9 == 1102.         local total_count = r(N)103.         count if  sp9number == 10 & title == "<2000" & sp9 == 1104.         local SP9_P_1_l2000 = r(N)/`total_count'105.         count if  sp9number == 20 & title == "<2000" & sp9 == 1106.         local SP9_P_2_l2000 = r(N)/`total_count'107.         count if  sp9number == 30 & title == "<2000" & sp9 == 1108.         local SP9_P_3_l2000 = r(N)/`total_count'109.         count if  sp9number == 40 & title == "<2000" & sp9 == 1110.         local SP9_P_4_l2000 = r(N)/`total_count'111.         count if  sp9number == 50 & title == "<2000" & sp9 == 1112.         local SP9_P_5_l2000 = r(N)/`total_count'113.         count if  sp9number == 60 & title == "<2000" & sp9 == 1114.         local SP9_P_6_l2000 = r(N)/`total_count'115.         count if  sp9number == 70 & title == "<2000" & sp9 == 1116.         local SP9_P_7_l2000 = r(N)/`total_count'117.         count if  sp9number == 80 & title == "<2000" & sp9 == 1118.         local SP9_P_8_l2000 = r(N)/`total_count'119.         count if  sp9number == 90 & title == "<2000" & sp9 == 1120.         local SP9_P_9_l2000 = r(N)/`total_count'121. .         *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).         .         count122.         local total_count = r(N)123.         count if  sp9number == 10124.         local SP9_P_1 = round(r(N)/`total_count', .001)125.         *For Latex tables, because Stata messes up on storing decimals in binary:.         local SP9_P_1 = substr("`SP9_P_1'",1,4)126.         count if  sp9number == 20127.         local SP9_P_2 = round(r(N)/`total_count', .001)128.         count if  sp9number == 30129.         local SP9_P_3 = round(r(N)/`total_count', .001)130.         count if  sp9number == 40131.         local SP9_P_4 = round(r(N)/`total_count', .001)132.         count if  sp9number == 50133.         local SP9_P_5 = round(r(N)/`total_count', .001)134.         count if  sp9number == 60135.         local SP9_P_6 = round(r(N)/`total_count', .001)136.         count if  sp9number == 70137.         local SP9_P_7 = round(r(N)/`total_count', .001)138.         count if  sp9number == 80139.         local SP9_P_8 = round(r(N)/`total_count', .001)140.         count if  sp9number == 90141.         local SP9_P_9 = round(r(N)/`total_count', .001)142. .         *Percentage of Stops by Node 1-10:GM.         count if title == "GM" & sp10 == 1143.         local total_count = r(N)144.         count if  sp10number == 1 & title == "GM" & sp10 == 1145.         local SP10_P_1_GM = r(N)/`total_count'146.         count if  sp10number == 12 & title == "GM" & sp10 == 1147.         local SP10_P_2_GM = r(N)/`total_count'148.         count if  sp10number == 23 & title == "GM" & sp10 == 1149.         local SP10_P_3_GM = r(N)/`total_count'150.         count if  sp10number == 34 & title == "GM" & sp10 == 1151.         local SP10_P_4_GM = r(N)/`total_count'152.         count if  sp10number == 45 & title == "GM" & sp10 == 1153.         local SP10_P_5_GM = r(N)/`total_count'154.         count if  sp10number == 54 & title == "GM" & sp10 == 1155.         local SP10_P_6_GM = r(N)/`total_count'156.         count if  sp10number == 67 & title == "GM" & sp10 == 1157.         local SP10_P_7_GM = r(N)/`total_count'158.         count if  sp10number == 78 & title == "GM" & sp10 == 1159.         local SP10_P_8_GM = r(N)/`total_count'160.         count if  sp10number == 89 & title == "GM" & sp10 == 1161.         local SP10_P_9_GM = r(N)/`total_count'162. .         *Percentage of Stops by Node 1-10:IM.         count if title == "IM" & sp10 == 1163.         local total_count = r(N)164.         count if  sp10number == 1 & title == "IM" & sp10 == 1165.         local SP10_P_1_IM = r(N)/`total_count'166.         count if  sp10number == 12 & title == "IM" & sp10 == 1167.         local SP10_P_2_IM = r(N)/`total_count'168.         count if  sp10number == 23 & title == "IM" & sp10 == 1169.         local SP10_P_3_IM = r(N)/`total_count'170.         count if  sp10number == 34 & title == "IM" & sp10 == 1171.         local SP10_P_4_IM = r(N)/`total_count'172.         count if  sp10number == 45 & title == "IM" & sp10 == 1173.         local SP10_P_5_IM = r(N)/`total_count'174.         count if  sp10number == 54 & title == "IM" & sp10 == 1175.         local SP10_P_6_IM = r(N)/`total_count'176.         count if  sp10number == 67 & title == "IM" & sp10 == 1177.         local SP10_P_7_IM = r(N)/`total_count'178.         count if  sp10number == 78 & title == "IM" & sp10 == 1179.         local SP10_P_8_IM = r(N)/`total_count'180.         count if  sp10number == 89 & title == "IM" & sp10 == 1181.         local SP10_P_9_IM = r(N)/`total_count'182. .         *Percentage of Stops by Node 1-10:Master.         count if title == "Master" & sp10 == 1183.         local total_count = r(N)184.         count if  sp10number == 1 & title == "Master" & sp10 == 1185.         local SP10_P_1_Master = r(N)/`total_count'186.         count if  sp10number == 12 & title == "Master" & sp10 == 1187.         local SP10_P_2_Master = r(N)/`total_count'188.         count if  sp10number == 23 & title == "Master" & sp10 == 1189.         local SP10_P_3_Master = r(N)/`total_count'190.         count if  sp10number == 34 & title == "Master" & sp10 == 1191.         local SP10_P_4_Master = r(N)/`total_count'192.         count if  sp10number == 45 & title == "Master" & sp10 == 1193.         local SP10_P_5_Master = r(N)/`total_count'194.         count if  sp10number == 54 & title == "Master" & sp10 == 1195.         local SP10_P_6_Master = r(N)/`total_count'196.         count if  sp10number == 67 & title == "Master" & sp10 == 1197.         local SP10_P_7_Master = r(N)/`total_count'198.         count if  sp10number == 78 & title == "Master" & sp10 == 1199.         local SP10_P_8_Master = r(N)/`total_count'200.         count if  sp10number == 89 & title == "Master" & sp10 == 1201.         local SP10_P_9_Master = r(N)/`total_count'202. .         *Percentage of Stops by Node 1-10:g2000.         count if title == ">2000" & sp10 == 1203.         local total_count = r(N)204.         count if  sp10number == 1 & title == ">2000" & sp10 == 1205.         local SP10_P_1_g2000 = r(N)/`total_count'206.         count if  sp10number == 12 & title == ">2000" & sp10 == 1207.         local SP10_P_2_g2000 = r(N)/`total_count'208.         count if  sp10number == 23 & title == ">2000" & sp10 == 1209.         local SP10_P_3_g2000 = r(N)/`total_count'210.         count if  sp10number == 34 & title == ">2000" & sp10 == 1211.         local SP10_P_4_g2000 = r(N)/`total_count'212.         count if  sp10number == 45 & title == ">2000" & sp10 == 1213.         local SP10_P_5_g2000 = r(N)/`total_count'214.         count if  sp10number == 54 & title == ">2000" & sp10 == 1215.         local SP10_P_6_g2000 = r(N)/`total_count'216.         count if  sp10number == 67 & title == ">2000" & sp10 == 1217.         local SP10_P_7_g2000 = r(N)/`total_count'218.         count if  sp10number == 78 & title == ">2000" & sp10 == 1219.         local SP10_P_8_g2000 = r(N)/`total_count'220.         count if  sp10number == 89 & title == ">2000" & sp10 == 1221.         local SP10_P_9_g2000 = r(N)/`total_count'222. .         *Percentage of Stops by Node 1-10:l2000.         count if title == "<2000" & sp10 == 1223.         local total_count = r(N)224.         count if  sp10number == 1 & title == "<2000" & sp10 == 1225.         local SP10_P_1_l2000 = r(N)/`total_count'226.         count if  sp10number == 12 & title == "<2000" & sp10 == 1227.         local SP10_P_2_l2000 = r(N)/`total_count'228.         count if  sp10number == 23 & title == "<2000" & sp10 == 1229.         local SP10_P_3_l2000 = r(N)/`total_count'230.         count if  sp10number == 34 & title == "<2000" & sp10 == 1231.         local SP10_P_4_l2000 = r(N)/`total_count'232.         count if  sp10number == 45 & title == "<2000" & sp10 == 1233.         local SP10_P_5_l2000 = r(N)/`total_count'234.         count if  sp10number == 54 & title == "<2000" & sp10 == 1235.         local SP10_P_6_l2000 = r(N)/`total_count'236.         count if  sp10number == 67 & title == "<2000" & sp10 == 1237.         local SP10_P_7_l2000 = r(N)/`total_count'238.         count if  sp10number == 78 & title == "<2000" & sp10 == 1239.         local SP10_P_8_l2000 = r(N)/`total_count'240.         count if  sp10number == 89 & title == "<2000" & sp10 == 1241.         local SP10_P_9_l2000 = r(N)/`total_count'242. .         *Percentage of Stops by Node.         count243.         local total_count = r(N)244.         count if sp10number == 1245.         local SP10_P_1 = round(r(N)/`total_count', .001)246.         count if sp10number == 12247.         local SP10_P_2 = round(r(N)/`total_count', .001)248.         count if sp10number == 23249.         local SP10_P_3 = round(r(N)/`total_count', .001)250.         count if sp10number == 34251.         local SP10_P_4 = round(r(N)/`total_count', .001)252.         count if sp10number == 45253.         local SP10_P_5 = round(r(N)/`total_count', .001)254.         count if sp10number == 56255.         local SP10_P_6 = round(r(N)/`total_count', .001)256.         count if sp10number == 67257.         local SP10_P_7 = round(r(N)/`total_count', .001)258.         count if sp10number == 78259.         local SP10_P_8 = round(r(N)/`total_count', .001)260.         count if sp10number == 89261.         local SP10_P_9 = round(r(N)/`total_count', .001)262.         }263. .                         di ""264.                         di as green     "                       Table 3: Summary of Race to 100 Results"265.                         di as green     "                               Number at which Game Solved (1-9)"266.                         di as green     "                               Percentage of time solved (1-9):All Pairs"267.                         di as green     "                               Number at which Game Solved (1-10)"268.                         di as green     "                               Percentage of time solved (1-10) All Pairs"269. .         headermaker9_3C270.         tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'           >     `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'271.         tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'           >     `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'272.         tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'          >     `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'273.         tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'          >     `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'274.         }                       Table 3: Summary of Race to 100 Results                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.573     | .087     | .029     | .039     | .019     | .01      | .029     | .078     | .1361        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.126     | .087     | .019     | .01      | .01      | .029     | .049     | .214     | .447r; t=0.06 15:15:08. .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:08.         file open table3 using table3.tex, write replacer; t=0.00 15:15:08.         file write table3 "\begin{table}[!h]" _nr; t=0.00 15:15:08.         file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  r; t=0.00 15:15:08.         file write table3 "\hline \hline" _n r; t=0.00 15:15:08.         file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7> } & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:15:08.         file write table3 "\hline" _n r; t=0.00 15:15:08.         file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9> _N_8' & `SP9_N_9'\\" _n r; t=0.00 15:15:08.         file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P> _8' & `SP9_P_9'\\" _n r; t=0.00 15:15:08.         file write table3 "\hline" _nr; t=0.00 15:15:08.         file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7> ' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:15:08.         file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' > & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:15:08.         file write table3 "\end{tabular}" _n r; t=0.00 15:15:08.         file write table3 "\end{table}" _nr; t=0.00 15:15:08.         file close table3r; t=0.00 15:15:08. . .         *histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9).         *graph export "$figsdir/F2B1_SP9.wmf", replace.         *histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10).         *graph export "$figsdir/F2B2_SP10.wmf", replace. . forval x = 1/1 {  2. /****************************************************************************************> * tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10> *****************************************************************************************/.         qui {  3.         sort  Player_Code  4.         *RACE 9.         preserve  5.         *       All Players.         drop if color != "White"  6.                         forval y = 10(10)100 {  7. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 4/31 {  8.                                         generate rc9_rnd`x'_cat`y'_i = .  9.                                 } 10.                                 forval x = 4/31 { 11.                                         generate rc9_rnd`x'_mcat`y'_i = . 12.                                 } 13. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 10 14.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4/31 { 15.                                         local x = `v'-1 16.                                         replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x'  17.                                         replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9> _`v' 18.                                         } 19.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i)  20.                                 egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i) 21.                                 } 22. .                 *       All Pairs 1st Chance *Note we switch colors but also winning condition*.                 count if ((sp9round == 2) | (sp9round == 3))  23.                 local N=r(N) 24.                 count 25.                 local NBlack = r(N) 26.                 count if color == "White" & sp9round!= 2 27.                 local SP9_C_First=r(N)+`NBlack' 28.                 local SP9_First =round(`N'/`SP9_C_First',.001) 29. .                 *       All Pairs All other Chances.                 forvalues x = 10(10)100 { 30.                         egen mc_all_`x' =total( rc9_mcat`x') 31.                         sum mc_all_`x' 32.                         local SP9_MC`x' = r(mean) 33.                         egen c_all_`x' = total( rc9_cat`x') 34.                         sum c_all_`x' 35.                         local SP9_C`x' = r(mean) 36.                         local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001) 37.                 } 38.         restore 39. .         *       Grandmasters.                 preserve 40.                 drop if title != "GM" 41.                 forval y = 10(10)100 { 42. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 43.                                 generate rc9_rnd`x'_cat`y'_i_GM = . 44.                         } 45.                         forval x = 4/31 { 46.                                 generate rc9_rnd`x'_mcat`y'_i_GM = . 47.                         } 48. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 49.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 50.                                 local x = `v'-1 51.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 52.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 53.                                 } 54.         .                         forval v = 5(2)31 { 55.                                 local x = `v'-1 56.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 57.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 58.                                 } 59.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM) 60.                         egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM) 61. .                         } 62. .                 *       Grandmasters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1 63.                 local N=r(N) 64.                 count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM") 65.                 local SP9_C_First_GM=r(N) 66.                 local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001) 67. .                 *       Grandmasters all other Chances.                 forvalues x = 10(10)100 { 68.                         egen mc_all_`x'_GM =total( rc9_mcat`x'_GM) 69.                         sum mc_all_`x'_GM 70.                         local SP9_MC`x'_GM = r(mean) 71.                         egen c_all_`x'_GM = total( rc9_cat`x'_GM) 72.                         sum c_all_`x'_GM 73.                         local SP9_C`x'_GM = r(mean) 74.                         local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001) 75.                         drop mc_all_`x' c_all_`x' 76.                 } 77.                 restore 78. .         *       International Masters.                 preserve 79.                 drop if title != "IM" 80.                 forval y = 10(10)100 { 81. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 82.                                 generate rc9_rnd`x'_cat`y'_i_IM = . 83.                         } 84.                         forval x = 4/31 { 85.                                 generate rc9_rnd`x'_mcat`y'_i_IM = . 86.                         } 87. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 88.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 89.                                 local x = `v'-1 90.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 91.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 92.                                 } 93.         .                         forval v = 5(2)31 { 94.                                 local x = `v'-1 95.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 96.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 97.                                 } 98.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM) 99.                         egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)100. .                         }101. .                 *       International Masters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1102.                 local N=r(N)103.                 count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")104.                 local SP9_C_First_IM=r(N)105.                 local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)106. .                 *       International Masters all other Chances.                 forvalues x = 10(10)100 {107.                         egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)108.                         sum mc_all_`x'_IM109.                         local SP9_MC`x'_IM = r(mean)110.                         egen c_all_`x'_IM = total( rc9_cat`x'_IM)111.                         sum c_all_`x'_IM112.                         local SP9_C`x'_IM = r(mean)113.                         local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)114.                         drop mc_all_`x' c_all_`x'115.                 }116.                 restore117. .         *       Masters.                 preserve118.                 drop if title != "Master"119.                 forval y = 10(10)100 {120. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {121.                                 generate rc9_rnd`x'_cat`y'_i_M = .122.                         }123.                         forval x = 4/31 {124.                                 generate rc9_rnd`x'_mcat`y'_i_M = .125.                         }126. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10127.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {128.                                 local x = `v'-1129.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"130.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "Black"131.                                 }132.         .                         forval v = 5(2)31 {133.                                 local x = `v'-1134.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"135.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "White"136.                                 }137.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)138.                         egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)139.                         }140. .                 *       M 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1141.                 local N=r(N)142.                 count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")         143.                 local SP9_C_First_M=r(N)144.                 local SP9_First_M=round(`N'/`SP9_C_First_M',.001)145. .                 *       M all other Chances.                 forvalues x = 10(10)100 {146.                         egen mc_all_`x'_M =total( rc9_mcat`x'_M)147.                         sum mc_all_`x'_M148.                         local SP9_MC`x'_M = r(mean)149.                         egen c_all_`x'_M = total( rc9_cat`x'_M)150.                         sum c_all_`x'_M151.                         local SP9_C`x'_M = r(mean)152.                         local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)153.                         drop mc_all_`x' c_all_`x'154.                 }155.                 restore156. .         *       Greater than 2000.                 preserve157.                 drop if title != ">2000"158.                 forval y = 10(10)100 {159. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {160.                                 generate rc9_rnd`x'_cat`y'_i_g2000 = .161.                         }162.                         forval x = 4/31 {163.                                 generate rc9_rnd`x'_mcat`y'_i_g2000 = .164.                         }165. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10166.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {167.                                 local x = `v'-1168.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"169.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"170.                                 }171.         .                         forval v = 5(2)31 {172.                                 local x = `v'-1173.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"174.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"175.                                 }176.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)177.                         egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)178. .                         }179. .                 *       Greater than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1180.                 local N=r(N)181.                 count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")182.                 local SP9_C_First_g2000=r(N)183.                 local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)184. .                 *       Greater than 2000, all other Chances.                 forvalues x = 10(10)100 {185.                         egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)186.                         sum mc_all_`x'_g2000187.                         local SP9_MC`x'_g2000 = r(mean)188.                         egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)189.                         sum c_all_`x'_g2000190.                         local SP9_C`x'_g2000 = r(mean)191.                         local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)192.                         drop mc_all_`x' c_all_`x'193.                 }194.                 restore195. .         *       Less than 2000.                 preserve196.                 drop if title != "<2000"197.                 forval y = 10(10)100 {198. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {199.                                 generate rc9_rnd`x'_cat`y'_i_l2000 = .200.                         }201.                         forval x = 4/31 {202.                                 generate rc9_rnd`x'_mcat`y'_i_l2000 = .203.                         }204. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10205.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {206.                                 local x = `v'-1207.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"208.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"209.                                 }210.         .                         forval v = 5(2)31 {211.                                 local x = `v'-1212.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"213.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"214.                                 }215.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)216.                         egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)217. .                         }218. .                 *       Less than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1219.                 local N=r(N)220.                 count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")221.                 local SP9_C_First_l2000=r(N)222.                 local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)223. .                 *       Less than 2000, all other Chances.                 forvalues x = 10(10)100 {224.                         egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)225.                         sum mc_all_`x'_l2000226.                         local SP9_MC`x'_l2000 = r(mean)227.                         egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)228.                         sum c_all_`x'_l2000229.                         local SP9_C`x'_l2000 = r(mean)230.                         local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)231.                         drop mc_all_`x' c_all_`x'232.                 }233.                 restore234. .         *RACE 10,  Opportunities, Lost & Found:.                 *       All Players.                 preserve235.                 drop if color != "White"236.                         forval y = 1(11)100 {237. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {238.                                         generate rc10_rnd`x'_cat`y'_i = .239.                                 }240.                                 forval x = 3/26 {241.                                         generate rc10_rnd`x'_mcat`y'_i = .242.                                 }243. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 11244.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3/26 {245.                                         local x = `v'-1246.                                         replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'247.                                         replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number > >= r_10_`v'248.                                         }249.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)250.                                 egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)251.                                 drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i252.                                 }253. . .                 *       All Pairs 1st Chance.                 count if ((sp10round == 1) | (sp10round == 2))254.                 local SP10_TCFirst=r(N)255.                 count256.                 local WNumber = r(N)257.                 count if  sp10round!= 1258.                 local SP10_C_First =r(N)+`WNumber'259.                 local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)260. .                 *       All Pairs All other Chances.                 forvalues x = 12(11)100 {261.                         egen mc_all_`x' =total( rc10_mcat`x')262.                         sum mc_all_`x'263.                         local SP10_MC`x' = r(mean)264.                         egen c_all_`x' = total( rc10_cat`x')265.                         sum c_all_`x'266.                         local SP10_C`x' = r(mean)267.                         local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)268.                 }269.                 restore270. .                 *       Grandmasters.                         preserve271.                         drop if title != "GM"272.                         forval y = 1(11)100 {273. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. > (Or,.                                 forval x = 3/26 {274.                                         generate rc10_rnd`x'_cat`y'_i_GM = .275.                                 }276.                                 forval x = 3/26 {277.                                         generate rc10_rnd`x'_mcat`y'_i_GM = .278.                                 }279. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11280.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3(2)25 {281.                                         local x = `v'-1282.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"283.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"284.                                         }285.                 .                                 forval v = 3(2)26 {286.                                         local x = `v'-1287.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"288.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"289.                                         }290.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)291.                                 egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)292. .                                 }293. .                         *       Grandmasters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & > sp10 == 1294.                                 local SP10_TCFirst_GM=r(N)295.                                 count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")296.                                 local SP10_C_First_GM =r(N)297.                                 local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)298. .                         *       Grandmasters all other Chances.                         forvalues x = 12(11)100 {299.                                 egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)300.                                 sum mc_all_`x'_GM301.                                 local SP10_MC`x'_GM = r(mean)302.                                 egen c_all_`x'_GM = total( rc10_cat`x'_GM)303.                                 sum c_all_`x'_GM304.                                 local SP10_C`x'_GM = r(mean)305.                                 local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)306.                                 drop mc_all_`x' c_all_`x'307.                         }308.                         restore309. .                 *       International Masters.                         preserve310.                         drop if title != "IM"311.                         forval y = 1(11)100 {312. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {313.                                         generate rc10_rnd`x'_cat`y'_i_IM = .314.                                 }315.                                 forval x = 3/26 {316.                                         generate rc10_rnd`x'_mcat`y'_i_IM = .317.                                 }318. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11319.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {320.                                         local x = `v'-1321.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"322.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"323.                                         }324.                 .                                 forval v = 5(2)26 {325.                                         local x = `v'-1326.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"327.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"328.                                         }329.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)330.                                 egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)331. .                                 }332. .                         *       International Masters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & > sp10 == 1333.                                 local SP10_TCFirst_IM=r(N)334.                                 count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")335.                                 local SP10_C_First_IM =r(N)336.                                 local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)337.                 .                         *       International Masters all other Chances.                         forvalues x = 12(11)100 {338.                                 egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)339.                                 sum mc_all_`x'_IM340.                                 local SP10_MC`x'_IM = r(mean)341.                                 egen c_all_`x'_IM = total( rc10_cat`x'_IM)342.                                 sum c_all_`x'_IM343.                                 local SP10_C`x'_IM = r(mean)344.                                 local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)345.                                 drop mc_all_`x' c_all_`x'346.                         }347.                         restore348. .                 *       Masters.                         preserve349.                         drop if title != "Master"350.                         forval y = 1(11)100 {351. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {352.                                         generate rc10_rnd`x'_cat`y'_i_M = .353.                                 }354.                                 forval x = 3/26 {355.                                         generate rc10_rnd`x'_mcat`y'_i_M = .356.                                 }357. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11358.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {359.                                         local x = `v'-1360.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> Black"361.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "Black"362.                                         }363.                 .                                 forval v = 5(2)26 {364.                                         local x = `v'-1365.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> White"366.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "White"367.                                         }368.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)369.                                 egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)370. .                                 }371. .                         *       M 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Mast> er")) & sp10 == 1372.                                 local SP10_TCFirst_M=r(N)373.                                 count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")374.                                 local SP10_C_First_M =r(N)375.                                 local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)376.                 .                         *       M all other Chances.                         forvalues x = 12(11)100 {377.                                 egen mc_all_`x'_M =total( rc10_mcat`x'_M)378.                                 sum mc_all_`x'_M379.                                 local SP10_MC`x'_M = r(mean)380.                                 egen c_all_`x'_M = total( rc10_cat`x'_M)381.                                 sum c_all_`x'_M382.                                 local SP10_C`x'_M = r(mean)383.                                 local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)384. .                                 drop mc_all_`x' c_all_`x'385.                         }386.                         restore387. .                 *       Greater than 2000.                         preserve388.                         drop if title != ">2000"389.                         forval y = 1(11)100 {390. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {391.                                         generate rc10_rnd`x'_cat`y'_i_g2000 = .392.                                 }393.                                 forval x = 3/26 {394.                                         generate rc10_rnd`x'_mcat`y'_i_g2000 = .395.                                 }396. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11397. .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {398.                                         local x = `v'-1399.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"400.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"401.                                         }402.                 .                                 forval v = 5(2)26 {403.                                         local x = `v'-1404.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"405.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"406.                                         }407.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)408.                                 egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)409. .                                 }410. .                         *       Greater than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000> ")) & sp10 == 1411.                                 local SP10_TCFirst_g2000=r(N)412.                                 count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")413.                                 local SP10_C_First_g2000 =r(N)414.                                 local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)415.                 .                         *       Greater than 2000, all other Chances.                         forvalues x = 12(11)100 {416.                                 egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)417.                                 sum mc_all_`x'_g2000418.                                 local SP10_MC`x'_g2000 = r(mean)419.                                 egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)420.                                 sum c_all_`x'_g2000421.                                 local SP10_C`x'_g2000 = r(mean)422.                                 local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)423.                                 drop mc_all_`x' c_all_`x'424.                         }425.                         restore426. .                 *       Less than 2000.                         preserve427.                         drop if title != "<2000"428.                         forval y = 1(11)100 {429. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {430.                                         generate rc10_rnd`x'_cat`y'_i_l2000 = .431.                                 }432.                                 forval x = 3/26 {433.                                         generate rc10_rnd`x'_mcat`y'_i_l2000 = .434.                                 }435. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11436.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {437.                                         local x = `v'-1438.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"439.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"440.                                         }441.                 .                                 forval v = 5(2)26 {442.                                         local x = `v'-1443.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"444.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"445.                                         }446.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)447.                                 egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)448. .                                 }449. .                         *       Less than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000> ")) & sp10 == 1450.                                 local SP10_TCFirst_l2000=r(N)451.                                 count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")452.                                 local SP10_C_First_l2000 =r(N)453.                                 local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)454. .                         *       Less than 2000, all other Chances.                         forvalues x = 12(11)100 {455.                                 egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)456.                                 sum mc_all_`x'_l2000457.                                 local SP10_MC`x'_l2000 = r(mean)458.                                 egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)459.                                 sum c_all_`x'_l2000460.                                 local SP10_C`x'_l2000 = r(mean)461.                                 local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)462.                                 drop mc_all_`x' c_all_`x'463.                         }464.                         restore465.         }466. .         di ""467.         di as green     "                       Table 4B: Implied Probabilities: Race to 100 1-10"468.         di as green     "                       Total"469.         di as green     "                       GM"470.         di as green     "                       IM"471.         di as green     "                       M"472.         di as green     "                       Greater than 2000"473.         di as green     "                       Less than 2000"474.         headermaker11_4X_10_N475.         tablemaker11_4X_N `SP10_First'                  "."     `SP10_12'               `SP10_23'               `SP10_34'               `SP10_45'   >             `SP10_56'               `SP10_67'               `SP10_78'               `SP10_89'476.         tablemaker11_4X_N (`SP10_C_First')              "(.)"   (`SP10_C12')            (`SP10_C23')            (`SP10_C34')            (`SP10_C45')>             (`SP10_C56')            (`SP10_C67')            (`SP10_C78')            (`SP10_C89')477.         tablemaker11_4X_N `SP10_First_GM'               "."     `SP10_12_GM'            `SP10_23_GM'            `SP10_34_GM'            `SP10_45_GM'>             `SP10_56_GM'            `SP10_67_GM'            `SP10_78_GM'            `SP10_89_GM'478.         tablemaker11_4X_N (`SP10_C_First_GM')           "(.)"   (`SP10_C12_GM')         (`SP10_C23_GM')         (`SP10_C34_GM')         (`SP10_C45_G> M')         (`SP10_C56_GM')         (`SP10_C67_GM')         (`SP10_C78_GM')         (`SP10_C89_GM')479.         tablemaker11_4X_N `SP10_First_IM'               "."     `SP10_12_IM'            `SP10_23_IM'            `SP10_34_IM'            `SP10_45_IM'>             `SP10_56_IM'            `SP10_67_IM'            `SP10_78_IM'            `SP10_89_IM'480.         tablemaker11_4X_N (`SP10_C_First_IM')           "(.)"   (`SP10_C12_IM')         (`SP10_C23_IM')         (`SP10_C34_IM')         (`SP10_C45_I> M')         (`SP10_C56_IM')         (`SP10_C67_IM')         (`SP10_C78_IM')         (`SP10_C89_IM')481.         tablemaker11_4X_N `SP10_First_M'                "."     `SP10_12_M'             `SP10_23_M'             `SP10_34_M'             `SP10_45_M' >             `SP10_56_M'             `SP10_67_M'             `SP10_78_M'             `SP10_89_M'482.         tablemaker11_4X_N (`SP10_C_First_M')            "(.)"   (`SP10_C12_M')          (`SP10_C23_M')          (`SP10_C34_M')          (`SP10_C45_M> ')          (`SP10_C56_M')          (`SP10_C67_M')          (`SP10_C78_M')          (`SP10_C89_M')483.         tablemaker11_4X_N `SP10_First_g2000'            "."     `SP10_12_g2000'         `SP10_23_g2000'         `SP10_34_g2000'         `SP10_45_g20> 00'         `SP10_56_g2000'         `SP10_67_g2000'         `SP10_78_g2000'         `SP10_89_g2000'484.         tablemaker11_4X_N (`SP10_C_First_g2000')        "(.)"   (`SP10_C12_g2000')      (`SP10_C23_g2000')      (`SP10_C34_g2000')      (`SP10_C45_g> 2000')      (`SP10_C56_g2000')      (`SP10_C67_g2000')      (`SP10_C78_g2000')      (`SP10_C89_g2000')485.         tablemaker11_4X_N `SP10_First_l2000'            "."     `SP10_12_l2000'         `SP10_23_l2000'         `SP10_34_l2000'         `SP10_45_l20> 00'         `SP10_56_l2000'         `SP10_67_l2000'         `SP10_78_l2000'         `SP10_89_l2000'486.         tablemaker11_4X_N (`SP10_C_First_l2000')        "(.)"   (`SP10_C12_l2000')      (`SP10_C23_l2000')      (`SP10_C34_l2000')      (`SP10_C45_l> 2000')      (`SP10_C56_l2000')      (`SP10_C67_l2000')      (`SP10_C78_l2000')      (`SP10_C89_l2000')487. .         cd "$tabledir"488.         file open table4b using table4b.tex, write replace489.         file write table4b "\begin{table}" _n490.         file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  491.         file write table4b "\hline \hline" _n 492.         file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf> {70} & \textbf{80} & \textbf{90}\\" _n 493.         file write table4b "\hline" _n 494.         file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\> " _n 495.         file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`> SP10_C78') & (`SP10_C89')\\" _n 496.         file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP> 10_78_GM' & `SP10_89_GM'\\" _n 497.         file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') &>  (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n498.         file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `S> P10_78_IM' & `SP10_89_IM' \\" _n499.         file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') &>  (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n500.         file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_> 78_M' & `SP10_89_M'\\" _n501.         file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP1> 0_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n502.         file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g20> 00' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n503.         file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`> SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n504.         file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l20> 00' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n505.         file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`> SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n506.         file write table4b "\end{tabular}" _n 507.         file write table4b "\end{table}" _n508.         file close table4b509. . .         foreach x in GM IM M g2000 l2000 {510.         local SP10_First_`x'_T =  `SP10_First_`x''511.         local SP10_First_`x'_C_T =  `SP10_C_First_`x''512.         }513. .         di ""514.         di as green     "                       Table 4A: Implied Probabilities: Race to 100 1-9"515.         di as green     "                       Total"516.         di as green     "                       GM"517.         di as green     "                       IM"518.         di as green     "                       M"519.         di as green     "                       Greater than 2000"520.         di as green     "                       Less than 2000"521.         headermaker11_4X_9_N522.         tablemaker11_4X_N `SP9_First'           `SP9_10'                `SP9_20'                `SP9_30'                `SP9_40'                `SP9> _50'                `SP9_60'                `SP9_70'                `SP9_80'                `SP9_90'523.         tablemaker11_4X_N (`SP9_C_First')       (`SP9_C10')             (`SP9_C20')             (`SP9_C30')             (`SP9_C40')             (`SP> 9_C50')             (`SP9_C60')             (`SP9_C70')             (`SP9_C80')             (`SP9_C90') 524.         tablemaker11_4X_N `SP9_First_GM'        `SP9_10_GM'             `SP9_20_GM'             `SP9_30_GM'             `SP9_40_GM'             `SP9> _50_GM'             `SP9_60_GM'             `SP9_70_GM'             `SP9_80_GM'             `SP9_90_GM' 525.         tablemaker11_4X_N (`SP9_C_First_GM')    (`SP9_C10_GM')          (`SP9_C20_GM')          (`SP9_C30_GM')          (`SP9_C40_GM')          (`SP> 9_C50_GM')          (`SP9_C60_GM')          (`SP9_C70_GM')          (`SP9_C80_GM')          (`SP9_C90_GM')526.         tablemaker11_4X_N `SP9_First_IM'        `SP9_10_IM'             `SP9_20_IM'             `SP9_30_IM'             `SP9_40_IM'             `SP9> _50_IM'             `SP9_60_IM'             `SP9_70_IM'             `SP9_80_IM'             `SP9_90_IM' 527.         tablemaker11_4X_N (`SP9_C_First_IM')    (`SP9_C10_IM')          (`SP9_C20_IM')          (`SP9_C30_IM')          (`SP9_C40_IM')          (`SP> 9_C50_IM')          (`SP9_C60_IM')          (`SP9_C70_IM')          (`SP9_C80_IM')          (`SP9_C90_IM')528.         tablemaker11_4X_N `SP9_First_M'         `SP9_10_M'              `SP9_20_M'              `SP9_30_M'              `SP9_40_M'              `SP9> _50_M'              `SP9_60_M'              `SP9_70_M'              `SP9_80_M'              `SP9_90_M' 529.         tablemaker11_4X_N (`SP9_C_First_M')     (`SP9_C10_M')           (`SP9_C20_M')           (`SP9_C30_M')           (`SP9_C40_M')           (`SP> 9_C50_M')           (`SP9_C60_M')           (`SP9_C70_M')           (`SP9_C80_M')           (`SP9_C90_M')530.         tablemaker11_4X_N `SP9_First_g2000'     `SP9_10_g2000'          `SP9_20_g2000'          `SP9_30_g2000'          `SP9_40_g2000'          `SP9> _50_g2000'          `SP9_60_g2000'          `SP9_70_g2000'          `SP9_80_g2000'          `SP9_90_g2000' 531.         tablemaker11_4X_N (`SP9_C_First_g2000') (`SP9_C10_g2000')       (`SP9_C20_g2000')       (`SP9_C30_g2000')       (`SP9_C40_g2000')       (`SP> 9_C50_g2000')       (`SP9_C60_g2000')       (`SP9_C70_g2000')       (`SP9_C80_g2000')       (`SP9_C90_g2000')532.         tablemaker11_4X_N `SP9_First_l2000'     `SP9_10_l2000'          `SP9_20_l2000'          `SP9_30_l2000'          `SP9_40_l2000'          `SP9> _50_l2000'          `SP9_60_l2000'          `SP9_70_l2000'          `SP9_80_l2000'          `SP9_90_l2000' 533.         tablemaker11_4X_N (`SP9_C_First_l2000') (`SP9_C10_l2000')       (`SP9_C20_l2000')       (`SP9_C30_l2000')       (`SP9_C40_l2000')       (`SP> 9_C50_l2000')       (`SP9_C60_l2000')       (`SP9_C70_l2000')       (`SP9_C80_l2000')       (`SP9_C90_l2000')534.         }                       Table 4B: Implied Probabilities: Race to 100 1-10                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 1        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89------------------------------------------------------------------------------------------------------------------------.098     | .        | .095     | .022     | .008     | .008     | .026     | .047     | .198     | .754(193)    | (.)      | (21)     | (91)     | (120)    | (125)    | (116)    | (107)    | (111)    | (61).2       | .        | 0        | 0        | 0        | .071     | .077     | .1       | .286     | .75(25)     | (.)      | (2)      | (5)      | (16)     | (14)     | (13)     | (10)     | (14)     | (4).105     | .        | .333     | 0        | 0        | 0        | .091     | .083     | .167     | 1(19)     | (.)      | (3)      | (9)      | (11)     | (10)     | (11)     | (12)     | (12)     | (5).107     | .        | 0        | .043     | 0        | 0        | 0        | .04      | .226     | .8(56)     | (.)      | (5)      | (23)     | (26)     | (36)     | (31)     | (25)     | (31)     | (20).024     | .        | .167     | 0        | 0        | 0        | .034     | .103     | .045     | .647(42)     | (.)      | (6)      | (21)     | (36)     | (36)     | (29)     | (29)     | (22)     | (17).098     | .        | 0        | 0        | .031     | 0        | 0        | 0        | .219     | .75(51)     | (.)      | (5)      | (28)     | (32)     | (28)     | (32)     | (33)     | (32)     | (16)/Users/trevorgallen/Desktop/Chess/Tables/                       Table 4A: Implied Probabilities: Race to 100 1-9                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90------------------------------------------------------------------------------------------------------------------------.392     | .333     | .147     | .061     | .083     | .048     | .026     | .086     | .242     | .737(158)    | (3)      | (34)     | (49)     | (48)     | (42)     | (38)     | (35)     | (33)     | (19).5       | .        | 0        | 0        | .167     | 0        | 0        | 0        | 0        | .5(16)     | (0)      | (4)      | (4)      | (6)      | (5)      | (5)      | (4)      | (5)      | (2).333     | .        | 0        | .333     | 0        | 0        | 0        | 0        | .75      | .(12)     | (0)      | (4)      | (3)      | (4)      | (4)      | (2)      | (2)      | (4)      | (0).422     | .        | .4       | 0        | .077     | .083     | 0        | .111     | .222     | 1(45)     | (0)      | (5)      | (10)     | (13)     | (12)     | (9)      | (9)      | (9)      | (5).357     | .333     | 0        | .118     | .167     | .091     | .091     | 0        | 0        | .6(42)     | (3)      | (13)     | (17)     | (12)     | (11)     | (11)     | (8)      | (6)      | (5).372     | .        | .375     | 0        | 0        | 0        | 0        | .167     | .333     | .714(43)     | (0)      | (8)      | (15)     | (13)     | (10)     | (11)     | (12)     | (9)      | (7)r; t=2.19 15:15:10. .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:10.         file open table4a using table4a.tex, write replacer; t=0.00 15:15:10.         file write table4a "\begin{table}[!h]" _nr; t=0.00 15:15:10.         file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  r; t=0.00 15:15:10.         file write table4a "\hline \hline" _n r; t=0.00 15:15:10.         file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70> } & \textbf{80} & \textbf{90}\\" _n r; t=0.00 15:15:10.         file write table4a "\hline" _n r; t=0.00 15:15:10.         file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n r; t=0.00 15:15:10.         file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP> 9_C80') & (`SP9_C90') \\" _n r; t=0.00 15:15:10.         file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP> 9_80_GM' & `SP9_90_GM' \\" _n r; t=0.00 15:15:10.         file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM')>  & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _nr; t=0.00 15:15:10.         file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `S> P9_80_IM' & `SP9_90_IM' \\" _nr; t=0.00 15:15:10.         file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM')>  & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _nr; t=0.00 15:15:10.         file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80> _M' & `SP9_90_M' \\" _nr; t=0.00 15:15:10.         file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP> 9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _nr; t=0.00 15:15:10.         file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60> _g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _nr; t=0.00 15:15:10.         file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000'> ) & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _nr; t=0.00 15:15:10.         file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60> _l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _nr; t=0.00 15:15:10.         file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000'> ) & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _nr; t=0.00 15:15:10.         file write table4a "\end{tabular}" _n r; t=0.00 15:15:10.         file write table4a "\end{table}" _nr; t=0.00 15:15:10.         file close table4ar; t=0.00 15:15:10. .         foreach x in GM IM M g2000 l2000 {  2.         local SP9_First_`x'_T =  `SP9_First_`x''  3.         local SP9_First_`x'_C_T =  `SP9_C_First_`x''  4.         }r; t=0.01 15:15:10. . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 5:  Percentage of games solved at each Node> *****************************************************************************************/.         qui {  3. .         *SP9's:.                 *Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  4.                         local SP9_9F_N = r(N)  5.                         count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  6.                         local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)  7.                         count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  8.                         local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)  9.                         count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 10.                         local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001) 11.                         count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 12.                         local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001) 13.                         count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 14.                         local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001) 15.                         count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 16.                         local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001) 17.                         count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 18.                         local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001) 19.                         count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 20.                         local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001) 21.                         count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 22.                         local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001) 23. .                 *Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 24.                         local SP9_10F_N = r(N) 25.                         count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 26.                         local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001) 27.                         count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 28.                         local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001) 29.                         count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 30.                         local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001) 31.                         count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 32.                         local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001) 33.                         count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001) 35.                         count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 36.                         local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001) 37.                         count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 38.                         local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001) 39.                         count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 40.                         local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001) 41.                         count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 42.                         local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001) 43. . . .         *SP10.                 *Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != . 44.                         local SP10_9F_N = r(N) 45.                         count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 46.                         local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001) 47.                         count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 48.                         local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001) 49.                         count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 50.                         local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001) 51.                         count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 52.                         local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001) 53.                         count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 54.                         local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001) 55.                         count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 56.                         local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001) 57.                         count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 58.                         local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001) 59.                         count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 60.                         local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001) 61.                         count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 62.                         local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001) 63. .                 *Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != . 64.                         local SP10_10F_N = r(N) 65.                         count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 66.                         local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001) 67.                         count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 68.                         local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001) 69.                         count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 70.                         local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001) 71.                         count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 72.                         local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001) 73.                         count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 74.                         local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001) 75.                         count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 76.                         local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001) 77.                         count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 78.                         local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001) 79.                         count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 80.                         local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001) 81.                         count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 82.                         local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001) 83.                         *For Latex tables, because Stata messes up on storing decimals in binary:.                         local SP10_10F_9 = substr("`SP10_10F_9'",1,4) 84.         } 85.         *We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solution> s!).                 local SP9_9F_N = `SP9_9F_N'/2 86.                 local SP9_10F_N = `SP9_10F_N'/2 87.                 local SP10_10F_N = `SP10_10F_N'/2 88.                 local SP10_9F_N = `SP10_9F_N'/2 89.                 .                         di "" 90.                         di as green     "                       Table 5: Percentage of Games Solved At Each Node" 91.                         di as green     "                               Race 1-9:  1-9 played first" 92.                         di as green     "                               Race 1-9:  1-10 played first" 93.                         di as green     "                               Race 1-10:  1-9 played first" 94.                         di as green     "                               Race 1-10:  1-10 played first" 95. .         headermaker10_6A 96.         tablemaker10_6A  `SP9_9F_N'             `SP9_9F_P_1'            `SP9_9F_P_2'            `SP9_9F_P_3'            `SP9_9F_P_4'            `SP9> _9F_P_5'            `SP9_9F_P_6'            `SP9_9F_P_7'            `SP9_9F_P_8'            `SP9_9F_P_9' 97.         tablemaker10_6A  `SP9_10F_N'            `SP9_10F_P_1'           `SP9_10F_P_2'           `SP9_10F_P_3'           `SP9_10F_P_4'           `SP9> _10F_P_5'           `SP9_10F_P_6'           `SP9_10F_P_7'           `SP9_10F_P_8'           `SP9_10F_P_9' 98.         tablemaker10_6A  `SP10_10F_N'           `SP10_10F_1'            `SP10_10F_2'            `SP10_10F_3'            `SP10_10F_4'            `SP1> 0_10F_5'            `SP10_10F_6'            `SP10_10F_7'            `SP10_10F_8'            `SP10_10F_9' 99.         tablemaker10_6A  `SP10_9F_N'            `SP10_9F_1'             `SP10_9F_2'             `SP10_9F_3'             `SP10_9F_4'             `SP1> 0_9F_5'             `SP10_9F_6'             `SP10_9F_7'             `SP10_9F_8'             `SP10_9F_9'100. .         }                       Table 5: Percentage of Games Solved At Each Node                               Race 1-9:  1-9 played first                               Race 1-9:  1-10 played first                               Race 1-10:  1-9 played first                               Race 1-10:  1-10 played first------------------------------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8 | Node 9------------------------------------------------------------------------------------------------------------------------52       | .615     | .115     | .038     | .019     | .019     | 0        | .019     | .058   | .11551       | .529     | .059     | .02      | .059     | .02      | .02      | .039     | .098   | .15751       | .078     | .059     | 0        | .02      | 0        | .059     | .039     | .176   | .56951       | .176     | .118     | .039     | 0        | .02      | 0        | .059     | .255   | .333r; t=0.10 15:15:10.  .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:10.         file open table5 using table5.tex, write replacer; t=0.01 15:15:10.         file write table5 "\begin{table}[!h]" _nr; t=0.00 15:15:10.         file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  r; t=0.00 15:15:10.         file write table5 "\hline \hline" _n r; t=0.00 15:15:10.         file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} > & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:15:10.         file write table5 "\hline" _n r; t=0.00 15:15:10.         file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n r; t=0.00 15:15:10.         file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' &>  `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n r; t=0.00 15:15:10.         file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10> F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n r; t=0.00 15:15:10.         file write table5 "\hline" _nr; t=0.00 15:15:10.         file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n r; t=0.00 15:15:10.         file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6> ' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n r; t=0.00 15:15:10.         file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP> 10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n r; t=0.00 15:15:10.         file write table5 "\end{tabular}" _n r; t=0.00 15:15:10.         file write table5 "\end{table}" _nr; t=0.00 15:15:10.         file close table5r; t=0.00 15:15:10. .         *We revert back to counting individuals not pairs..                 local SP9_9F_N = `SP9_9F_N'*2r; t=0.00 15:15:10.                 local SP9_10F_N = `SP9_10F_N'*2r; t=0.00 15:15:10.                 local SP10_10F_N = `SP10_10F_N'*2r; t=0.00 15:15:10.                 local SP10_9F_N = `SP10_9F_N'*2r; t=0.00 15:15:10.                 . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 6:  Centipede Behavior by Induction Ability> Implied stop probabilities pi at each Terminal Node - Chess Players> *****************************************************************************************/.         qui {  3.         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1  4.                 local N=r(N)  5.                 count if bestinductors == 1 & color == "White" & cpnode != .  6.                 local D=r(N)  7.                 local bestinductors_White_1=`N'/`D'  8.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1  9. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 10.                 local N=r(N) 11.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 12.                 local D=r(N) 13.                 local bestinductors_Black_2=`N'/`D' 14.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 15. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 16.                 local N=r(N) 17.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 18.                 local D=r(N) 19.                 local bestinductors_White_3=`N'/`D' 20.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 21. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 22.                 local N=r(N) 23.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 24.                 local D=r(N) 25.                 local bestinductors_Black_4=`N'/`D' 26.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 27. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 28.                 local N=r(N) 29.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 30.                 local D=r(N) 31.                 local bestinductors_White_5=`N'/`D' 32.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 33. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 34.                 local N=r(N) 35.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 36.                 local D=r(N) 37.                 local bestinductors_Black_6=`N'/`D' 38.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 39. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 40.                 local N=r(N) 41.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 42.                 local D=r(N) 43.                 local bestinductors_White_7=`N'/`D' 44.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 45. .                 drop cp_bestinductors 46.                 count if bestinductors == 1 & cpnode != . 47.                 local BI_N = r(N) 48. .         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1 49.                 local BN_1=r(N) 50.                 count if bestinductors == 1 & color == "White" & cpnode != . 51.                 local DN_1=r(N) 52.                 local bestinductors_White_1 = round(`BN_1'/`DN_1', .001) 53.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1 54. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 55.                 local BN_2=r(N) 56.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 57.                 local DN_2=r(N) 58.                 local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001) 59.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 60. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 61.                 local BN_3=r(N) 62.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 63.                 local DN_3=r(N) 64.                 local bestinductors_White_3 =round(`BN_3'/`DN_3', .001) 65.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 66. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 67.                 local BN_4=r(N) 68.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 69.                 local DN_4=r(N) 70.                 local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001) 71.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 72. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 73.                 local BN_5=r(N) 74.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 75.                 local DN_5=r(N) 76.                 local bestinductors_White_5 =round(`BN_5'/`DN_5', .001) 77.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4) 78.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 79. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 80.                 local BN_6=r(N) 81.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 82.                 local DN_6=r(N) 83.                 local bestinductors_Black_6=round(`BN_6'/`DN_6', .001) 84.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 85. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 86.                 local BN_7=r(N) 87.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 88.                 local DN_7=r(N) 89.                 local bestinductors_White_7=round(`BN_7'/`DN_7', .001) 90.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 91. .                 count if secondbestinductors == 1 & cpnode != . 92.                 local SBI_N = r(N) 93. .         *Second Best Inductors who stopped at the 1st node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 1 94.                 local SN_1=r(N) 95.                 count if secondbestinductors == 1 & color == "White" & cpnode != . 96.                 local DSN_1=r(N) 97.                 local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001) 98.                 generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1 99. .         *Second Best Inductors who stopped at the 2nd node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 2100.                 local SN_2=r(N)101.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .102.                 local DSN_2=r(N)103.                 local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)104.                 replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2105. .         *Second Best Inductors who stopped at the 3rd node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 3106.                 local SN_3=r(N)107.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .108.                 local DSN_3=r(N)109.                 local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)110.                 replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3111. .         *Second Best Inductors who stopped at the 4th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 4112.                 local SN_4=r(N)113.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .114.                 local DSN_4=r(N)115.                 local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)116.                 replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4117. .         *Second Best Inductors who stopped at the 5th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 5118.                 local SN_5=r(N)119.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .120.                 local DSN_5=r(N)121.                 local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)122.                 replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5123. .         *Second Best Inductors who stopped at the 6th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 6124.                 local SN_6=r(N)125.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != .126.                 local DSN_6=r(N)127.                 local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)128.                 replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6129. .         *Second Best Inductors who stopped at the 7th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 7130.                 local SN_7=r(N)131.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != 6 & cpnode != .132.                 local DSN_7=r(N)133.                 local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)134.                 replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .135. .                 count if goodinductors == 1 & cpnode != .136.                 local GI_N = r(N)137. .         *Good Inductors who stopped at the 1st node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 1138.                 local GN_1=r(N)139.                 count if goodinductors == 1 & color == "White" & cpnode != .140.                 local DGN_1=r(N)141.                 local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)142.                 generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1143. .         *Good Inductors who stopped at the 2nd node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 2144.                 local GN_2=r(N)145.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .146.                 local DGN_2=r(N)147.                 local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)148.                 replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2149. .         *Good Inductors who stopped at the 3rd node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 3150.                 local GN_3=r(N)151.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .152.                 local DGN_3=r(N)153.                 local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)154.                 replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3155. .         *Good Inductors who stopped at the 4th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 4156.                 local GN_4=r(N)157.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .158.                 local DGN_4=r(N)159.                 local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)160.                 replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4161. .         *Good Inductors who stopped at the 5th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 5162.                 local GN_5=r(N)163.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .164.                 local DGN_5=r(N)165.                 local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)166.                 replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5167. .         *Good Inductors who stopped at the 6th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 6168.                 local GN_6=r(N)169.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .170.                 local DGN_6=r(N)171.                 local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)172.                 replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6173. .         *Good Inductors who stopped at the 7th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 7174.                 local GN_7=r(N)175.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != .176.                 local DGN_7=r(N)177.                 local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)178.                 replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .179. .                 count if badinductors == 1 & cpnode != .180.                 local BD_N = r(N)181. .         *Bad Inductors who stopped at the 1st node and could.                 count if badinductors == 1 & color == "White" & cpnode == 1182.                 local BdN_1=r(N)183.                 count if badinductors == 1 & color == "White" & cpnode != .184.                 local DBN_1=r(N)185.                 local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)186.                 generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1187. .         *Bad Inductors who stopped at the 2nd node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 2188.                 local BdN_2=r(N)189.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .190.                 local DBN_2=r(N)191.                 local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)192.                 replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2193. .         *Bad Inductors who stopped at the 3rd node and could.                 count if badinductors == 1 & color == "White" & cpnode == 3194.                 local BdN_3=r(N)195.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .196.                 local DBN_3=r(N)197.                 local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)198.                 replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3199. .         *Bad Inductors who stopped at the 4th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 4200.                 local BdN_4=r(N)201.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .202.                 local DBN_4=r(N)203.                 local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)204.                 replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4205. .         *Bad Inductors who stopped at the 5th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 5206.                 local BdN_5=r(N)207.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .208.                 local DBN_5=r(N)209.                 local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)210.                 replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5211. .         *Bad Inductors who stopped at the 6th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 6212.                 local BdN_6=r(N)213.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .214.                 local DBN_6=r(N)215.                 local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)216.                 replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6217. .         *Bad Inductors who stopped at the 7th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 7218.                 local BdN_7=r(N)219.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & > cpnode != .220.                 local DBN_7=r(N)221.                 local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)222.                 replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .223.         }224. .                         di ""225.                         di as green     "                       Table 6: Centipede Behavior by Induction Ability"226.                         di as green     "                       Implied stop probabilities at each terminal node"227.                         di as green     "                               Best"228.                         di as green     "                               Second Best"229.                         di as green     "                               Second Worst"230.                         di as green     "                               Worst"231. . .         headermaker8_3A232.         tablemaker8_3A  .       `bestinductors_White_1'         `bestinductors_Black_2'         `bestinductors_White_3'         `bestinductors_Black> _4'         `bestinductors_White_5'         `bestinductors_Black_6'         `bestinductors_White_7'233.         tablemaker8_3A `BI_N'   `DN_1'                          `DN_2'                          `DN_3'                          `DN_4'              >             `DN_5'                          `DN_6'                          `DN_7'234.         tablemaker8_3A  .       `secondbestinductors_White_1'   `secondbestinductors_Black_2'   `secondbestinductors_White_3'   `secondbestinductors> _Black_4'   `secondbestinductors_White_5'   `secondbestinductors_Black_6'   `secondbestinductors_White_7'235.         tablemaker8_3A `SBI_N'  `DSN_1'                         `DSN_2'                         `DSN_3'                         `DSN_4'             >             `DSN_5'                         `DSN_6'                         `DSN_7'236.         tablemaker8_3A  .       `goodinductors_White_1'         `goodinductors_Black_2'         `goodinductors_White_3'         `goodinductors_Black> _4'         `goodinductors_White_5'         `goodinductors_Black_6'         `goodinductors_White_7'237.         tablemaker8_3A  `GI_N'  `DGN_1'                         `DGN_2'                         `DGN_3'                         `DGN_4'             >             `DGN_5'                         `DGN_6'                         `DGN_7'238.         tablemaker8_3A  .       `badinductors_White_1'          `badinductors_Black_2'          `badinductors_White_3'          `badinductors_Black_> 4'          `badinductors_White_5'          `badinductors_Black_6'          `badinductors_White_7'239.         tablemaker8_3A  `BD_N'  `DBN_1'                         `DBN_2'                         `DBN_3'                         `DBN_4'             >             `DBN_5'                         `DBN_6'                         `DBN_7'240. .         }                       Table 6: Centipede Behavior by Induction Ability                       Implied stop probabilities at each terminal node                               Best                               Second Best                               Second Worst                               Worst----------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7----------------------------------------------------------------------------------------------------.        | 0        | .2       | .125     | .25      | .667     | 0        | 115       | 10       | 5        | 8        | 4        | 3        | 2        | 1.        | 0        | .106     | .375     | .412     | .5710000000000001|.889|166       | 17       | 47       | 16       | 34       | 7        | 9        | 1.        | .1       | .133     | .278     | .417     | .833     | 1        | 136       | 20       | 15       | 18       | 12       | 12       | 1        | 1.        | .036     | .065     | .109     | .238     | .458     | .429     | 187       | 55       | 31       | 46       | 21       | 24       | 7        | 4r; t=0.02 15:15:10.  .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:10.         file open table6 using table6.tex, write replacer; t=0.00 15:15:10.         file write table6 "\begin{table}" _nr; t=0.00 15:15:10.         file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabil> ities}} \\" _n  r; t=0.00 15:15:10.         file write table6 "\hline \hline" _n r; t=0.00 15:15:10.         file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\> \" _n r; t=0.00 15:15:10.         file write table6 "\hline" _n r; t=0.00 15:15:10.         file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3> ' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n r; t=0.00 15:15:10.         file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n r; t=0.00 15:15:10.         file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `s> econdbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n r; t=0.00 15:15:10.         file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n r; t=0.00 15:15:10.         file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors> _White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n r; t=0.00 15:15:10.         file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n r; t=0.00 15:15:10.         file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' > & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n r; t=0.00 15:15:10.         file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n r; t=0.00 15:15:10.         file write table6 "\end{tabular}" _n r; t=0.00 15:15:10.         file write table6 "\end{table}" _nr; t=0.00 15:15:10.         file close table6r; t=0.00 15:15:10. . . . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 7:  Summary of Race to 100 Results by First Game> *****************************************************************************************/.                 qui {  3.         .                 *Number at which SP9 is solved by node:.                 local SP9_N_1 = 10  4.                 local SP9_N_2 = 20  5.                 local SP9_N_3 = 30  6.                 local SP9_N_4 = 40  7.                 local SP9_N_5 = 50  8.                 local SP9_N_6 = 60  9.                 local SP9_N_7 = 70 10.                 local SP9_N_8 = 80 11.                 local SP9_N_9 = 90 12.         .                 *Number at which SP10 is solved by node:.                 local SP10_N_1 = 1 13.                 local SP10_N_2 = 12 14.                 local SP10_N_3 = 23 15.                 local SP10_N_4 = 34 16.                 local SP10_N_5 = 45 17.                 local SP10_N_6 = 56 18.                 local SP10_N_7 = 67 19.                 local SP10_N_8 = 78 20.                 local SP10_N_9 = 89 21.         .         ************************************.         *Among those who played SP_9 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_9" 22.                 local total_count = r(N) 23.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9" 24.                 local SP9_P_1_GM = r(N)/`total_count' 25.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9" 26.                 local SP9_P_2_GM = r(N)/`total_count' 27.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9" 28.                 local SP9_P_3_GM = r(N)/`total_count' 29.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9" 30.                 local SP9_P_4_GM = r(N)/`total_count' 31.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9" 32.                 local SP9_P_5_GM = r(N)/`total_count' 33.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9" 34.                 local SP9_P_6_GM = r(N)/`total_count' 35.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9" 36.                 local SP9_P_7_GM = r(N)/`total_count' 37.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9" 38.                 local SP9_P_8_GM = r(N)/`total_count' 39.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9" 40.                 local SP9_P_9_GM = r(N)/`total_count' 41.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_9" 42.                 local total_count = r(N) 43.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9" 44.                 local SP9_P_1_IM = r(N)/`total_count' 45.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9" 46.                 local SP9_P_2_IM = r(N)/`total_count' 47.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9" 48.                 local SP9_P_3_IM = r(N)/`total_count' 49.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9" 50.                 local SP9_P_4_IM = r(N)/`total_count' 51.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9" 52.                 local SP9_P_5_IM = r(N)/`total_count' 53.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9" 54.                 local SP9_P_6_IM = r(N)/`total_count' 55.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9" 56.                 local SP9_P_7_IM = r(N)/`total_count' 57.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9" 58.                 local SP9_P_8_IM = r(N)/`total_count' 59.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9" 60.                 local SP9_P_9_IM = r(N)/`total_count' 61.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_9" 62.                 local total_count = r(N) 63.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9" 64.                 local SP9_P_1_Master = r(N)/`total_count' 65.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9" 66.                 local SP9_P_2_Master = r(N)/`total_count' 67.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9" 68.                 local SP9_P_3_Master = r(N)/`total_count' 69.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9" 70.                 local SP9_P_4_Master = r(N)/`total_count' 71.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9" 72.                 local SP9_P_5_Master = r(N)/`total_count' 73.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9" 74.                 local SP9_P_6_Master = r(N)/`total_count' 75.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9" 76.                 local SP9_P_7_Master = r(N)/`total_count'  77.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9" 78.                 local SP9_P_8_Master = r(N)/`total_count' 79.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9" 80.                 local SP9_P_9_Master = r(N)/`total_count' 81.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_9" 82.                 local total_count = r(N) 83.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 84.                 local SP9_P_1_g2000 = r(N)/`total_count' 85.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 86.                 local SP9_P_2_g2000 = r(N)/`total_count' 87.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 88.                 local SP9_P_3_g2000 = r(N)/`total_count' 89.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 90.                 local SP9_P_4_g2000 = r(N)/`total_count' 91.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 92.                 local SP9_P_5_g2000 = r(N)/`total_count' 93.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 94.                 local SP9_P_6_g2000 = r(N)/`total_count' 95.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 96.                 local SP9_P_7_g2000 = r(N)/`total_count' 97.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 98.                 local SP9_P_8_g2000 = r(N)/`total_count' 99.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"100.                 local SP9_P_9_g2000 = r(N)/`total_count'101.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_9"102.                 local total_count = r(N)103.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"104.                 local SP9_P_1_l2000 = r(N)/`total_count'105.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"106.                 local SP9_P_2_l2000 = r(N)/`total_count'107.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"108.                 local SP9_P_3_l2000 = r(N)/`total_count'109.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"110.                 local SP9_P_4_l2000 = r(N)/`total_count'111.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"112.                 local SP9_P_5_l2000 = r(N)/`total_count'113.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"114.                 local SP9_P_6_l2000 = r(N)/`total_count'115.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"116.                 local SP9_P_7_l2000 = r(N)/`total_count'117.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"118.                 local SP9_P_8_l2000 = r(N)/`total_count'119.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"120.                 local SP9_P_9_l2000 = r(N)/`total_count'121.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_9"122.                 local total_count = r(N)123.                 count if  sp9number == 10 & game1 == "SP_9"124.                 local SP9_P_1 = round(r(N)/`total_count', .001)125.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)126.                 count if  sp9number == 20 & game1 == "SP_9"127.                 local SP9_P_2 = round(r(N)/`total_count', .001)128.                 count if  sp9number == 30 & game1 == "SP_9"129.                 local SP9_P_3 = round(r(N)/`total_count', .001)130.                 count if  sp9number == 40 & game1 == "SP_9"131.                 local SP9_P_4 = round(r(N)/`total_count', .001)132.                 count if  sp9number == 50 & game1 == "SP_9"133.                 local SP9_P_5 = round(r(N)/`total_count', .001)134.                 count if  sp9number == 60 & game1 == "SP_9"135.                 local SP9_P_6 = round(r(N)/`total_count', .001)136.                 count if  sp9number == 70 & game1 == "SP_9"137.                 local SP9_P_7 = round(r(N)/`total_count', .001)138.                 count if  sp9number == 80 & game1 == "SP_9"139.                 local SP9_P_8 = round(r(N)/`total_count', .001)140.                 count if  sp9number == 90 & game1 == "SP_9"141.                 local SP9_P_9 = round(r(N)/`total_count', .001)142.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_9"143.                 local total_count = r(N)144.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"145.                 local SP10_P_1_GM = r(N)/`total_count'146.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"147.                 local SP10_P_2_GM = r(N)/`total_count'148.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"149.                 local SP10_P_3_GM = r(N)/`total_count'150.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"151.                 local SP10_P_4_GM = r(N)/`total_count'152.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"153.                 local SP10_P_5_GM = r(N)/`total_count'154.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"155.                 local SP10_P_6_GM = r(N)/`total_count'156.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"157.                 local SP10_P_7_GM = r(N)/`total_count'158.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"159.                 local SP10_P_8_GM = r(N)/`total_count'160.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"161.                 local SP10_P_9_GM = r(N)/`total_count'162.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_9"163.                 local total_count = r(N)164.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"165.                 local SP10_P_1_IM = r(N)/`total_count'166.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"167.                 local SP10_P_2_IM = r(N)/`total_count'168.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"169.                 local SP10_P_3_IM = r(N)/`total_count'170.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"171.                 local SP10_P_4_IM = r(N)/`total_count'172.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"173.                 local SP10_P_5_IM = r(N)/`total_count'174.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"175.                 local SP10_P_6_IM = r(N)/`total_count'176.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"177.                 local SP10_P_7_IM = r(N)/`total_count'178.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"179.                 local SP10_P_8_IM = r(N)/`total_count'180.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"181.                 local SP10_P_9_IM = r(N)/`total_count'182.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_9"183.                 local total_count = r(N)184.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"185.                 local SP10_P_1_Master = r(N)/`total_count'186.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"187.                 local SP10_P_2_Master = r(N)/`total_count'188.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"189.                 local SP10_P_3_Master = r(N)/`total_count'190.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"191.                 local SP10_P_4_Master = r(N)/`total_count'192.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"193.                 local SP10_P_5_Master = r(N)/`total_count'194.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"195.                 local SP10_P_6_Master = r(N)/`total_count'196.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"197.                 local SP10_P_7_Master = r(N)/`total_count'198.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"199.                 local SP10_P_8_Master = r(N)/`total_count'200.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"201.                 local SP10_P_9_Master = r(N)/`total_count'202.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_9"203.                 local total_count = r(N)204.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"205.                 local SP10_P_1_g2000 = r(N)/`total_count'206.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"207.                 local SP10_P_2_g2000 = r(N)/`total_count'208.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"209.                 local SP10_P_3_g2000 = r(N)/`total_count'210.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"211.                 local SP10_P_4_g2000 = r(N)/`total_count'212.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"213.                 local SP10_P_5_g2000 = r(N)/`total_count'214.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"215.                 local SP10_P_6_g2000 = r(N)/`total_count'216.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"217.                 local SP10_P_7_g2000 = r(N)/`total_count'218.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"219.                 local SP10_P_8_g2000 = r(N)/`total_count'220.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"221.                 local SP10_P_9_g2000 = r(N)/`total_count'222.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_9"223.                 local total_count = r(N)224.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"225.                 local SP10_P_1_l2000 = r(N)/`total_count'226.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"227.                 local SP10_P_2_l2000 = r(N)/`total_count'228.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"229.                 local SP10_P_3_l2000 = r(N)/`total_count'230.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"231.                 local SP10_P_4_l2000 = r(N)/`total_count'232.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"233.                 local SP10_P_5_l2000 = r(N)/`total_count'234.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"235.                 local SP10_P_6_l2000 = r(N)/`total_count' 236.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"237.                 local SP10_P_7_l2000 = r(N)/`total_count'238.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"239.                 local SP10_P_8_l2000 = r(N)/`total_count'240.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"241.                 local SP10_P_9_l2000 = r(N)/`total_count'242.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_9"243.                 local total_count = r(N)244.                 count if sp10number == 1 & game1 == "SP_9"245.                 local SP10_P_1 = round(r(N)/`total_count', .001) 246.                 count if sp10number == 12 & game1 == "SP_9"247.                 local SP10_P_2 = round(r(N)/`total_count', .001)248.                 count if sp10number == 23 & game1 == "SP_9"249.                 local SP10_P_3 = round(r(N)/`total_count', .001)250.                 count if sp10number == 34 & game1 == "SP_9"251.                 local SP10_P_4 = round(r(N)/`total_count', .001)252.                 count if sp10number == 45 & game1 == "SP_9"253.                 local SP10_P_5 = round(r(N)/`total_count', .001)254.                 count if sp10number == 56 & game1 == "SP_9"255.                 local SP10_P_6 = round(r(N)/`total_count', .001)256.                 count if sp10number == 67 & game1 == "SP_9"257.                 local SP10_P_7 = round(r(N)/`total_count', .001)258.                 count if sp10number == 78 & game1 == "SP_9"259.                 local SP10_P_8 = round(r(N)/`total_count', .001)260.                 count if sp10number == 89 & game1 == "SP_9"261.                 local SP10_P_9 = round(r(N)/`total_count', .001)262.                                         . .                                 di ""263.                                 di as green     "                       Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"264.                                 di as green     "                               Number at which Game Solved (1-9)"265.                                 di as green     "                               Number at which Game Solved (1-10)"266.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"267.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"268. .                 headermaker9_3C269.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'270.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'271.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'272.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'273.                 .         }274.                  cd "$tabledir"275.                 file open table7a using table7a.tex, write replace276.                 file write table7a "\begin{table}[!h]" _n277.                 file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on>  (1-9) Played First}} \\" _n  278.                 file write table7a "\hline \hline" _n 279.                 file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6}>  & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 280.                 file write table7a "\hline" _n 281.                 file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9> _N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 282.                 file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P> _7' & `SP9_P_8' & `SP9_P_9'\\" _n 283.                 file write table7a "\hline" _n284.                 file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6'>  & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 285.                 file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' &>  `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n286.                 file write table7a "\end{tabular}" _n 287.                 file write table7a "\end{table}" _n288.                 file close table7a289.         .         .         ************************************.         *Among those who played SP_10 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_10"290.                 local total_count = r(N)291.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"292.                 local SP9_P_1_GM = r(N)/`total_count'293.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"294.                 local SP9_P_2_GM = r(N)/`total_count'295.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"296.                 local SP9_P_3_GM = r(N)/`total_count'297.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"298.                 local SP9_P_4_GM = r(N)/`total_count'299.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"300.                 local SP9_P_5_GM = r(N)/`total_count'301.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"302.                 local SP9_P_6_GM = r(N)/`total_count'303.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"304.                 local SP9_P_7_GM = r(N)/`total_count'305.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"306.                 local SP9_P_8_GM = r(N)/`total_count'307.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"308.                 local SP9_P_9_GM = r(N)/`total_count'309.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_10"310.                 local total_count = r(N)311.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"312.                 local SP9_P_1_IM = r(N)/`total_count'313.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"314.                 local SP9_P_2_IM = r(N)/`total_count'315.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"316.                 local SP9_P_3_IM = r(N)/`total_count'317.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"318.                 local SP9_P_4_IM = r(N)/`total_count'319.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"320.                 local SP9_P_5_IM = r(N)/`total_count'321.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"322.                 local SP9_P_6_IM = r(N)/`total_count'323.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"324.                 local SP9_P_7_IM = r(N)/`total_count'325.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"326.                 local SP9_P_8_IM = r(N)/`total_count'327.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"328.                 local SP9_P_9_IM = r(N)/`total_count'329.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_10"330.                 local total_count = r(N)331.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"332.                 local SP9_P_1_Master = r(N)/`total_count'333.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"334.                 local SP9_P_2_Master = r(N)/`total_count'335.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"336.                 local SP9_P_3_Master = r(N)/`total_count'337.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"338.                 local SP9_P_4_Master = r(N)/`total_count'339.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"340.                 local SP9_P_5_Master = r(N)/`total_count'341.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"342.                 local SP9_P_6_Master = r(N)/`total_count'343.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"344.                 local SP9_P_7_Master = r(N)/`total_count' 345.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"346.                 local SP9_P_8_Master = r(N)/`total_count'347.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"348.                 local SP9_P_9_Master = r(N)/`total_count'349.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_10"350.                 local total_count = r(N)351.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"352.                 local SP9_P_1_g2000 = r(N)/`total_count'353.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"354.                 local SP9_P_2_g2000 = r(N)/`total_count'355.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"356.                 local SP9_P_3_g2000 = r(N)/`total_count'357.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"358.                 local SP9_P_4_g2000 = r(N)/`total_count'359.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"360.                 local SP9_P_5_g2000 = r(N)/`total_count'361.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"362.                 local SP9_P_6_g2000 = r(N)/`total_count'363.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"364.                 local SP9_P_7_g2000 = r(N)/`total_count'365.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"366.                 local SP9_P_8_g2000 = r(N)/`total_count'367.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"368.                 local SP9_P_9_g2000 = r(N)/`total_count'369.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_10"370.                 local total_count = r(N)371.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"372.                 local SP9_P_1_l2000 = r(N)/`total_count'373.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"374.                 local SP9_P_2_l2000 = r(N)/`total_count'375.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"376.                 local SP9_P_3_l2000 = r(N)/`total_count'377.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"378.                 local SP9_P_4_l2000 = r(N)/`total_count'379.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"380.                 local SP9_P_5_l2000 = r(N)/`total_count'381.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"382.                 local SP9_P_6_l2000 = r(N)/`total_count'383.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"384.                 local SP9_P_7_l2000 = r(N)/`total_count'385.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"386.                 local SP9_P_8_l2000 = r(N)/`total_count'387.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"388.                 local SP9_P_9_l2000 = r(N)/`total_count'389.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_10"390.                 local total_count = r(N)391.                 count if  sp9number == 10 & game1 == "SP_10"392.                 local SP9_P_1 = round(r(N)/`total_count', .001)393.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)394.                 count if  sp9number == 20 & game1 == "SP_10"395.                 local SP9_P_2 = round(r(N)/`total_count', .001)396.                 count if  sp9number == 30 & game1 == "SP_10"397.                 local SP9_P_3 = round(r(N)/`total_count', .001)398.                 count if  sp9number == 40 & game1 == "SP_10"399.                 local SP9_P_4 = round(r(N)/`total_count', .001)400.                 count if  sp9number == 50 & game1 == "SP_10"401.                 local SP9_P_5 = round(r(N)/`total_count', .001)402.                 count if  sp9number == 60 & game1 == "SP_10"403.                 local SP9_P_6 = round(r(N)/`total_count', .001)404.                 count if  sp9number == 70 & game1 == "SP_10"405.                 local SP9_P_7 = round(r(N)/`total_count', .001)406.                 count if  sp9number == 80 & game1 == "SP_10"407.                 local SP9_P_8 = round(r(N)/`total_count', .001)408.                 count if  sp9number == 90 & game1 == "SP_10"409.                 local SP9_P_9 = round(r(N)/`total_count', .001)410.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_10"411.                 local total_count = r(N)412.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"413.                 local SP10_P_1_GM = r(N)/`total_count'414.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"415.                 local SP10_P_2_GM = r(N)/`total_count'416.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"417.                 local SP10_P_3_GM = r(N)/`total_count'418.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"419.                 local SP10_P_4_GM = r(N)/`total_count'420.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"421.                 local SP10_P_5_GM = r(N)/`total_count'422.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"423.                 local SP10_P_6_GM = r(N)/`total_count'424.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"425.                 local SP10_P_7_GM = r(N)/`total_count'426.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"427.                 local SP10_P_8_GM = r(N)/`total_count'428.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"429.                 local SP10_P_9_GM = r(N)/`total_count'430.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_10"431.                 local total_count = r(N)432.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"433.                 local SP10_P_1_IM = r(N)/`total_count'434.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"435.                 local SP10_P_2_IM = r(N)/`total_count'436.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"437.                 local SP10_P_3_IM = r(N)/`total_count'438.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"439.                 local SP10_P_4_IM = r(N)/`total_count'440.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"441.                 local SP10_P_5_IM = r(N)/`total_count'442.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"443.                 local SP10_P_6_IM = r(N)/`total_count'444.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"445.                 local SP10_P_7_IM = r(N)/`total_count'446.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"447.                 local SP10_P_8_IM = r(N)/`total_count'448.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"449.                 local SP10_P_9_IM = r(N)/`total_count'450.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_10"451.                 local total_count = r(N)452.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"453.                 local SP10_P_1_Master = r(N)/`total_count'454.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"455.                 local SP10_P_2_Master = r(N)/`total_count'456.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"457.                 local SP10_P_3_Master = r(N)/`total_count'458.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"459.                 local SP10_P_4_Master = r(N)/`total_count'460.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"461.                 local SP10_P_5_Master = r(N)/`total_count'462.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"463.                 local SP10_P_6_Master = r(N)/`total_count'464.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"465.                 local SP10_P_7_Master = r(N)/`total_count'466.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"467.                 local SP10_P_8_Master = r(N)/`total_count'468.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"469.                 local SP10_P_9_Master = r(N)/`total_count'470.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_10"471.                 local total_count = r(N)472.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"473.                 local SP10_P_1_g2000 = r(N)/`total_count'474.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"475.                 local SP10_P_2_g2000 = r(N)/`total_count'476.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"477.                 local SP10_P_3_g2000 = r(N)/`total_count'478.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"479.                 local SP10_P_4_g2000 = r(N)/`total_count'480.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"481.                 local SP10_P_5_g2000 = r(N)/`total_count'482.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"483.                 local SP10_P_6_g2000 = r(N)/`total_count'484.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"485.                 local SP10_P_7_g2000 = r(N)/`total_count'486.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"487.                 local SP10_P_8_g2000 = r(N)/`total_count'488.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"489.                 local SP10_P_9_g2000 = r(N)/`total_count'490.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_10"491.                 local total_count = r(N)492.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"493.                 local SP10_P_1_l2000 = r(N)/`total_count'494.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"495.                 local SP10_P_2_l2000 = r(N)/`total_count'496.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"497.                 local SP10_P_3_l2000 = r(N)/`total_count'498.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"499.                 local SP10_P_4_l2000 = r(N)/`total_count'500.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"501.                 local SP10_P_5_l2000 = r(N)/`total_count'502.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"503.                 local SP10_P_6_l2000 = r(N)/`total_count' 504.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"505.                 local SP10_P_7_l2000 = r(N)/`total_count'506.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"507.                 local SP10_P_8_l2000 = r(N)/`total_count'508.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"509.                 local SP10_P_9_l2000 = r(N)/`total_count'510.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_10"511.                 local total_count = r(N)512.                 count if sp10number == 1 & game1 == "SP_10"513.                 local SP10_P_1 = round(r(N)/`total_count', .001) 514.                 count if sp10number == 12 & game1 == "SP_10"515.                 local SP10_P_2 = round(r(N)/`total_count', .001)516.                 count if sp10number == 23 & game1 == "SP_10"517.                 local SP10_P_3 = round(r(N)/`total_count', .001)518.                 count if sp10number == 34 & game1 == "SP_10"519.                 local SP10_P_4 = round(r(N)/`total_count', .001)520.                 count if sp10number == 45 & game1 == "SP_10"521.                 local SP10_P_5 = round(r(N)/`total_count', .001)522.                 count if sp10number == 56 & game1 == "SP_10"523.                 local SP10_P_6 = round(r(N)/`total_count', .001)524.                 count if sp10number == 67 & game1 == "SP_10"525.                 local SP10_P_7 = round(r(N)/`total_count', .001)526.                 count if sp10number == 78 & game1 == "SP_10"527.                 local SP10_P_8 = round(r(N)/`total_count', .001)528.                 count if sp10number == 89 & game1 == "SP_10"529.                 local SP10_P_9 = round(r(N)/`total_count', .001)530.                 .         .                                 di ""531.                                 di as green     "                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First> "532.                                 di as green     "                               Number at which Game Solved (1-9)"533.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"534.                                 di as green     "                               Number at which Game Solved (1-10)"535.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"536.         .                 headermaker9_3C537.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'538.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'539.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'540.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'541.                 .         }       /Users/trevorgallen/Desktop/Chess/Tables/    3    2    0    0    0    0    0    0    0    1    0    0    0    0    0    0    0    0    0    0   10    5    1    0    1    0    0    0    1    2    9    4    0    0    2    1    1    0    0    1    3    3    0    0    0    0    0    0    0    0   50   28    2    0    6    2    2    0    2    8    5    1    0    0    0    0    0    1    2    0    3    1    0    0    0    0    0    0    0    1    9    1    0    0    0    0    0    1    1    6    5    0    0    0    0    0    0    0    0    5    3    0    1    0    0    0    0    0    1    1   50    6    2    0    0    0    4    4    8   26                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.5600000000000001|.04|0        | .12      | .04      | .04      | 0        | .04      | .161        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.12      | .04      | 0        | 0        | 0        | .08      | .08      | .16      | .52r; t=0.14 15:15:10.                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:15:10.                 file open table7b using table7b.tex, write replacer; t=0.00 15:15:10.                 file write table7b "\begin{table}[!h]" _nr; t=0.00 15:15:10.                 file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1> -10) Played First}} \\" _n  r; t=0.00 15:15:10.                 file write table7b "\hline \hline" _n r; t=0.00 15:15:10.                 file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & > \textbf{7} & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:15:10.                 file write table7b "\hline" _n r; t=0.00 15:15:10.                 file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_> 7' & `SP9_N_8' & `SP9_N_9'\\" _n r; t=0.00 15:15:10.                 file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7'>  & `SP9_P_8' & `SP9_P_9'\\" _n r; t=0.00 15:15:10.                 file write table7b "\hline" _nr; t=0.00 15:15:10.                 file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & > `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:15:10.                 file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `S> P10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:15:10.                 file write table7b "\end{tabular}" _n r; t=0.00 15:15:10.                 file write table7b "\end{table}" _nr; t=0.00 15:15:10.                 file close table7b      r; t=0.00 15:15:10.         .         . /****************************************************************************************> * STATISTICAL TESTS: > *****************************************************************************************/. forval x = 1/1{  2.         *We compare GM first rates to all other first rates, comparing their dichotomous.         *success rates (bernoulli std. dv) with a t-test (assuming approximation to the .         *normal)..         .                 foreach x in GM IM M g2000 l2000 {  3.                 local SP10_First_`x'_S_T        =       round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)  4.                 local SP9_First_`x'_S_T         =       round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)  5.                 }  6.                 .                 forvalues x = 1/1 {  7.                 di "Table 5"  8.                 local SP10_First_NonGM_C_T =    `SP10_First_IM_C_T'+    `SP10_First_M_C_T'+     `SP10_First_g2000_C_T'  +       `SP10_First_l2000_C_> T'  9.                 local SP9_First_NonGM_C_T =     `SP9_First_IM_C_T'+     `SP9_First_M_C_T'+      `SP9_First_g2000_C_T'   +       `SP9_First_l2000_C_T> '                    10.         .                 local SP10_First_NonGM_S_T =    `SP10_First_IM_S_T'+    `SP10_First_M_S_T'+     `SP10_First_g2000_S_T'  +       `SP10_First_l2000_S_T' 11.                 local SP9_First_NonGM_S_T =     `SP9_First_IM_S_T'+     `SP9_First_M_S_T'+      `SP9_First_g2000_S_T'   +       `SP9_First_l2000_S_T> ' 12.         .                 local SP10_First_NonGM_T =      `SP10_First_NonGM_S_T'  /       `SP10_First_NonGM_C_T' 13.                 local SP9_First_NonGM_T =       `SP9_First_NonGM_S_T'   /       `SP9_First_NonGM_C_T' 14.         .                 local SP10_First_NonGM_SD_T     = (`SP10_First_NonGM_T' *       (1-`SP10_First_NonGM_T'))^.5 15.                 local SP10_First_GM_SD_T        = (`SP10_First_GM_T'    *       (1-`SP10_First_GM_T'))^.5 16.         .                 local SP9_First_NonGM_SD_T      = (`SP9_First_NonGM_T'  *       (1-`SP9_First_NonGM_T'))^.5 17.                 local SP9_First_GM_SD_T = (`SP9_First_GM_T'     *       (1-`SP9_First_GM_T'))^.5 18.                 } 19.         .                 di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 20.                 di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_> SD_T'" 21.                 ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T> ' 22.         .                 di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 23.                 di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'" 24.                 ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'     >      25.         .         *Now we compare SP9 First vs. SP10 First.                 *Counts and Percentages.                         *SP9.                         *9 First.                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 26.                         local 9F_N = r(N)/2 27.                         di "`9F_N'" 28.                         *9 Second.                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))  29.                         local 10F_N = r(N)/2     30.         .                         *SP9First, 10 or 20.                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 31.                         local SP9_9F_P_10and20 = r(N)/`SP9_9F_N' 32.                         di `SP9_9F_P_10and20' 33.                 .                         *SP10First, 10 or 20.                         .                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_10and20 = r(N)/`SP9_10F_N' 35.                         di `SP9_10F_P_10and20' 36.         .                         *SP10.                         *SP10First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 37.                         local SP10_10F_P_1and12 = r(N)/`10F_N' 38.                         di `SP10_10F_P_1and12'           39. .                         *SP9First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 40.                         local SP10_9F_P_1and12 = r(N)/`9F_N' 41.                         di `SP10_9F_P_1and12' 42.                 *Standard Errors.                         local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5 43.                         local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5 44.                         local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5 45.                         local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5  46. .                 di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second." 47.                 di "    ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD'" 48.                 ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD' 49.                 di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second." 50.                 di "    ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_10F_1and20SD'      `10F_N'        `SP10_10F_P_1and12'     `SP10_9F_1and20SD'" 51.                 ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_9F_1and20SD'      `10F_N' `SP10_10F_P_1and12'     `SP10_10F_1and20SD' 52. }Table 5We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 25 .2 .4 168 .0833333333333333 .2763853991962832Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      25          .2         .08          .4    .0348881    .3651119       y |     168    .0833333    .0213236    .2763854    .0412348    .1254319---------+--------------------------------------------------------------------combined |     193    .0984456    .0213514    .2966229    .0563322     .140559---------+--------------------------------------------------------------------    diff |            .1166667    .0631904               -.0079741    .2413074------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.8463Ho: diff = 0                                     degrees of freedom =      191    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9668         Pr(|T| > |t|) = 0.0664          Pr(T > t) = 0.0332We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 16 .5 .5 142 .3802816901408451 .4854559982989883Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      16          .5        .125          .5    .2335688    .7664312       y |     142    .3802817    .0407386     .485456    .2997443     .460819---------+--------------------------------------------------------------------combined |     158    .3924051    .0387175    .4866709    .3159308    .4688794---------+--------------------------------------------------------------------    diff |            .1197183    .1283927               -.1338942    .3733308------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   0.9324Ho: diff = 0                                     degrees of freedom =      156    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.8237         Pr(|T| > |t|) = 0.3526          Pr(T > t) = 0.1763  10452  102   76.73076923   60.58823529   14.2745098   30.57692308For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second.    ttesti 52   .7307692307692307      .4435600997950306      51 .5882352941176471     .4921529567847503Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .7307692    .0615107    .4435601    .6072813    .8542572       y |      51    .5882353    .0689152     .492153     .449815    .7266555---------+--------------------------------------------------------------------combined |     103    .6601942    .0464501    .4714167    .5680607    .7523277---------+--------------------------------------------------------------------    diff |            .1425339    .0922798               -.0405243    .3255922------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.5446Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9372         Pr(|T| > |t|) = 0.1256          Pr(T > t) = 0.0628For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second.    ttesti 52   .5769230769230769      .4462669284996488      51        .2745098039215687     .4940474068717357Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .5769231     .068512    .4940474    .4393794    .7144668       y |      51    .2745098    .0624899    .4462669    .1489952    .4000244---------+--------------------------------------------------------------------combined |     103    .4271845     .048547    .4926981    .3308917    .5234772---------+--------------------------------------------------------------------    diff |            .3024133    .0928224                .1182786    .4865479------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   3.2580Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9992         Pr(|T| > |t|) = 0.0015          Pr(T > t) = 0.0008r; t=0.05 15:15:10. .                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:15:10. .                 . end of do-filer; t=2.83 15:15:10. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.01 15:16:23.         set rmsg onr; t=0.00 15:16:23.         set more 1r; t=0.00 15:16:23.         set virtual onr; t=0.00 15:16:23.         pause offr; t=0.00 15:16:23. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:16:23.         global datadir = "$dir/Data"r; t=0.00 15:16:23.         global logdir = "$dir/Logs"r; t=0.00 15:16:23.         global codedir = "$dir/Code"r; t=0.00 15:16:23.         global figsdir = "$dir/Figures"r; t=0.00 15:16:23.         global tabledir = "$dir/tables"r; t=0.00 15:16:23. .         local projectname = "ChessInduction"r; t=0.00 15:16:23.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:16:23.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:16:23.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:16:23.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:16:23.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:16:23.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:16:23.         capture log close 



Logs/logChessInduction_2009_De_20_15_16.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_16.log  log type:  text opened on:  20 Dec 2009, 15:16:23r; t=0.00 15:16:23. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:16:23. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:16:23.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:16:23. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:16:23.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:16:23. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:16:23.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:16:23.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:16:23.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:16:23.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:16:23.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:16:23.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:16:23.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:16:23.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:16:23.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:16:23.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:16:23.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:16:23.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:16:23.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:16:23.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:16:23.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.01 15:16:23. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:16:23.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:16:23.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:16:23.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:16:23.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:16:23.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:16:23.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:16:23. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:16:23. .         *We drop our cleaned data if it has remained in the data folder..         cap erase $datadir/FullChess.dta"r; t=0.00 15:16:23. . .         rename var41 Player_Coder; t=0.00 15:16:23.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:16:23.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:16:23. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:16:23.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:16:23.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:16:23.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:16:23.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:16:23.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:16:23. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:16:23.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:16:23.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:16:23.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:16:23. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:16:23.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.01 15:16:23. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:16:23. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:16:23.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.00 15:16:23. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:16:23. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:16:23.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:16:23. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:16:23.                 gen IM = (title=="IM")r; t=0.00 15:16:23.                 gen Master = (title=="Master")r; t=0.00 15:16:23.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:16:23.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:16:23. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:16:23.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:16:23. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:16:23.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:16:23.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:16:23. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:16:23.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:16:23.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:16:23. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:16:23.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:16:23.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:16:23.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:16:23.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:16:23.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:16:23. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:16:23.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:16:23.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:16:23.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:16:23.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:16:23.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:16:23.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:16:23.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:16:23.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:16:23. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:16:23.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:16:23.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:16:23.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:16:23.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:16:23.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:16:23. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:16:23.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:16:23.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:16:23.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:16:23.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:16:23. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:16:23.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.01 15:16:23.                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:16:23. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.00 15:16:23.                 sort city playernumberr; t=0.00 15:16:23.                 save "$datadir/Chess Race Data.dta", replace(note: file /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta not found)file /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta savedr; t=0.01 15:16:23. .                 use "$datadir/FullChess.dta", clearr; t=0.00 15:16:23.                 sort city playernumberr; t=0.00 15:16:23.                 merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusingvariables city playernumber do not uniquely identify observations in the master datar; t=0.00 15:16:23. .         *Finally, I also make the blank .tex table format..                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:23.                 file open FullTables using FullTables.tex, write replace(note: file FullTables.tex not found)r; t=0.00 15:16:23.                 file write FullTables "\documentclass{article}" _nr; t=0.00 15:16:23.                 file write FullTables "\usepackage{fullpage}" _nr; t=0.00 15:16:23.                 file write FullTables "\usepackage{natbib}" _nr; t=0.00 15:16:23.                 file write FullTables "\usepackage{graphicx}" _nr; t=0.00 15:16:23.                 file write FullTables "\usepackage{multirow}" _nr; t=0.00 15:16:23.                 file write FullTables "\usepackage{lscape}" _nr; t=0.00 15:16:23.                 file write FullTables "\bibliographystyle{plainnat}" _nr; t=0.00 15:16:23.                 file write FullTables "\begin{document}" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table1.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table2.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table3.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table4a.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table4b.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\begin{landscape}" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table5.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\end{landscape}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table6.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\newpage" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table7a.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\input{table7b.tex}" _nr; t=0.00 15:16:23.                 file write FullTables "\end{document}" _nr; t=0.00 15:16:23.                 file close FullTablesr; t=0.00 15:16:23. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 1:  Summary of Participants> *****************************************************************************************/.         qui {  3. .         *USCF Ratings:.         sum uscf if title == "GM"  4.         local USCF_Rating_1 = "`r(min)'-`r(max)'"  5.         sum uscf if title == "IM"  6.         local USCF_Rating_2 = "`r(min)'-`r(max)'"  7.         sum uscf if title == "Master"  8.         local USCF_Rating_3 = "`r(min)'-`r(max)'"  9.         sum uscf if title == ">2000" 10.         local USCF_Rating_4 = "`r(min)'-`r(max)'" 11.         sum uscf if title == "<2000" 12.         local USCF_Rating_5 = "`r(min)'-`r(max)'" 13.         local USCF_Rating_6 = "N/A" 14.         local USCF_Rating_7 = "N/A" 15. .         *FIDE Ratings:.         sum fide if title == "GM" 16.         local FIDE_Rating_1 = "`r(min)'-`r(max)'" 17.         sum fide if title == "IM" 18.         local FIDE_Rating_2 = "`r(min)'-`r(max)'" 19.         sum fide if title == "Master" 20.         local FIDE_Rating_3 = "`r(min)'-`r(max)'" 21.         sum fide if title == ">2000" 22.         local FIDE_Rating_4 = "`r(min)'-`r(max)'" 23.         sum fide if title == "<2000" 24.         local FIDE_Rating_5 = "`r(min)'-`r(max)'" 25.         local FIDE_Rating_6 = "N/A" 26.         local FIDE_Rating_7 = "N/A" 27. .         *LLS.         count if title == "GM" 28.         local LLS_Chess_1 = r(N) 29.         count if title == "IM" 30.         local LLS_Chess_2 =  r(N) 31.         count if title == "Master" 32.         local LLS_Chess_3 = r(N) 33.         count if title == ">2000" 34.         local LLS_Chess_4 =  r(N) 35.         count if title == "<2000" 36.         local LLS_Chess_5 =  r(N) 37.         local LLS_Chess_6 =  "N/A" 38.         count 39.         local LLS_Chess_7 = r(N) 40. .         *PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6.         local PHV_Chess_1 = 41 41.         local PHV_Chess_2 =  45 42.         local PHV_Chess_3 =  29 43.         local PHV_Chess_4 =  141 44.         local PHV_Chess_5 =  "N/A" 45.         local PHV_Chess_6 =  80 46.         local PHV_Chess_7 = 41+45+29+141+80 47.         } 48. .                 di "" 49.                 di as green     "                       Table 1: Summary of Participants" 50.                 di as green     "                               Grandmasters:" 51.                 di as green     "                               International Masters:" 52.                 di as green     "                               FIDE & UCSF Masters:" 53.                 di as green     "                               Other Chess Players > 2000" 54.                 di as green     "                               Other Chess Players < 2000" 55.                 di as green     "                               Students" 56.                 di as green     "                               Total" 57. .                 headermaker4_1A 58.                 tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1' 59.                 tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2' 60.                 tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3' 61.                 tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4' 62.                 tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5' 63.                 tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6' 64.                 tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7' 65. . . .         }                       Table 1: Summary of Participants                               Grandmasters:                               International Masters:                               FIDE & UCSF Masters:                               Other Chess Players > 2000                               Other Chess Players < 2000                               Students                               Total----------------------------------------------------------------------------------------------------USCF Rating          | FIDE Rating           | LLS: Chess            {c }PHV: Chess----------------------------------------------------------------------------------------------------2472-2763            | 2265-2637             | 26                    | 412273-2538            | 2227-2488             | 20                    | 452009-2497            | 2037-2497             | 61                    | 292000-2610            | 2026-2531             | 46                    | 141852-2064             | 1789-2341             | 53                    | N/AN/A                  | N/A                   | N/A                   | 80N/A                  | N/A                   | 206                   | 336r; t=0.00 15:16:23. . . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:23. file open table1 using table1.tex, write replace(note: file table1.tex not found)r; t=0.00 15:16:23. file write table1 "\begin{table}" _nr; t=0.00 15:16:23. file write table1 "\begin{tabular}{lcccc} \multicolumn{5}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  r; t=0.00 15:16:23. file write table1 "\hline \hline" _n r; t=0.00 15:16:23. file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} & \textbf{PHV: Chess}\\" _n r; t=0.00 15:16:23. file write table1 "\hline " _n r; t=0.00 15:16:23. file write table1 "Grandmasters                 & `USCF_Rating_1'       & `FIDE_Rating_1' & `LLS_Chess_1' & `PHV_Chess_1' \\" _n r; t=0.00 15:16:23. file write table1 "International Masters        & `USCF_Rating_2'       & `FIDE_Rating_2' & `LLS_Chess_2' & `PHV_Chess_2' \\" _n r; t=0.00 15:16:23. file write table1 "FIDE \& USCF Masters         & `USCF_Rating_3'       & `FIDE_Rating_3' & `LLS_Chess_3' & `PHV_Chess_3' \\" _n r; t=0.00 15:16:23. file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'       & `FIDE_Rating_4' & `LLS_Chess_4' & `PHV_Chess_4' \\ " _n r; t=0.00 15:16:23. file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'       & `FIDE_Rating_5' & `LLS_Chess_5' & `PHV_Chess_5' \\" _n r; t=0.00 15:16:23. file write table1 "Students                     & `USCF_Rating_6'       & `FIDE_Rating_6' & `LLS_Chess_6' & `PHV_Chess_6' \\" _n r; t=0.00 15:16:23. file write table1 "Total                        & `USCF_Rating_7'       & `FIDE_Rating_7' & `LLS_Chess_7' & `PHV_Chess_7' \\" _n r; t=0.00 15:16:23. file write table1 "\end{tabular}" _n r; t=0.00 15:16:23. file write table1 "\end{table} " _nr; t=0.00 15:16:23. file close table1r; t=0.00 15:16:23. . . /****************************************************************************************> *Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)> *****************************************************************************************/. .         qui {r; t=0.02 15:16:23.         forval x = 1/1 {  2.                                 di ""  3.                                 di as green     "                       Table 2: Summary of Centipede Results: Implied Stop Probabilities"  4.                                 di as green     "                               Grandmasters:"  5.                                 di as green     "                               International Masters:"  6.                                 di as green     "                               USCF/FIDE Masters > 2000"  7.                                 di as green     "                               >2000"  8.                                 di as green     "                               <2000"  9.                                 di as green     "                               Total" 10.         .                 headermaker7_2A 11.                 tablemaker7_2A `GM_White_1'             `GM_Black_2'            `GM_White_3'            `GM_Black_4'            `GM_White_5'        >     `GM_Black_6'            `GM_White_7' 12.                 tablemaker7_2A `GM_White_1_D'           `GM_Black_2_D'          `GM_White_3_D'          `GM_Black_4_D'          `GM_White_5_D'      >     `GM_Black_6_D'          `GM_White_7_D' 13.                 tablemaker7_2A `IM_White_1'             `IM_Black_2'            `IM_White_3'            `IM_Black_4'            `IM_White_5'        >     `IM_Black_6'            `IM_White_7' 14.                 tablemaker7_2A `IM_White_1_D'           `IM_Black_2_D'          `IM_White_3_D'          `IM_Black_4_D'          `IM_White_5_D'      >     `IM_Black_6_D'          `IM_White_7_D'   15.                 tablemaker7_2A `Master_White_1'         `Master_Black_2'        `Master_White_3'        `Master_Black_4'        `Master_White_5'    >     `Master_Black_6'        `Master_White_7' 16.                 tablemaker7_2A `Master_White_1_D'       `Master_Black_2_D'      `Master_White_3_D'      `Master_Black_4_D'      `Master_White_5_D'  >     `Master_Black_6_D'      `Master_White_7_D' 17.                 tablemaker7_2A `gr2000_White_1'         `gr2000_Black_2'        `gr2000_White_3'        `gr2000_Black_4'        `gr2000_White_5'    >     `gr2000_Black_6'        `gr2000_White_7' 18.                 tablemaker7_2A `gr2000_White_1_D'       `gr2000_Black_2_D'      `gr2000_White_3_D'      `gr2000_Black_4_D'      `gr2000_White_5_D'  >     `gr2000_Black_6_D'      `gr2000_White_7_D' 19.                 tablemaker7_2A `l2000_White_1'          `l2000_Black_2'         `l2000_White_3'         `l2000_Black_4'         `l2000_White_5'     >     `l2000_Black_6'         `l2000_White_7' 20.                 tablemaker7_2A `l2000_White_1_D'        `l2000_Black_2_D'       `l2000_White_3_D'       `l2000_Black_4_D'       `l2000_White_5_D'   >     `l2000_Black_6_D'       `l2000_White_7_D' 21.                 tablemaker7_2A `total_1'                `total_2'               `total_3'               `total_4'               `total_5'           >     `total_6'               `total_7' 22.                 tablemaker7_2A `total_1_D'              `total_2_D'             `total_3_D'             `total_4_D'             `total_5_D'         >     `total_6_D'             `total_7_D' 23.         }                       Table 2: Summary of Centipede Results: Implied Stop Probabilities                               Grandmasters:                               International Masters:                               USCF/FIDE Masters > 2000                               >2000                               <2000                               Total----------------------------------------------------------------------------------------------------Node 1   | Node 2    | Node 3    | Node 4    | Node 5    | Node 6|     Node 7----------------------------------------------------------------------------------------------------0        | .111      | .067      | 0         | .636      | 1 |         116       | 9         | 15        | 7         | 11        | 2 |         20        | 0         | .083      | .625      | .625      | 0 |         112       | 8         | 12        | 8         | 8         | 1 |         2.063     | .077      | .259      | .318      | .455      | .5|         132       | 26        | 27        | 22        | 11        | 8 |         2.056     | .154      | .154      | .2        | .5        | 1 |         118       | 26        | 13        | 15        | 6         | 2 |         1.042     | .103      | .286      | .526      | .7        | .667|       N/A24       | 29        | 21        | 19        | 10        | 6 |         0.039     | .102      | .193      | .352      | .587      | .632|       1102      | 98        | 88        | 71        | 46        | 19|         7r; t=0.17 15:16:23. . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:23. file open table2 using table2.tex, write replace(note: file table2.tex not found)r; t=0.00 15:16:23. file write table2 "\begin{table}" _nr; t=0.00 15:16:23. file write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  r; t=0.00 15:16:23. file write table2 "\hline \hline" _n r; t=0.00 15:16:23. file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node > 6}\\" _n r; t=0.00 15:16:23. file write table2 "\hline" _n r; t=0.00 15:16:23. file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n r; t=0.00 15:16:23. file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n r; t=0.00 15:16:23. file write table2 "Grandmasters & `GM_White_1'  & `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n r; t=0.00 15:16:23. file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nr; t=0.00 15:16:23. file write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nr; t=0.00 15:16:23. file write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nr; t=0.00 15:16:23. file write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nr; t=0.00 15:16:23. file write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black> _6_D')\\" _nr; t=0.00 15:16:23. file write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nr; t=0.00 15:16:23. file write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black> _6_D')\\" _nr; t=0.00 15:16:23. file write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nr; t=0.00 15:16:23. file write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')> \\" _nr; t=0.00 15:16:23. file write table2 "\end{tabular}" _n r; t=0.00 15:16:23. file write table2 "\end{table}" _nr; t=0.00 15:16:23. file close table2r; t=0.00 15:16:23. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 3:  Summary of Race to 100 Results> *****************************************************************************************/.         qui {  3. .         *Number at which SP9 is solved by node:.         local SP9_N_1 = 10  4.         local SP9_N_2 = 20  5.         local SP9_N_3 = 30  6.         local SP9_N_4 = 40  7.         local SP9_N_5 = 50  8.         local SP9_N_6 = 60  9.         local SP9_N_7 = 70 10.         local SP9_N_8 = 80 11.         local SP9_N_9 = 90 12. .         *Number at which SP10 is solved by node:.         local SP10_N_1 = 1 13.         local SP10_N_2 = 12 14.         local SP10_N_3 = 23 15.         local SP10_N_4 = 34 16.         local SP10_N_5 = 45 17.         local SP10_N_6 = 56 18.         local SP10_N_7 = 67 19.         local SP10_N_8 = 78 20.         local SP10_N_9 = 89 21. .         *Percentage of Stops by Node 1-9:GM.         count if title == "GM" & sp9 == 1 22.         local total_count = r(N) 23.         count if  sp9number == 10 & title == "GM" & sp9 == 1 24.         local SP9_P_1_GM = r(N)/`total_count' 25.         count if  sp9number == 20 & title == "GM" & sp9 == 1 26.         local SP9_P_2_GM = r(N)/`total_count' 27.         count if  sp9number == 30 & title == "GM" & sp9 == 1 28.         local SP9_P_3_GM = r(N)/`total_count' 29.         count if  sp9number == 40 & title == "GM" & sp9 == 1 30.         local SP9_P_4_GM = r(N)/`total_count' 31.         count if  sp9number == 50 & title == "GM" & sp9 == 1 32.         local SP9_P_5_GM = r(N)/`total_count' 33.         count if  sp9number == 60 & title == "GM" & sp9 == 1 34.         local SP9_P_6_GM = r(N)/`total_count' 35.         count if  sp9number == 70 & title == "GM" & sp9 == 1 36.         local SP9_P_7_GM = r(N)/`total_count' 37.         count if  sp9number == 80 & title == "GM" & sp9 == 1 38.         local SP9_P_8_GM = r(N)/`total_count' 39.         count if  sp9number == 90 & title == "GM" & sp9 == 1 40.         local SP9_P_9_GM = r(N)/`total_count' 41. .         *Percentage of Stops by Node 1-9:IM.         count if title == "IM" & sp9 == 1 42.         local total_count = r(N) 43.         count if  sp9number == 10 & title == "IM" & sp9 == 1 44.         local SP9_P_1_IM = r(N)/`total_count' 45.         count if  sp9number == 20 & title == "IM" & sp9 == 1 46.         local SP9_P_2_IM = r(N)/`total_count' 47.         count if  sp9number == 30 & title == "IM" & sp9 == 1 48.         local SP9_P_3_IM = r(N)/`total_count' 49.         count if  sp9number == 40 & title == "IM" & sp9 == 1 50.         local SP9_P_4_IM = r(N)/`total_count' 51.         count if  sp9number == 50 & title == "IM" & sp9 == 1 52.         local SP9_P_5_IM = r(N)/`total_count' 53.         count if  sp9number == 60 & title == "IM" & sp9 == 1 54.         local SP9_P_6_IM = r(N)/`total_count' 55.         count if  sp9number == 70 & title == "IM" & sp9 == 1 56.         local SP9_P_7_IM = r(N)/`total_count' 57.         count if  sp9number == 80 & title == "IM" & sp9 == 1 58.         local SP9_P_8_IM = r(N)/`total_count' 59.         count if  sp9number == 90 & title == "IM" & sp9 == 1 60.         local SP9_P_9_IM = r(N)/`total_count' 61. .         *Percentage of Stops by Node 1-9:Master.         count if title == "Master" & sp9 == 1 62.         local total_count = r(N) 63.         count if  sp9number == 10 & title == "Master" & sp9 == 1 64.         local SP9_P_1_Master = r(N)/`total_count' 65.         count if  sp9number == 20 & title == "Master" & sp9 == 1 66.         local SP9_P_2_Master = r(N)/`total_count' 67.         count if  sp9number == 30 & title == "Master" & sp9 == 1 68.         local SP9_P_3_Master = r(N)/`total_count' 69.         count if  sp9number == 40 & title == "Master" & sp9 == 1 70.         local SP9_P_4_Master = r(N)/`total_count' 71.         count if  sp9number == 50 & title == "Master" & sp9 == 1 72.         local SP9_P_5_Master = r(N)/`total_count' 73.         count if  sp9number == 60 & title == "Master" & sp9 == 1 74.         local SP9_P_6_Master = r(N)/`total_count' 75.         count if  sp9number == 70 & title == "Master" & sp9 == 1 76.         local SP9_P_7_Master = r(N)/`total_count' 77.         count if  sp9number == 80 & title == "Master" & sp9 == 1 78.         local SP9_P_8_Master = r(N)/`total_count' 79.         count if  sp9number == 90 & title == "Master" & sp9 == 1 80.         local SP9_P_9_Master = r(N)/`total_count' 81. .         *Percentage of Stops by Node 1-9:g2000.         count if title == ">2000" & sp9 == 1 82.         local total_count = r(N) 83.         count if  sp9number == 10 & title == ">2000" & sp9 == 1 84.         local SP9_P_1_g2000 = r(N)/`total_count' 85.         count if  sp9number == 20 & title == ">2000" & sp9 == 1 86.         local SP9_P_2_g2000 = r(N)/`total_count' 87.         count if  sp9number == 30 & title == ">2000" & sp9 == 1 88.         local SP9_P_3_g2000 = r(N)/`total_count' 89.         count if  sp9number == 40 & title == ">2000" & sp9 == 1 90.         local SP9_P_4_g2000 = r(N)/`total_count' 91.         count if  sp9number == 50 & title == ">2000" & sp9 == 1 92.         local SP9_P_5_g2000 = r(N)/`total_count' 93.         count if  sp9number == 60 & title == ">2000" & sp9 == 1 94.         local SP9_P_6_g2000 = r(N)/`total_count' 95.         count if  sp9number == 70 & title == ">2000" & sp9 == 1 96.         local SP9_P_7_g2000 = r(N)/`total_count' 97.         count if  sp9number == 80 & title == ">2000" & sp9 == 1 98.         local SP9_P_8_g2000 = r(N)/`total_count' 99.         count if  sp9number == 90 & title == ">2000" & sp9 == 1100.         local SP9_P_9_g2000 = r(N)/`total_count'101. .         *Percentage of Stops by Node 1-9:l2000.         count if title == "<2000" & sp9 == 1102.         local total_count = r(N)103.         count if  sp9number == 10 & title == "<2000" & sp9 == 1104.         local SP9_P_1_l2000 = r(N)/`total_count'105.         count if  sp9number == 20 & title == "<2000" & sp9 == 1106.         local SP9_P_2_l2000 = r(N)/`total_count'107.         count if  sp9number == 30 & title == "<2000" & sp9 == 1108.         local SP9_P_3_l2000 = r(N)/`total_count'109.         count if  sp9number == 40 & title == "<2000" & sp9 == 1110.         local SP9_P_4_l2000 = r(N)/`total_count'111.         count if  sp9number == 50 & title == "<2000" & sp9 == 1112.         local SP9_P_5_l2000 = r(N)/`total_count'113.         count if  sp9number == 60 & title == "<2000" & sp9 == 1114.         local SP9_P_6_l2000 = r(N)/`total_count'115.         count if  sp9number == 70 & title == "<2000" & sp9 == 1116.         local SP9_P_7_l2000 = r(N)/`total_count'117.         count if  sp9number == 80 & title == "<2000" & sp9 == 1118.         local SP9_P_8_l2000 = r(N)/`total_count'119.         count if  sp9number == 90 & title == "<2000" & sp9 == 1120.         local SP9_P_9_l2000 = r(N)/`total_count'121. .         *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).         .         count122.         local total_count = r(N)123.         count if  sp9number == 10124.         local SP9_P_1 = round(r(N)/`total_count', .001)125.         *For Latex tables, because Stata messes up on storing decimals in binary:.         local SP9_P_1 = substr("`SP9_P_1'",1,4)126.         count if  sp9number == 20127.         local SP9_P_2 = round(r(N)/`total_count', .001)128.         count if  sp9number == 30129.         local SP9_P_3 = round(r(N)/`total_count', .001)130.         count if  sp9number == 40131.         local SP9_P_4 = round(r(N)/`total_count', .001)132.         count if  sp9number == 50133.         local SP9_P_5 = round(r(N)/`total_count', .001)134.         count if  sp9number == 60135.         local SP9_P_6 = round(r(N)/`total_count', .001)136.         count if  sp9number == 70137.         local SP9_P_7 = round(r(N)/`total_count', .001)138.         count if  sp9number == 80139.         local SP9_P_8 = round(r(N)/`total_count', .001)140.         count if  sp9number == 90141.         local SP9_P_9 = round(r(N)/`total_count', .001)142. .         *Percentage of Stops by Node 1-10:GM.         count if title == "GM" & sp10 == 1143.         local total_count = r(N)144.         count if  sp10number == 1 & title == "GM" & sp10 == 1145.         local SP10_P_1_GM = r(N)/`total_count'146.         count if  sp10number == 12 & title == "GM" & sp10 == 1147.         local SP10_P_2_GM = r(N)/`total_count'148.         count if  sp10number == 23 & title == "GM" & sp10 == 1149.         local SP10_P_3_GM = r(N)/`total_count'150.         count if  sp10number == 34 & title == "GM" & sp10 == 1151.         local SP10_P_4_GM = r(N)/`total_count'152.         count if  sp10number == 45 & title == "GM" & sp10 == 1153.         local SP10_P_5_GM = r(N)/`total_count'154.         count if  sp10number == 54 & title == "GM" & sp10 == 1155.         local SP10_P_6_GM = r(N)/`total_count'156.         count if  sp10number == 67 & title == "GM" & sp10 == 1157.         local SP10_P_7_GM = r(N)/`total_count'158.         count if  sp10number == 78 & title == "GM" & sp10 == 1159.         local SP10_P_8_GM = r(N)/`total_count'160.         count if  sp10number == 89 & title == "GM" & sp10 == 1161.         local SP10_P_9_GM = r(N)/`total_count'162. .         *Percentage of Stops by Node 1-10:IM.         count if title == "IM" & sp10 == 1163.         local total_count = r(N)164.         count if  sp10number == 1 & title == "IM" & sp10 == 1165.         local SP10_P_1_IM = r(N)/`total_count'166.         count if  sp10number == 12 & title == "IM" & sp10 == 1167.         local SP10_P_2_IM = r(N)/`total_count'168.         count if  sp10number == 23 & title == "IM" & sp10 == 1169.         local SP10_P_3_IM = r(N)/`total_count'170.         count if  sp10number == 34 & title == "IM" & sp10 == 1171.         local SP10_P_4_IM = r(N)/`total_count'172.         count if  sp10number == 45 & title == "IM" & sp10 == 1173.         local SP10_P_5_IM = r(N)/`total_count'174.         count if  sp10number == 54 & title == "IM" & sp10 == 1175.         local SP10_P_6_IM = r(N)/`total_count'176.         count if  sp10number == 67 & title == "IM" & sp10 == 1177.         local SP10_P_7_IM = r(N)/`total_count'178.         count if  sp10number == 78 & title == "IM" & sp10 == 1179.         local SP10_P_8_IM = r(N)/`total_count'180.         count if  sp10number == 89 & title == "IM" & sp10 == 1181.         local SP10_P_9_IM = r(N)/`total_count'182. .         *Percentage of Stops by Node 1-10:Master.         count if title == "Master" & sp10 == 1183.         local total_count = r(N)184.         count if  sp10number == 1 & title == "Master" & sp10 == 1185.         local SP10_P_1_Master = r(N)/`total_count'186.         count if  sp10number == 12 & title == "Master" & sp10 == 1187.         local SP10_P_2_Master = r(N)/`total_count'188.         count if  sp10number == 23 & title == "Master" & sp10 == 1189.         local SP10_P_3_Master = r(N)/`total_count'190.         count if  sp10number == 34 & title == "Master" & sp10 == 1191.         local SP10_P_4_Master = r(N)/`total_count'192.         count if  sp10number == 45 & title == "Master" & sp10 == 1193.         local SP10_P_5_Master = r(N)/`total_count'194.         count if  sp10number == 54 & title == "Master" & sp10 == 1195.         local SP10_P_6_Master = r(N)/`total_count'196.         count if  sp10number == 67 & title == "Master" & sp10 == 1197.         local SP10_P_7_Master = r(N)/`total_count'198.         count if  sp10number == 78 & title == "Master" & sp10 == 1199.         local SP10_P_8_Master = r(N)/`total_count'200.         count if  sp10number == 89 & title == "Master" & sp10 == 1201.         local SP10_P_9_Master = r(N)/`total_count'202. .         *Percentage of Stops by Node 1-10:g2000.         count if title == ">2000" & sp10 == 1203.         local total_count = r(N)204.         count if  sp10number == 1 & title == ">2000" & sp10 == 1205.         local SP10_P_1_g2000 = r(N)/`total_count'206.         count if  sp10number == 12 & title == ">2000" & sp10 == 1207.         local SP10_P_2_g2000 = r(N)/`total_count'208.         count if  sp10number == 23 & title == ">2000" & sp10 == 1209.         local SP10_P_3_g2000 = r(N)/`total_count'210.         count if  sp10number == 34 & title == ">2000" & sp10 == 1211.         local SP10_P_4_g2000 = r(N)/`total_count'212.         count if  sp10number == 45 & title == ">2000" & sp10 == 1213.         local SP10_P_5_g2000 = r(N)/`total_count'214.         count if  sp10number == 54 & title == ">2000" & sp10 == 1215.         local SP10_P_6_g2000 = r(N)/`total_count'216.         count if  sp10number == 67 & title == ">2000" & sp10 == 1217.         local SP10_P_7_g2000 = r(N)/`total_count'218.         count if  sp10number == 78 & title == ">2000" & sp10 == 1219.         local SP10_P_8_g2000 = r(N)/`total_count'220.         count if  sp10number == 89 & title == ">2000" & sp10 == 1221.         local SP10_P_9_g2000 = r(N)/`total_count'222. .         *Percentage of Stops by Node 1-10:l2000.         count if title == "<2000" & sp10 == 1223.         local total_count = r(N)224.         count if  sp10number == 1 & title == "<2000" & sp10 == 1225.         local SP10_P_1_l2000 = r(N)/`total_count'226.         count if  sp10number == 12 & title == "<2000" & sp10 == 1227.         local SP10_P_2_l2000 = r(N)/`total_count'228.         count if  sp10number == 23 & title == "<2000" & sp10 == 1229.         local SP10_P_3_l2000 = r(N)/`total_count'230.         count if  sp10number == 34 & title == "<2000" & sp10 == 1231.         local SP10_P_4_l2000 = r(N)/`total_count'232.         count if  sp10number == 45 & title == "<2000" & sp10 == 1233.         local SP10_P_5_l2000 = r(N)/`total_count'234.         count if  sp10number == 54 & title == "<2000" & sp10 == 1235.         local SP10_P_6_l2000 = r(N)/`total_count'236.         count if  sp10number == 67 & title == "<2000" & sp10 == 1237.         local SP10_P_7_l2000 = r(N)/`total_count'238.         count if  sp10number == 78 & title == "<2000" & sp10 == 1239.         local SP10_P_8_l2000 = r(N)/`total_count'240.         count if  sp10number == 89 & title == "<2000" & sp10 == 1241.         local SP10_P_9_l2000 = r(N)/`total_count'242. .         *Percentage of Stops by Node.         count243.         local total_count = r(N)244.         count if sp10number == 1245.         local SP10_P_1 = round(r(N)/`total_count', .001)246.         count if sp10number == 12247.         local SP10_P_2 = round(r(N)/`total_count', .001)248.         count if sp10number == 23249.         local SP10_P_3 = round(r(N)/`total_count', .001)250.         count if sp10number == 34251.         local SP10_P_4 = round(r(N)/`total_count', .001)252.         count if sp10number == 45253.         local SP10_P_5 = round(r(N)/`total_count', .001)254.         count if sp10number == 56255.         local SP10_P_6 = round(r(N)/`total_count', .001)256.         count if sp10number == 67257.         local SP10_P_7 = round(r(N)/`total_count', .001)258.         count if sp10number == 78259.         local SP10_P_8 = round(r(N)/`total_count', .001)260.         count if sp10number == 89261.         local SP10_P_9 = round(r(N)/`total_count', .001)262.         }263. .                         di ""264.                         di as green     "                       Table 3: Summary of Race to 100 Results"265.                         di as green     "                               Number at which Game Solved (1-9)"266.                         di as green     "                               Percentage of time solved (1-9):All Pairs"267.                         di as green     "                               Number at which Game Solved (1-10)"268.                         di as green     "                               Percentage of time solved (1-10) All Pairs"269. .         headermaker9_3C270.         tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'           >     `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'271.         tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'           >     `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'272.         tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'          >     `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'273.         tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'          >     `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'274.         }                       Table 3: Summary of Race to 100 Results                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.573     | .087     | .029     | .039     | .019     | .01      | .029     | .078     | .1361        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.126     | .087     | .019     | .01      | .01      | .029     | .049     | .214     | .447r; t=0.06 15:16:23. .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:23.         file open table3 using table3.tex, write replace(note: file table3.tex not found)r; t=0.00 15:16:23.         file write table3 "\begin{table}[!h]" _nr; t=0.00 15:16:23.         file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  r; t=0.00 15:16:23.         file write table3 "\hline \hline" _n r; t=0.00 15:16:23.         file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7> } & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:16:23.         file write table3 "\hline" _n r; t=0.00 15:16:23.         file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9> _N_8' & `SP9_N_9'\\" _n r; t=0.00 15:16:23.         file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P> _8' & `SP9_P_9'\\" _n r; t=0.00 15:16:23.         file write table3 "\hline" _nr; t=0.00 15:16:23.         file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7> ' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:16:23.         file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' > & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:16:23.         file write table3 "\end{tabular}" _n r; t=0.00 15:16:23.         file write table3 "\end{table}" _nr; t=0.00 15:16:23.         file close table3r; t=0.00 15:16:23. . .         *histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9).         *graph export "$figsdir/F2B1_SP9.wmf", replace.         *histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10).         *graph export "$figsdir/F2B2_SP10.wmf", replace. . forval x = 1/1 {  2. /****************************************************************************************> * tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10> *****************************************************************************************/.         qui {  3.         sort  Player_Code  4.         *RACE 9.         preserve  5.         *       All Players.         drop if color != "White"  6.                         forval y = 10(10)100 {  7. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 4/31 {  8.                                         generate rc9_rnd`x'_cat`y'_i = .  9.                                 } 10.                                 forval x = 4/31 { 11.                                         generate rc9_rnd`x'_mcat`y'_i = . 12.                                 } 13. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 10 14.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4/31 { 15.                                         local x = `v'-1 16.                                         replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x'  17.                                         replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9> _`v' 18.                                         } 19.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i)  20.                                 egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i) 21.                                 } 22. .                 *       All Pairs 1st Chance *Note we switch colors but also winning condition*.                 count if ((sp9round == 2) | (sp9round == 3))  23.                 local N=r(N) 24.                 count 25.                 local NBlack = r(N) 26.                 count if color == "White" & sp9round!= 2 27.                 local SP9_C_First=r(N)+`NBlack' 28.                 local SP9_First =round(`N'/`SP9_C_First',.001) 29. .                 *       All Pairs All other Chances.                 forvalues x = 10(10)100 { 30.                         egen mc_all_`x' =total( rc9_mcat`x') 31.                         sum mc_all_`x' 32.                         local SP9_MC`x' = r(mean) 33.                         egen c_all_`x' = total( rc9_cat`x') 34.                         sum c_all_`x' 35.                         local SP9_C`x' = r(mean) 36.                         local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001) 37.                 } 38.         restore 39. .         *       Grandmasters.                 preserve 40.                 drop if title != "GM" 41.                 forval y = 10(10)100 { 42. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 43.                                 generate rc9_rnd`x'_cat`y'_i_GM = . 44.                         } 45.                         forval x = 4/31 { 46.                                 generate rc9_rnd`x'_mcat`y'_i_GM = . 47.                         } 48. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 49.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 50.                                 local x = `v'-1 51.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 52.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 53.                                 } 54.         .                         forval v = 5(2)31 { 55.                                 local x = `v'-1 56.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 57.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 58.                                 } 59.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM) 60.                         egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM) 61. .                         } 62. .                 *       Grandmasters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1 63.                 local N=r(N) 64.                 count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM") 65.                 local SP9_C_First_GM=r(N) 66.                 local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001) 67. .                 *       Grandmasters all other Chances.                 forvalues x = 10(10)100 { 68.                         egen mc_all_`x'_GM =total( rc9_mcat`x'_GM) 69.                         sum mc_all_`x'_GM 70.                         local SP9_MC`x'_GM = r(mean) 71.                         egen c_all_`x'_GM = total( rc9_cat`x'_GM) 72.                         sum c_all_`x'_GM 73.                         local SP9_C`x'_GM = r(mean) 74.                         local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001) 75.                         drop mc_all_`x' c_all_`x' 76.                 } 77.                 restore 78. .         *       International Masters.                 preserve 79.                 drop if title != "IM" 80.                 forval y = 10(10)100 { 81. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 82.                                 generate rc9_rnd`x'_cat`y'_i_IM = . 83.                         } 84.                         forval x = 4/31 { 85.                                 generate rc9_rnd`x'_mcat`y'_i_IM = . 86.                         } 87. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 88.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 89.                                 local x = `v'-1 90.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 91.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 92.                                 } 93.         .                         forval v = 5(2)31 { 94.                                 local x = `v'-1 95.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 96.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 97.                                 } 98.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM) 99.                         egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)100. .                         }101. .                 *       International Masters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1102.                 local N=r(N)103.                 count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")104.                 local SP9_C_First_IM=r(N)105.                 local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)106. .                 *       International Masters all other Chances.                 forvalues x = 10(10)100 {107.                         egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)108.                         sum mc_all_`x'_IM109.                         local SP9_MC`x'_IM = r(mean)110.                         egen c_all_`x'_IM = total( rc9_cat`x'_IM)111.                         sum c_all_`x'_IM112.                         local SP9_C`x'_IM = r(mean)113.                         local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)114.                         drop mc_all_`x' c_all_`x'115.                 }116.                 restore117. .         *       Masters.                 preserve118.                 drop if title != "Master"119.                 forval y = 10(10)100 {120. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {121.                                 generate rc9_rnd`x'_cat`y'_i_M = .122.                         }123.                         forval x = 4/31 {124.                                 generate rc9_rnd`x'_mcat`y'_i_M = .125.                         }126. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10127.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {128.                                 local x = `v'-1129.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"130.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "Black"131.                                 }132.         .                         forval v = 5(2)31 {133.                                 local x = `v'-1134.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"135.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "White"136.                                 }137.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)138.                         egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)139.                         }140. .                 *       M 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1141.                 local N=r(N)142.                 count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")         143.                 local SP9_C_First_M=r(N)144.                 local SP9_First_M=round(`N'/`SP9_C_First_M',.001)145. .                 *       M all other Chances.                 forvalues x = 10(10)100 {146.                         egen mc_all_`x'_M =total( rc9_mcat`x'_M)147.                         sum mc_all_`x'_M148.                         local SP9_MC`x'_M = r(mean)149.                         egen c_all_`x'_M = total( rc9_cat`x'_M)150.                         sum c_all_`x'_M151.                         local SP9_C`x'_M = r(mean)152.                         local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)153.                         drop mc_all_`x' c_all_`x'154.                 }155.                 restore156. .         *       Greater than 2000.                 preserve157.                 drop if title != ">2000"158.                 forval y = 10(10)100 {159. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {160.                                 generate rc9_rnd`x'_cat`y'_i_g2000 = .161.                         }162.                         forval x = 4/31 {163.                                 generate rc9_rnd`x'_mcat`y'_i_g2000 = .164.                         }165. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10166.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {167.                                 local x = `v'-1168.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"169.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"170.                                 }171.         .                         forval v = 5(2)31 {172.                                 local x = `v'-1173.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"174.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"175.                                 }176.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)177.                         egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)178. .                         }179. .                 *       Greater than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1180.                 local N=r(N)181.                 count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")182.                 local SP9_C_First_g2000=r(N)183.                 local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)184. .                 *       Greater than 2000, all other Chances.                 forvalues x = 10(10)100 {185.                         egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)186.                         sum mc_all_`x'_g2000187.                         local SP9_MC`x'_g2000 = r(mean)188.                         egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)189.                         sum c_all_`x'_g2000190.                         local SP9_C`x'_g2000 = r(mean)191.                         local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)192.                         drop mc_all_`x' c_all_`x'193.                 }194.                 restore195. .         *       Less than 2000.                 preserve196.                 drop if title != "<2000"197.                 forval y = 10(10)100 {198. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {199.                                 generate rc9_rnd`x'_cat`y'_i_l2000 = .200.                         }201.                         forval x = 4/31 {202.                                 generate rc9_rnd`x'_mcat`y'_i_l2000 = .203.                         }204. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10205.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {206.                                 local x = `v'-1207.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"208.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"209.                                 }210.         .                         forval v = 5(2)31 {211.                                 local x = `v'-1212.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"213.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"214.                                 }215.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)216.                         egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)217. .                         }218. .                 *       Less than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1219.                 local N=r(N)220.                 count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")221.                 local SP9_C_First_l2000=r(N)222.                 local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)223. .                 *       Less than 2000, all other Chances.                 forvalues x = 10(10)100 {224.                         egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)225.                         sum mc_all_`x'_l2000226.                         local SP9_MC`x'_l2000 = r(mean)227.                         egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)228.                         sum c_all_`x'_l2000229.                         local SP9_C`x'_l2000 = r(mean)230.                         local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)231.                         drop mc_all_`x' c_all_`x'232.                 }233.                 restore234. .         *RACE 10,  Opportunities, Lost & Found:.                 *       All Players.                 preserve235.                 drop if color != "White"236.                         forval y = 1(11)100 {237. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {238.                                         generate rc10_rnd`x'_cat`y'_i = .239.                                 }240.                                 forval x = 3/26 {241.                                         generate rc10_rnd`x'_mcat`y'_i = .242.                                 }243. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 11244.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3/26 {245.                                         local x = `v'-1246.                                         replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'247.                                         replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number > >= r_10_`v'248.                                         }249.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)250.                                 egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)251.                                 drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i252.                                 }253. . .                 *       All Pairs 1st Chance.                 count if ((sp10round == 1) | (sp10round == 2))254.                 local SP10_TCFirst=r(N)255.                 count256.                 local WNumber = r(N)257.                 count if  sp10round!= 1258.                 local SP10_C_First =r(N)+`WNumber'259.                 local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)260. .                 *       All Pairs All other Chances.                 forvalues x = 12(11)100 {261.                         egen mc_all_`x' =total( rc10_mcat`x')262.                         sum mc_all_`x'263.                         local SP10_MC`x' = r(mean)264.                         egen c_all_`x' = total( rc10_cat`x')265.                         sum c_all_`x'266.                         local SP10_C`x' = r(mean)267.                         local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)268.                 }269.                 restore270. .                 *       Grandmasters.                         preserve271.                         drop if title != "GM"272.                         forval y = 1(11)100 {273. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. > (Or,.                                 forval x = 3/26 {274.                                         generate rc10_rnd`x'_cat`y'_i_GM = .275.                                 }276.                                 forval x = 3/26 {277.                                         generate rc10_rnd`x'_mcat`y'_i_GM = .278.                                 }279. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11280.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3(2)25 {281.                                         local x = `v'-1282.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"283.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"284.                                         }285.                 .                                 forval v = 3(2)26 {286.                                         local x = `v'-1287.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"288.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"289.                                         }290.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)291.                                 egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)292. .                                 }293. .                         *       Grandmasters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & > sp10 == 1294.                                 local SP10_TCFirst_GM=r(N)295.                                 count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")296.                                 local SP10_C_First_GM =r(N)297.                                 local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)298. .                         *       Grandmasters all other Chances.                         forvalues x = 12(11)100 {299.                                 egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)300.                                 sum mc_all_`x'_GM301.                                 local SP10_MC`x'_GM = r(mean)302.                                 egen c_all_`x'_GM = total( rc10_cat`x'_GM)303.                                 sum c_all_`x'_GM304.                                 local SP10_C`x'_GM = r(mean)305.                                 local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)306.                                 drop mc_all_`x' c_all_`x'307.                         }308.                         restore309. .                 *       International Masters.                         preserve310.                         drop if title != "IM"311.                         forval y = 1(11)100 {312. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {313.                                         generate rc10_rnd`x'_cat`y'_i_IM = .314.                                 }315.                                 forval x = 3/26 {316.                                         generate rc10_rnd`x'_mcat`y'_i_IM = .317.                                 }318. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11319.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {320.                                         local x = `v'-1321.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"322.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"323.                                         }324.                 .                                 forval v = 5(2)26 {325.                                         local x = `v'-1326.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"327.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"328.                                         }329.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)330.                                 egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)331. .                                 }332. .                         *       International Masters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & > sp10 == 1333.                                 local SP10_TCFirst_IM=r(N)334.                                 count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")335.                                 local SP10_C_First_IM =r(N)336.                                 local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)337.                 .                         *       International Masters all other Chances.                         forvalues x = 12(11)100 {338.                                 egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)339.                                 sum mc_all_`x'_IM340.                                 local SP10_MC`x'_IM = r(mean)341.                                 egen c_all_`x'_IM = total( rc10_cat`x'_IM)342.                                 sum c_all_`x'_IM343.                                 local SP10_C`x'_IM = r(mean)344.                                 local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)345.                                 drop mc_all_`x' c_all_`x'346.                         }347.                         restore348. .                 *       Masters.                         preserve349.                         drop if title != "Master"350.                         forval y = 1(11)100 {351. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {352.                                         generate rc10_rnd`x'_cat`y'_i_M = .353.                                 }354.                                 forval x = 3/26 {355.                                         generate rc10_rnd`x'_mcat`y'_i_M = .356.                                 }357. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11358.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {359.                                         local x = `v'-1360.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> Black"361.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "Black"362.                                         }363.                 .                                 forval v = 5(2)26 {364.                                         local x = `v'-1365.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> White"366.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "White"367.                                         }368.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)369.                                 egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)370. .                                 }371. .                         *       M 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Mast> er")) & sp10 == 1372.                                 local SP10_TCFirst_M=r(N)373.                                 count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")374.                                 local SP10_C_First_M =r(N)375.                                 local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)376.                 .                         *       M all other Chances.                         forvalues x = 12(11)100 {377.                                 egen mc_all_`x'_M =total( rc10_mcat`x'_M)378.                                 sum mc_all_`x'_M379.                                 local SP10_MC`x'_M = r(mean)380.                                 egen c_all_`x'_M = total( rc10_cat`x'_M)381.                                 sum c_all_`x'_M382.                                 local SP10_C`x'_M = r(mean)383.                                 local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)384. .                                 drop mc_all_`x' c_all_`x'385.                         }386.                         restore387. .                 *       Greater than 2000.                         preserve388.                         drop if title != ">2000"389.                         forval y = 1(11)100 {390. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {391.                                         generate rc10_rnd`x'_cat`y'_i_g2000 = .392.                                 }393.                                 forval x = 3/26 {394.                                         generate rc10_rnd`x'_mcat`y'_i_g2000 = .395.                                 }396. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11397. .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {398.                                         local x = `v'-1399.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"400.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"401.                                         }402.                 .                                 forval v = 5(2)26 {403.                                         local x = `v'-1404.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"405.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"406.                                         }407.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)408.                                 egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)409. .                                 }410. .                         *       Greater than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000> ")) & sp10 == 1411.                                 local SP10_TCFirst_g2000=r(N)412.                                 count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")413.                                 local SP10_C_First_g2000 =r(N)414.                                 local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)415.                 .                         *       Greater than 2000, all other Chances.                         forvalues x = 12(11)100 {416.                                 egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)417.                                 sum mc_all_`x'_g2000418.                                 local SP10_MC`x'_g2000 = r(mean)419.                                 egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)420.                                 sum c_all_`x'_g2000421.                                 local SP10_C`x'_g2000 = r(mean)422.                                 local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)423.                                 drop mc_all_`x' c_all_`x'424.                         }425.                         restore426. .                 *       Less than 2000.                         preserve427.                         drop if title != "<2000"428.                         forval y = 1(11)100 {429. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {430.                                         generate rc10_rnd`x'_cat`y'_i_l2000 = .431.                                 }432.                                 forval x = 3/26 {433.                                         generate rc10_rnd`x'_mcat`y'_i_l2000 = .434.                                 }435. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11436.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {437.                                         local x = `v'-1438.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"439.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"440.                                         }441.                 .                                 forval v = 5(2)26 {442.                                         local x = `v'-1443.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"444.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"445.                                         }446.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)447.                                 egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)448. .                                 }449. .                         *       Less than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000> ")) & sp10 == 1450.                                 local SP10_TCFirst_l2000=r(N)451.                                 count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")452.                                 local SP10_C_First_l2000 =r(N)453.                                 local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)454. .                         *       Less than 2000, all other Chances.                         forvalues x = 12(11)100 {455.                                 egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)456.                                 sum mc_all_`x'_l2000457.                                 local SP10_MC`x'_l2000 = r(mean)458.                                 egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)459.                                 sum c_all_`x'_l2000460.                                 local SP10_C`x'_l2000 = r(mean)461.                                 local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)462.                                 drop mc_all_`x' c_all_`x'463.                         }464.                         restore465.         }466. .         di ""467.         di as green     "                       Table 4B: Implied Probabilities: Race to 100 1-10"468.         di as green     "                       Total"469.         di as green     "                       GM"470.         di as green     "                       IM"471.         di as green     "                       M"472.         di as green     "                       Greater than 2000"473.         di as green     "                       Less than 2000"474.         headermaker11_4X_10_N475.         tablemaker11_4X_N `SP10_First'                  "."     `SP10_12'               `SP10_23'               `SP10_34'               `SP10_45'   >             `SP10_56'               `SP10_67'               `SP10_78'               `SP10_89'476.         tablemaker11_4X_N (`SP10_C_First')              "(.)"   (`SP10_C12')            (`SP10_C23')            (`SP10_C34')            (`SP10_C45')>             (`SP10_C56')            (`SP10_C67')            (`SP10_C78')            (`SP10_C89')477.         tablemaker11_4X_N `SP10_First_GM'               "."     `SP10_12_GM'            `SP10_23_GM'            `SP10_34_GM'            `SP10_45_GM'>             `SP10_56_GM'            `SP10_67_GM'            `SP10_78_GM'            `SP10_89_GM'478.         tablemaker11_4X_N (`SP10_C_First_GM')           "(.)"   (`SP10_C12_GM')         (`SP10_C23_GM')         (`SP10_C34_GM')         (`SP10_C45_G> M')         (`SP10_C56_GM')         (`SP10_C67_GM')         (`SP10_C78_GM')         (`SP10_C89_GM')479.         tablemaker11_4X_N `SP10_First_IM'               "."     `SP10_12_IM'            `SP10_23_IM'            `SP10_34_IM'            `SP10_45_IM'>             `SP10_56_IM'            `SP10_67_IM'            `SP10_78_IM'            `SP10_89_IM'480.         tablemaker11_4X_N (`SP10_C_First_IM')           "(.)"   (`SP10_C12_IM')         (`SP10_C23_IM')         (`SP10_C34_IM')         (`SP10_C45_I> M')         (`SP10_C56_IM')         (`SP10_C67_IM')         (`SP10_C78_IM')         (`SP10_C89_IM')481.         tablemaker11_4X_N `SP10_First_M'                "."     `SP10_12_M'             `SP10_23_M'             `SP10_34_M'             `SP10_45_M' >             `SP10_56_M'             `SP10_67_M'             `SP10_78_M'             `SP10_89_M'482.         tablemaker11_4X_N (`SP10_C_First_M')            "(.)"   (`SP10_C12_M')          (`SP10_C23_M')          (`SP10_C34_M')          (`SP10_C45_M> ')          (`SP10_C56_M')          (`SP10_C67_M')          (`SP10_C78_M')          (`SP10_C89_M')483.         tablemaker11_4X_N `SP10_First_g2000'            "."     `SP10_12_g2000'         `SP10_23_g2000'         `SP10_34_g2000'         `SP10_45_g20> 00'         `SP10_56_g2000'         `SP10_67_g2000'         `SP10_78_g2000'         `SP10_89_g2000'484.         tablemaker11_4X_N (`SP10_C_First_g2000')        "(.)"   (`SP10_C12_g2000')      (`SP10_C23_g2000')      (`SP10_C34_g2000')      (`SP10_C45_g> 2000')      (`SP10_C56_g2000')      (`SP10_C67_g2000')      (`SP10_C78_g2000')      (`SP10_C89_g2000')485.         tablemaker11_4X_N `SP10_First_l2000'            "."     `SP10_12_l2000'         `SP10_23_l2000'         `SP10_34_l2000'         `SP10_45_l20> 00'         `SP10_56_l2000'         `SP10_67_l2000'         `SP10_78_l2000'         `SP10_89_l2000'486.         tablemaker11_4X_N (`SP10_C_First_l2000')        "(.)"   (`SP10_C12_l2000')      (`SP10_C23_l2000')      (`SP10_C34_l2000')      (`SP10_C45_l> 2000')      (`SP10_C56_l2000')      (`SP10_C67_l2000')      (`SP10_C78_l2000')      (`SP10_C89_l2000')487. .         cd "$tabledir"488.         file open table4b using table4b.tex, write replace489.         file write table4b "\begin{table}" _n490.         file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  491.         file write table4b "\hline \hline" _n 492.         file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf> {70} & \textbf{80} & \textbf{90}\\" _n 493.         file write table4b "\hline" _n 494.         file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\> " _n 495.         file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`> SP10_C78') & (`SP10_C89')\\" _n 496.         file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP> 10_78_GM' & `SP10_89_GM'\\" _n 497.         file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') &>  (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n498.         file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `S> P10_78_IM' & `SP10_89_IM' \\" _n499.         file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') &>  (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n500.         file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_> 78_M' & `SP10_89_M'\\" _n501.         file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP1> 0_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n502.         file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g20> 00' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n503.         file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`> SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n504.         file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l20> 00' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n505.         file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`> SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n506.         file write table4b "\end{tabular}" _n 507.         file write table4b "\end{table}" _n508.         file close table4b509. . .         foreach x in GM IM M g2000 l2000 {510.         local SP10_First_`x'_T =  `SP10_First_`x''511.         local SP10_First_`x'_C_T =  `SP10_C_First_`x''512.         }513. .         di ""514.         di as green     "                       Table 4A: Implied Probabilities: Race to 100 1-9"515.         di as green     "                       Total"516.         di as green     "                       GM"517.         di as green     "                       IM"518.         di as green     "                       M"519.         di as green     "                       Greater than 2000"520.         di as green     "                       Less than 2000"521.         headermaker11_4X_9_N522.         tablemaker11_4X_N `SP9_First'           `SP9_10'                `SP9_20'                `SP9_30'                `SP9_40'                `SP9> _50'                `SP9_60'                `SP9_70'                `SP9_80'                `SP9_90'523.         tablemaker11_4X_N (`SP9_C_First')       (`SP9_C10')             (`SP9_C20')             (`SP9_C30')             (`SP9_C40')             (`SP> 9_C50')             (`SP9_C60')             (`SP9_C70')             (`SP9_C80')             (`SP9_C90') 524.         tablemaker11_4X_N `SP9_First_GM'        `SP9_10_GM'             `SP9_20_GM'             `SP9_30_GM'             `SP9_40_GM'             `SP9> _50_GM'             `SP9_60_GM'             `SP9_70_GM'             `SP9_80_GM'             `SP9_90_GM' 525.         tablemaker11_4X_N (`SP9_C_First_GM')    (`SP9_C10_GM')          (`SP9_C20_GM')          (`SP9_C30_GM')          (`SP9_C40_GM')          (`SP> 9_C50_GM')          (`SP9_C60_GM')          (`SP9_C70_GM')          (`SP9_C80_GM')          (`SP9_C90_GM')526.         tablemaker11_4X_N `SP9_First_IM'        `SP9_10_IM'             `SP9_20_IM'             `SP9_30_IM'             `SP9_40_IM'             `SP9> _50_IM'             `SP9_60_IM'             `SP9_70_IM'             `SP9_80_IM'             `SP9_90_IM' 527.         tablemaker11_4X_N (`SP9_C_First_IM')    (`SP9_C10_IM')          (`SP9_C20_IM')          (`SP9_C30_IM')          (`SP9_C40_IM')          (`SP> 9_C50_IM')          (`SP9_C60_IM')          (`SP9_C70_IM')          (`SP9_C80_IM')          (`SP9_C90_IM')528.         tablemaker11_4X_N `SP9_First_M'         `SP9_10_M'              `SP9_20_M'              `SP9_30_M'              `SP9_40_M'              `SP9> _50_M'              `SP9_60_M'              `SP9_70_M'              `SP9_80_M'              `SP9_90_M' 529.         tablemaker11_4X_N (`SP9_C_First_M')     (`SP9_C10_M')           (`SP9_C20_M')           (`SP9_C30_M')           (`SP9_C40_M')           (`SP> 9_C50_M')           (`SP9_C60_M')           (`SP9_C70_M')           (`SP9_C80_M')           (`SP9_C90_M')530.         tablemaker11_4X_N `SP9_First_g2000'     `SP9_10_g2000'          `SP9_20_g2000'          `SP9_30_g2000'          `SP9_40_g2000'          `SP9> _50_g2000'          `SP9_60_g2000'          `SP9_70_g2000'          `SP9_80_g2000'          `SP9_90_g2000' 531.         tablemaker11_4X_N (`SP9_C_First_g2000') (`SP9_C10_g2000')       (`SP9_C20_g2000')       (`SP9_C30_g2000')       (`SP9_C40_g2000')       (`SP> 9_C50_g2000')       (`SP9_C60_g2000')       (`SP9_C70_g2000')       (`SP9_C80_g2000')       (`SP9_C90_g2000')532.         tablemaker11_4X_N `SP9_First_l2000'     `SP9_10_l2000'          `SP9_20_l2000'          `SP9_30_l2000'          `SP9_40_l2000'          `SP9> _50_l2000'          `SP9_60_l2000'          `SP9_70_l2000'          `SP9_80_l2000'          `SP9_90_l2000' 533.         tablemaker11_4X_N (`SP9_C_First_l2000') (`SP9_C10_l2000')       (`SP9_C20_l2000')       (`SP9_C30_l2000')       (`SP9_C40_l2000')       (`SP> 9_C50_l2000')       (`SP9_C60_l2000')       (`SP9_C70_l2000')       (`SP9_C80_l2000')       (`SP9_C90_l2000')534.         }                       Table 4B: Implied Probabilities: Race to 100 1-10                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 1        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89------------------------------------------------------------------------------------------------------------------------.098     | .        | .095     | .022     | .008     | .008     | .026     | .047     | .198     | .754(193)    | (.)      | (21)     | (91)     | (120)    | (125)    | (116)    | (107)    | (111)    | (61).2       | .        | 0        | 0        | 0        | .071     | .077     | .1       | .286     | .75(25)     | (.)      | (2)      | (5)      | (16)     | (14)     | (13)     | (10)     | (14)     | (4).105     | .        | .333     | 0        | 0        | 0        | .091     | .083     | .167     | 1(19)     | (.)      | (3)      | (9)      | (11)     | (10)     | (11)     | (12)     | (12)     | (5).107     | .        | 0        | .043     | 0        | 0        | 0        | .04      | .226     | .8(56)     | (.)      | (5)      | (23)     | (26)     | (36)     | (31)     | (25)     | (31)     | (20).024     | .        | .167     | 0        | 0        | 0        | .034     | .103     | .045     | .647(42)     | (.)      | (6)      | (21)     | (36)     | (36)     | (29)     | (29)     | (22)     | (17).098     | .        | 0        | 0        | .031     | 0        | 0        | 0        | .219     | .75(51)     | (.)      | (5)      | (28)     | (32)     | (28)     | (32)     | (33)     | (32)     | (16)/Users/trevorgallen/Desktop/Chess/Tables/(note: file table4b.tex not found)                       Table 4A: Implied Probabilities: Race to 100 1-9                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90------------------------------------------------------------------------------------------------------------------------.392     | .333     | .147     | .061     | .083     | .048     | .026     | .086     | .242     | .737(158)    | (3)      | (34)     | (49)     | (48)     | (42)     | (38)     | (35)     | (33)     | (19).5       | .        | 0        | 0        | .167     | 0        | 0        | 0        | 0        | .5(16)     | (0)      | (4)      | (4)      | (6)      | (5)      | (5)      | (4)      | (5)      | (2).333     | .        | 0        | .333     | 0        | 0        | 0        | 0        | .75      | .(12)     | (0)      | (4)      | (3)      | (4)      | (4)      | (2)      | (2)      | (4)      | (0).422     | .        | .4       | 0        | .077     | .083     | 0        | .111     | .222     | 1(45)     | (0)      | (5)      | (10)     | (13)     | (12)     | (9)      | (9)      | (9)      | (5).357     | .333     | 0        | .118     | .167     | .091     | .091     | 0        | 0        | .6(42)     | (3)      | (13)     | (17)     | (12)     | (11)     | (11)     | (8)      | (6)      | (5).372     | .        | .375     | 0        | 0        | 0        | 0        | .167     | .333     | .714(43)     | (0)      | (8)      | (15)     | (13)     | (10)     | (11)     | (12)     | (9)      | (7)r; t=2.20 15:16:25. .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:25.         file open table4a using table4a.tex, write replace(note: file table4a.tex not found)r; t=0.00 15:16:25.         file write table4a "\begin{table}[!h]" _nr; t=0.00 15:16:25.         file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  r; t=0.00 15:16:25.         file write table4a "\hline \hline" _n r; t=0.00 15:16:25.         file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70> } & \textbf{80} & \textbf{90}\\" _n r; t=0.00 15:16:25.         file write table4a "\hline" _n r; t=0.00 15:16:25.         file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n r; t=0.00 15:16:25.         file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP> 9_C80') & (`SP9_C90') \\" _n r; t=0.00 15:16:25.         file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP> 9_80_GM' & `SP9_90_GM' \\" _n r; t=0.00 15:16:25.         file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM')>  & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _nr; t=0.00 15:16:25.         file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `S> P9_80_IM' & `SP9_90_IM' \\" _nr; t=0.00 15:16:25.         file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM')>  & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _nr; t=0.00 15:16:25.         file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80> _M' & `SP9_90_M' \\" _nr; t=0.00 15:16:25.         file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP> 9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _nr; t=0.00 15:16:25.         file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60> _g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _nr; t=0.00 15:16:25.         file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000'> ) & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _nr; t=0.00 15:16:25.         file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60> _l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _nr; t=0.00 15:16:25.         file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000'> ) & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _nr; t=0.00 15:16:25.         file write table4a "\end{tabular}" _n r; t=0.00 15:16:25.         file write table4a "\end{table}" _nr; t=0.00 15:16:25.         file close table4ar; t=0.00 15:16:25. .         foreach x in GM IM M g2000 l2000 {  2.         local SP9_First_`x'_T =  `SP9_First_`x''  3.         local SP9_First_`x'_C_T =  `SP9_C_First_`x''  4.         }r; t=0.01 15:16:25. . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 5:  Percentage of games solved at each Node> *****************************************************************************************/.         qui {  3. .         *SP9's:.                 *Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  4.                         local SP9_9F_N = r(N)  5.                         count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  6.                         local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)  7.                         count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  8.                         local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)  9.                         count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 10.                         local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001) 11.                         count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 12.                         local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001) 13.                         count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 14.                         local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001) 15.                         count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 16.                         local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001) 17.                         count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 18.                         local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001) 19.                         count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 20.                         local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001) 21.                         count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 22.                         local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001) 23. .                 *Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 24.                         local SP9_10F_N = r(N) 25.                         count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 26.                         local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001) 27.                         count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 28.                         local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001) 29.                         count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 30.                         local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001) 31.                         count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 32.                         local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001) 33.                         count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001) 35.                         count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 36.                         local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001) 37.                         count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 38.                         local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001) 39.                         count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 40.                         local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001) 41.                         count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 42.                         local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001) 43. . . .         *SP10.                 *Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != . 44.                         local SP10_9F_N = r(N) 45.                         count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 46.                         local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001) 47.                         count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 48.                         local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001) 49.                         count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 50.                         local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001) 51.                         count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 52.                         local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001) 53.                         count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 54.                         local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001) 55.                         count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 56.                         local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001) 57.                         count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 58.                         local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001) 59.                         count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 60.                         local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001) 61.                         count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 62.                         local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001) 63. .                 *Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != . 64.                         local SP10_10F_N = r(N) 65.                         count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 66.                         local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001) 67.                         count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 68.                         local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001) 69.                         count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 70.                         local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001) 71.                         count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 72.                         local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001) 73.                         count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 74.                         local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001) 75.                         count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 76.                         local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001) 77.                         count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 78.                         local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001) 79.                         count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 80.                         local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001) 81.                         count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 82.                         local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001) 83.                         *For Latex tables, because Stata messes up on storing decimals in binary:.                         local SP10_10F_9 = substr("`SP10_10F_9'",1,4) 84.         } 85.         *We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solution> s!).                 local SP9_9F_N = `SP9_9F_N'/2 86.                 local SP9_10F_N = `SP9_10F_N'/2 87.                 local SP10_10F_N = `SP10_10F_N'/2 88.                 local SP10_9F_N = `SP10_9F_N'/2 89.                 .                         di "" 90.                         di as green     "                       Table 5: Percentage of Games Solved At Each Node" 91.                         di as green     "                               Race 1-9:  1-9 played first" 92.                         di as green     "                               Race 1-9:  1-10 played first" 93.                         di as green     "                               Race 1-10:  1-9 played first" 94.                         di as green     "                               Race 1-10:  1-10 played first" 95. .         headermaker10_6A 96.         tablemaker10_6A  `SP9_9F_N'             `SP9_9F_P_1'            `SP9_9F_P_2'            `SP9_9F_P_3'            `SP9_9F_P_4'            `SP9> _9F_P_5'            `SP9_9F_P_6'            `SP9_9F_P_7'            `SP9_9F_P_8'            `SP9_9F_P_9' 97.         tablemaker10_6A  `SP9_10F_N'            `SP9_10F_P_1'           `SP9_10F_P_2'           `SP9_10F_P_3'           `SP9_10F_P_4'           `SP9> _10F_P_5'           `SP9_10F_P_6'           `SP9_10F_P_7'           `SP9_10F_P_8'           `SP9_10F_P_9' 98.         tablemaker10_6A  `SP10_10F_N'           `SP10_10F_1'            `SP10_10F_2'            `SP10_10F_3'            `SP10_10F_4'            `SP1> 0_10F_5'            `SP10_10F_6'            `SP10_10F_7'            `SP10_10F_8'            `SP10_10F_9' 99.         tablemaker10_6A  `SP10_9F_N'            `SP10_9F_1'             `SP10_9F_2'             `SP10_9F_3'             `SP10_9F_4'             `SP1> 0_9F_5'             `SP10_9F_6'             `SP10_9F_7'             `SP10_9F_8'             `SP10_9F_9'100. .         }                       Table 5: Percentage of Games Solved At Each Node                               Race 1-9:  1-9 played first                               Race 1-9:  1-10 played first                               Race 1-10:  1-9 played first                               Race 1-10:  1-10 played first------------------------------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8 | Node 9------------------------------------------------------------------------------------------------------------------------52       | .615     | .115     | .038     | .019     | .019     | 0        | .019     | .058   | .11551       | .529     | .059     | .02      | .059     | .02      | .02      | .039     | .098   | .15751       | .078     | .059     | 0        | .02      | 0        | .059     | .039     | .176   | .56951       | .176     | .118     | .039     | 0        | .02      | 0        | .059     | .255   | .333r; t=0.11 15:16:26.  .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:26.         file open table5 using table5.tex, write replace(note: file table5.tex not found)r; t=0.00 15:16:26.         file write table5 "\begin{table}[!h]" _nr; t=0.00 15:16:26.         file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  r; t=0.00 15:16:26.         file write table5 "\hline \hline" _n r; t=0.00 15:16:26.         file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} > & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:16:26.         file write table5 "\hline" _n r; t=0.00 15:16:26.         file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n r; t=0.00 15:16:26.         file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' &>  `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n r; t=0.00 15:16:26.         file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10> F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n r; t=0.00 15:16:26.         file write table5 "\hline" _nr; t=0.00 15:16:26.         file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n r; t=0.00 15:16:26.         file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6> ' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n r; t=0.00 15:16:26.         file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP> 10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n r; t=0.00 15:16:26.         file write table5 "\end{tabular}" _n r; t=0.00 15:16:26.         file write table5 "\end{table}" _nr; t=0.00 15:16:26.         file close table5r; t=0.00 15:16:26. .         *We revert back to counting individuals not pairs..                 local SP9_9F_N = `SP9_9F_N'*2r; t=0.00 15:16:26.                 local SP9_10F_N = `SP9_10F_N'*2r; t=0.00 15:16:26.                 local SP10_10F_N = `SP10_10F_N'*2r; t=0.00 15:16:26.                 local SP10_9F_N = `SP10_9F_N'*2r; t=0.00 15:16:26.                 . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 6:  Centipede Behavior by Induction Ability> Implied stop probabilities pi at each Terminal Node - Chess Players> *****************************************************************************************/.         qui {  3.         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1  4.                 local N=r(N)  5.                 count if bestinductors == 1 & color == "White" & cpnode != .  6.                 local D=r(N)  7.                 local bestinductors_White_1=`N'/`D'  8.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1  9. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 10.                 local N=r(N) 11.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 12.                 local D=r(N) 13.                 local bestinductors_Black_2=`N'/`D' 14.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 15. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 16.                 local N=r(N) 17.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 18.                 local D=r(N) 19.                 local bestinductors_White_3=`N'/`D' 20.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 21. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 22.                 local N=r(N) 23.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 24.                 local D=r(N) 25.                 local bestinductors_Black_4=`N'/`D' 26.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 27. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 28.                 local N=r(N) 29.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 30.                 local D=r(N) 31.                 local bestinductors_White_5=`N'/`D' 32.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 33. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 34.                 local N=r(N) 35.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 36.                 local D=r(N) 37.                 local bestinductors_Black_6=`N'/`D' 38.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 39. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 40.                 local N=r(N) 41.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 42.                 local D=r(N) 43.                 local bestinductors_White_7=`N'/`D' 44.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 45. .                 drop cp_bestinductors 46.                 count if bestinductors == 1 & cpnode != . 47.                 local BI_N = r(N) 48. .         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1 49.                 local BN_1=r(N) 50.                 count if bestinductors == 1 & color == "White" & cpnode != . 51.                 local DN_1=r(N) 52.                 local bestinductors_White_1 = round(`BN_1'/`DN_1', .001) 53.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1 54. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 55.                 local BN_2=r(N) 56.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 57.                 local DN_2=r(N) 58.                 local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001) 59.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 60. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 61.                 local BN_3=r(N) 62.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 63.                 local DN_3=r(N) 64.                 local bestinductors_White_3 =round(`BN_3'/`DN_3', .001) 65.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 66. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 67.                 local BN_4=r(N) 68.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 69.                 local DN_4=r(N) 70.                 local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001) 71.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 72. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 73.                 local BN_5=r(N) 74.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 75.                 local DN_5=r(N) 76.                 local bestinductors_White_5 =round(`BN_5'/`DN_5', .001) 77.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4) 78.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 79. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 80.                 local BN_6=r(N) 81.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 82.                 local DN_6=r(N) 83.                 local bestinductors_Black_6=round(`BN_6'/`DN_6', .001) 84.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 85. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 86.                 local BN_7=r(N) 87.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 88.                 local DN_7=r(N) 89.                 local bestinductors_White_7=round(`BN_7'/`DN_7', .001) 90.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 91. .                 count if secondbestinductors == 1 & cpnode != . 92.                 local SBI_N = r(N) 93. .         *Second Best Inductors who stopped at the 1st node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 1 94.                 local SN_1=r(N) 95.                 count if secondbestinductors == 1 & color == "White" & cpnode != . 96.                 local DSN_1=r(N) 97.                 local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001) 98.                 generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1 99. .         *Second Best Inductors who stopped at the 2nd node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 2100.                 local SN_2=r(N)101.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .102.                 local DSN_2=r(N)103.                 local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)104.                 replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2105. .         *Second Best Inductors who stopped at the 3rd node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 3106.                 local SN_3=r(N)107.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .108.                 local DSN_3=r(N)109.                 local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)110.                 replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3111. .         *Second Best Inductors who stopped at the 4th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 4112.                 local SN_4=r(N)113.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .114.                 local DSN_4=r(N)115.                 local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)116.                 replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4117. .         *Second Best Inductors who stopped at the 5th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 5118.                 local SN_5=r(N)119.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .120.                 local DSN_5=r(N)121.                 local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)122.                 replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5123. .         *Second Best Inductors who stopped at the 6th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 6124.                 local SN_6=r(N)125.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != .126.                 local DSN_6=r(N)127.                 local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)128.                 replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6129. .         *Second Best Inductors who stopped at the 7th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 7130.                 local SN_7=r(N)131.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != 6 & cpnode != .132.                 local DSN_7=r(N)133.                 local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)134.                 replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .135. .                 count if goodinductors == 1 & cpnode != .136.                 local GI_N = r(N)137. .         *Good Inductors who stopped at the 1st node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 1138.                 local GN_1=r(N)139.                 count if goodinductors == 1 & color == "White" & cpnode != .140.                 local DGN_1=r(N)141.                 local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)142.                 generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1143. .         *Good Inductors who stopped at the 2nd node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 2144.                 local GN_2=r(N)145.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .146.                 local DGN_2=r(N)147.                 local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)148.                 replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2149. .         *Good Inductors who stopped at the 3rd node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 3150.                 local GN_3=r(N)151.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .152.                 local DGN_3=r(N)153.                 local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)154.                 replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3155. .         *Good Inductors who stopped at the 4th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 4156.                 local GN_4=r(N)157.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .158.                 local DGN_4=r(N)159.                 local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)160.                 replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4161. .         *Good Inductors who stopped at the 5th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 5162.                 local GN_5=r(N)163.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .164.                 local DGN_5=r(N)165.                 local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)166.                 replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5167. .         *Good Inductors who stopped at the 6th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 6168.                 local GN_6=r(N)169.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .170.                 local DGN_6=r(N)171.                 local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)172.                 replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6173. .         *Good Inductors who stopped at the 7th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 7174.                 local GN_7=r(N)175.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != .176.                 local DGN_7=r(N)177.                 local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)178.                 replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .179. .                 count if badinductors == 1 & cpnode != .180.                 local BD_N = r(N)181. .         *Bad Inductors who stopped at the 1st node and could.                 count if badinductors == 1 & color == "White" & cpnode == 1182.                 local BdN_1=r(N)183.                 count if badinductors == 1 & color == "White" & cpnode != .184.                 local DBN_1=r(N)185.                 local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)186.                 generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1187. .         *Bad Inductors who stopped at the 2nd node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 2188.                 local BdN_2=r(N)189.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .190.                 local DBN_2=r(N)191.                 local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)192.                 replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2193. .         *Bad Inductors who stopped at the 3rd node and could.                 count if badinductors == 1 & color == "White" & cpnode == 3194.                 local BdN_3=r(N)195.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .196.                 local DBN_3=r(N)197.                 local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)198.                 replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3199. .         *Bad Inductors who stopped at the 4th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 4200.                 local BdN_4=r(N)201.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .202.                 local DBN_4=r(N)203.                 local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)204.                 replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4205. .         *Bad Inductors who stopped at the 5th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 5206.                 local BdN_5=r(N)207.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .208.                 local DBN_5=r(N)209.                 local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)210.                 replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5211. .         *Bad Inductors who stopped at the 6th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 6212.                 local BdN_6=r(N)213.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .214.                 local DBN_6=r(N)215.                 local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)216.                 replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6217. .         *Bad Inductors who stopped at the 7th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 7218.                 local BdN_7=r(N)219.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & > cpnode != .220.                 local DBN_7=r(N)221.                 local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)222.                 replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .223.         }224. .                         di ""225.                         di as green     "                       Table 6: Centipede Behavior by Induction Ability"226.                         di as green     "                       Implied stop probabilities at each terminal node"227.                         di as green     "                               Best"228.                         di as green     "                               Second Best"229.                         di as green     "                               Second Worst"230.                         di as green     "                               Worst"231. . .         headermaker8_3A232.         tablemaker8_3A  .       `bestinductors_White_1'         `bestinductors_Black_2'         `bestinductors_White_3'         `bestinductors_Black> _4'         `bestinductors_White_5'         `bestinductors_Black_6'         `bestinductors_White_7'233.         tablemaker8_3A `BI_N'   `DN_1'                          `DN_2'                          `DN_3'                          `DN_4'              >             `DN_5'                          `DN_6'                          `DN_7'234.         tablemaker8_3A  .       `secondbestinductors_White_1'   `secondbestinductors_Black_2'   `secondbestinductors_White_3'   `secondbestinductors> _Black_4'   `secondbestinductors_White_5'   `secondbestinductors_Black_6'   `secondbestinductors_White_7'235.         tablemaker8_3A `SBI_N'  `DSN_1'                         `DSN_2'                         `DSN_3'                         `DSN_4'             >             `DSN_5'                         `DSN_6'                         `DSN_7'236.         tablemaker8_3A  .       `goodinductors_White_1'         `goodinductors_Black_2'         `goodinductors_White_3'         `goodinductors_Black> _4'         `goodinductors_White_5'         `goodinductors_Black_6'         `goodinductors_White_7'237.         tablemaker8_3A  `GI_N'  `DGN_1'                         `DGN_2'                         `DGN_3'                         `DGN_4'             >             `DGN_5'                         `DGN_6'                         `DGN_7'238.         tablemaker8_3A  .       `badinductors_White_1'          `badinductors_Black_2'          `badinductors_White_3'          `badinductors_Black_> 4'          `badinductors_White_5'          `badinductors_Black_6'          `badinductors_White_7'239.         tablemaker8_3A  `BD_N'  `DBN_1'                         `DBN_2'                         `DBN_3'                         `DBN_4'             >             `DBN_5'                         `DBN_6'                         `DBN_7'240. .         }                       Table 6: Centipede Behavior by Induction Ability                       Implied stop probabilities at each terminal node                               Best                               Second Best                               Second Worst                               Worst----------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7----------------------------------------------------------------------------------------------------.        | 0        | .2       | .125     | .25      | .667     | 0        | 115       | 10       | 5        | 8        | 4        | 3        | 2        | 1.        | 0        | .106     | .375     | .412     | .5710000000000001|.889|166       | 17       | 47       | 16       | 34       | 7        | 9        | 1.        | .1       | .133     | .278     | .417     | .833     | 1        | 136       | 20       | 15       | 18       | 12       | 12       | 1        | 1.        | .036     | .065     | .109     | .238     | .458     | .429     | 187       | 55       | 31       | 46       | 21       | 24       | 7        | 4r; t=0.03 15:16:26.  .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:26.         file open table6 using table6.tex, write replace(note: file table6.tex not found)r; t=0.00 15:16:26.         file write table6 "\begin{table}" _nr; t=0.00 15:16:26.         file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabil> ities}} \\" _n  r; t=0.00 15:16:26.         file write table6 "\hline \hline" _n r; t=0.00 15:16:26.         file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\> \" _n r; t=0.00 15:16:26.         file write table6 "\hline" _n r; t=0.00 15:16:26.         file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3> ' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n r; t=0.00 15:16:26.         file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n r; t=0.00 15:16:26.         file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `s> econdbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n r; t=0.00 15:16:26.         file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n r; t=0.00 15:16:26.         file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors> _White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n r; t=0.00 15:16:26.         file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n r; t=0.00 15:16:26.         file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' > & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n r; t=0.00 15:16:26.         file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n r; t=0.00 15:16:26.         file write table6 "\end{tabular}" _n r; t=0.00 15:16:26.         file write table6 "\end{table}" _nr; t=0.00 15:16:26.         file close table6r; t=0.00 15:16:26. . . . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 7:  Summary of Race to 100 Results by First Game> *****************************************************************************************/.                 qui {  3.         .                 *Number at which SP9 is solved by node:.                 local SP9_N_1 = 10  4.                 local SP9_N_2 = 20  5.                 local SP9_N_3 = 30  6.                 local SP9_N_4 = 40  7.                 local SP9_N_5 = 50  8.                 local SP9_N_6 = 60  9.                 local SP9_N_7 = 70 10.                 local SP9_N_8 = 80 11.                 local SP9_N_9 = 90 12.         .                 *Number at which SP10 is solved by node:.                 local SP10_N_1 = 1 13.                 local SP10_N_2 = 12 14.                 local SP10_N_3 = 23 15.                 local SP10_N_4 = 34 16.                 local SP10_N_5 = 45 17.                 local SP10_N_6 = 56 18.                 local SP10_N_7 = 67 19.                 local SP10_N_8 = 78 20.                 local SP10_N_9 = 89 21.         .         ************************************.         *Among those who played SP_9 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_9" 22.                 local total_count = r(N) 23.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9" 24.                 local SP9_P_1_GM = r(N)/`total_count' 25.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9" 26.                 local SP9_P_2_GM = r(N)/`total_count' 27.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9" 28.                 local SP9_P_3_GM = r(N)/`total_count' 29.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9" 30.                 local SP9_P_4_GM = r(N)/`total_count' 31.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9" 32.                 local SP9_P_5_GM = r(N)/`total_count' 33.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9" 34.                 local SP9_P_6_GM = r(N)/`total_count' 35.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9" 36.                 local SP9_P_7_GM = r(N)/`total_count' 37.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9" 38.                 local SP9_P_8_GM = r(N)/`total_count' 39.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9" 40.                 local SP9_P_9_GM = r(N)/`total_count' 41.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_9" 42.                 local total_count = r(N) 43.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9" 44.                 local SP9_P_1_IM = r(N)/`total_count' 45.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9" 46.                 local SP9_P_2_IM = r(N)/`total_count' 47.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9" 48.                 local SP9_P_3_IM = r(N)/`total_count' 49.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9" 50.                 local SP9_P_4_IM = r(N)/`total_count' 51.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9" 52.                 local SP9_P_5_IM = r(N)/`total_count' 53.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9" 54.                 local SP9_P_6_IM = r(N)/`total_count' 55.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9" 56.                 local SP9_P_7_IM = r(N)/`total_count' 57.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9" 58.                 local SP9_P_8_IM = r(N)/`total_count' 59.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9" 60.                 local SP9_P_9_IM = r(N)/`total_count' 61.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_9" 62.                 local total_count = r(N) 63.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9" 64.                 local SP9_P_1_Master = r(N)/`total_count' 65.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9" 66.                 local SP9_P_2_Master = r(N)/`total_count' 67.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9" 68.                 local SP9_P_3_Master = r(N)/`total_count' 69.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9" 70.                 local SP9_P_4_Master = r(N)/`total_count' 71.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9" 72.                 local SP9_P_5_Master = r(N)/`total_count' 73.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9" 74.                 local SP9_P_6_Master = r(N)/`total_count' 75.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9" 76.                 local SP9_P_7_Master = r(N)/`total_count'  77.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9" 78.                 local SP9_P_8_Master = r(N)/`total_count' 79.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9" 80.                 local SP9_P_9_Master = r(N)/`total_count' 81.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_9" 82.                 local total_count = r(N) 83.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 84.                 local SP9_P_1_g2000 = r(N)/`total_count' 85.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 86.                 local SP9_P_2_g2000 = r(N)/`total_count' 87.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 88.                 local SP9_P_3_g2000 = r(N)/`total_count' 89.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 90.                 local SP9_P_4_g2000 = r(N)/`total_count' 91.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 92.                 local SP9_P_5_g2000 = r(N)/`total_count' 93.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 94.                 local SP9_P_6_g2000 = r(N)/`total_count' 95.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 96.                 local SP9_P_7_g2000 = r(N)/`total_count' 97.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 98.                 local SP9_P_8_g2000 = r(N)/`total_count' 99.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"100.                 local SP9_P_9_g2000 = r(N)/`total_count'101.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_9"102.                 local total_count = r(N)103.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"104.                 local SP9_P_1_l2000 = r(N)/`total_count'105.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"106.                 local SP9_P_2_l2000 = r(N)/`total_count'107.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"108.                 local SP9_P_3_l2000 = r(N)/`total_count'109.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"110.                 local SP9_P_4_l2000 = r(N)/`total_count'111.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"112.                 local SP9_P_5_l2000 = r(N)/`total_count'113.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"114.                 local SP9_P_6_l2000 = r(N)/`total_count'115.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"116.                 local SP9_P_7_l2000 = r(N)/`total_count'117.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"118.                 local SP9_P_8_l2000 = r(N)/`total_count'119.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"120.                 local SP9_P_9_l2000 = r(N)/`total_count'121.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_9"122.                 local total_count = r(N)123.                 count if  sp9number == 10 & game1 == "SP_9"124.                 local SP9_P_1 = round(r(N)/`total_count', .001)125.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)126.                 count if  sp9number == 20 & game1 == "SP_9"127.                 local SP9_P_2 = round(r(N)/`total_count', .001)128.                 count if  sp9number == 30 & game1 == "SP_9"129.                 local SP9_P_3 = round(r(N)/`total_count', .001)130.                 count if  sp9number == 40 & game1 == "SP_9"131.                 local SP9_P_4 = round(r(N)/`total_count', .001)132.                 count if  sp9number == 50 & game1 == "SP_9"133.                 local SP9_P_5 = round(r(N)/`total_count', .001)134.                 count if  sp9number == 60 & game1 == "SP_9"135.                 local SP9_P_6 = round(r(N)/`total_count', .001)136.                 count if  sp9number == 70 & game1 == "SP_9"137.                 local SP9_P_7 = round(r(N)/`total_count', .001)138.                 count if  sp9number == 80 & game1 == "SP_9"139.                 local SP9_P_8 = round(r(N)/`total_count', .001)140.                 count if  sp9number == 90 & game1 == "SP_9"141.                 local SP9_P_9 = round(r(N)/`total_count', .001)142.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_9"143.                 local total_count = r(N)144.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"145.                 local SP10_P_1_GM = r(N)/`total_count'146.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"147.                 local SP10_P_2_GM = r(N)/`total_count'148.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"149.                 local SP10_P_3_GM = r(N)/`total_count'150.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"151.                 local SP10_P_4_GM = r(N)/`total_count'152.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"153.                 local SP10_P_5_GM = r(N)/`total_count'154.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"155.                 local SP10_P_6_GM = r(N)/`total_count'156.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"157.                 local SP10_P_7_GM = r(N)/`total_count'158.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"159.                 local SP10_P_8_GM = r(N)/`total_count'160.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"161.                 local SP10_P_9_GM = r(N)/`total_count'162.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_9"163.                 local total_count = r(N)164.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"165.                 local SP10_P_1_IM = r(N)/`total_count'166.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"167.                 local SP10_P_2_IM = r(N)/`total_count'168.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"169.                 local SP10_P_3_IM = r(N)/`total_count'170.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"171.                 local SP10_P_4_IM = r(N)/`total_count'172.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"173.                 local SP10_P_5_IM = r(N)/`total_count'174.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"175.                 local SP10_P_6_IM = r(N)/`total_count'176.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"177.                 local SP10_P_7_IM = r(N)/`total_count'178.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"179.                 local SP10_P_8_IM = r(N)/`total_count'180.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"181.                 local SP10_P_9_IM = r(N)/`total_count'182.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_9"183.                 local total_count = r(N)184.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"185.                 local SP10_P_1_Master = r(N)/`total_count'186.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"187.                 local SP10_P_2_Master = r(N)/`total_count'188.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"189.                 local SP10_P_3_Master = r(N)/`total_count'190.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"191.                 local SP10_P_4_Master = r(N)/`total_count'192.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"193.                 local SP10_P_5_Master = r(N)/`total_count'194.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"195.                 local SP10_P_6_Master = r(N)/`total_count'196.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"197.                 local SP10_P_7_Master = r(N)/`total_count'198.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"199.                 local SP10_P_8_Master = r(N)/`total_count'200.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"201.                 local SP10_P_9_Master = r(N)/`total_count'202.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_9"203.                 local total_count = r(N)204.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"205.                 local SP10_P_1_g2000 = r(N)/`total_count'206.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"207.                 local SP10_P_2_g2000 = r(N)/`total_count'208.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"209.                 local SP10_P_3_g2000 = r(N)/`total_count'210.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"211.                 local SP10_P_4_g2000 = r(N)/`total_count'212.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"213.                 local SP10_P_5_g2000 = r(N)/`total_count'214.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"215.                 local SP10_P_6_g2000 = r(N)/`total_count'216.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"217.                 local SP10_P_7_g2000 = r(N)/`total_count'218.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"219.                 local SP10_P_8_g2000 = r(N)/`total_count'220.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"221.                 local SP10_P_9_g2000 = r(N)/`total_count'222.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_9"223.                 local total_count = r(N)224.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"225.                 local SP10_P_1_l2000 = r(N)/`total_count'226.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"227.                 local SP10_P_2_l2000 = r(N)/`total_count'228.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"229.                 local SP10_P_3_l2000 = r(N)/`total_count'230.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"231.                 local SP10_P_4_l2000 = r(N)/`total_count'232.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"233.                 local SP10_P_5_l2000 = r(N)/`total_count'234.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"235.                 local SP10_P_6_l2000 = r(N)/`total_count' 236.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"237.                 local SP10_P_7_l2000 = r(N)/`total_count'238.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"239.                 local SP10_P_8_l2000 = r(N)/`total_count'240.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"241.                 local SP10_P_9_l2000 = r(N)/`total_count'242.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_9"243.                 local total_count = r(N)244.                 count if sp10number == 1 & game1 == "SP_9"245.                 local SP10_P_1 = round(r(N)/`total_count', .001) 246.                 count if sp10number == 12 & game1 == "SP_9"247.                 local SP10_P_2 = round(r(N)/`total_count', .001)248.                 count if sp10number == 23 & game1 == "SP_9"249.                 local SP10_P_3 = round(r(N)/`total_count', .001)250.                 count if sp10number == 34 & game1 == "SP_9"251.                 local SP10_P_4 = round(r(N)/`total_count', .001)252.                 count if sp10number == 45 & game1 == "SP_9"253.                 local SP10_P_5 = round(r(N)/`total_count', .001)254.                 count if sp10number == 56 & game1 == "SP_9"255.                 local SP10_P_6 = round(r(N)/`total_count', .001)256.                 count if sp10number == 67 & game1 == "SP_9"257.                 local SP10_P_7 = round(r(N)/`total_count', .001)258.                 count if sp10number == 78 & game1 == "SP_9"259.                 local SP10_P_8 = round(r(N)/`total_count', .001)260.                 count if sp10number == 89 & game1 == "SP_9"261.                 local SP10_P_9 = round(r(N)/`total_count', .001)262.                                         . .                                 di ""263.                                 di as green     "                       Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"264.                                 di as green     "                               Number at which Game Solved (1-9)"265.                                 di as green     "                               Number at which Game Solved (1-10)"266.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"267.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"268. .                 headermaker9_3C269.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'270.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'271.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'272.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'273.                 .         }274.                  cd "$tabledir"275.                 file open table7a using table7a.tex, write replace276.                 file write table7a "\begin{table}[!h]" _n277.                 file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on>  (1-9) Played First}} \\" _n  278.                 file write table7a "\hline \hline" _n 279.                 file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6}>  & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 280.                 file write table7a "\hline" _n 281.                 file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9> _N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 282.                 file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P> _7' & `SP9_P_8' & `SP9_P_9'\\" _n 283.                 file write table7a "\hline" _n284.                 file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6'>  & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 285.                 file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' &>  `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n286.                 file write table7a "\end{tabular}" _n 287.                 file write table7a "\end{table}" _n288.                 file close table7a289.         .         .         ************************************.         *Among those who played SP_10 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_10"290.                 local total_count = r(N)291.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"292.                 local SP9_P_1_GM = r(N)/`total_count'293.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"294.                 local SP9_P_2_GM = r(N)/`total_count'295.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"296.                 local SP9_P_3_GM = r(N)/`total_count'297.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"298.                 local SP9_P_4_GM = r(N)/`total_count'299.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"300.                 local SP9_P_5_GM = r(N)/`total_count'301.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"302.                 local SP9_P_6_GM = r(N)/`total_count'303.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"304.                 local SP9_P_7_GM = r(N)/`total_count'305.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"306.                 local SP9_P_8_GM = r(N)/`total_count'307.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"308.                 local SP9_P_9_GM = r(N)/`total_count'309.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_10"310.                 local total_count = r(N)311.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"312.                 local SP9_P_1_IM = r(N)/`total_count'313.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"314.                 local SP9_P_2_IM = r(N)/`total_count'315.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"316.                 local SP9_P_3_IM = r(N)/`total_count'317.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"318.                 local SP9_P_4_IM = r(N)/`total_count'319.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"320.                 local SP9_P_5_IM = r(N)/`total_count'321.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"322.                 local SP9_P_6_IM = r(N)/`total_count'323.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"324.                 local SP9_P_7_IM = r(N)/`total_count'325.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"326.                 local SP9_P_8_IM = r(N)/`total_count'327.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"328.                 local SP9_P_9_IM = r(N)/`total_count'329.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_10"330.                 local total_count = r(N)331.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"332.                 local SP9_P_1_Master = r(N)/`total_count'333.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"334.                 local SP9_P_2_Master = r(N)/`total_count'335.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"336.                 local SP9_P_3_Master = r(N)/`total_count'337.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"338.                 local SP9_P_4_Master = r(N)/`total_count'339.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"340.                 local SP9_P_5_Master = r(N)/`total_count'341.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"342.                 local SP9_P_6_Master = r(N)/`total_count'343.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"344.                 local SP9_P_7_Master = r(N)/`total_count' 345.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"346.                 local SP9_P_8_Master = r(N)/`total_count'347.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"348.                 local SP9_P_9_Master = r(N)/`total_count'349.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_10"350.                 local total_count = r(N)351.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"352.                 local SP9_P_1_g2000 = r(N)/`total_count'353.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"354.                 local SP9_P_2_g2000 = r(N)/`total_count'355.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"356.                 local SP9_P_3_g2000 = r(N)/`total_count'357.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"358.                 local SP9_P_4_g2000 = r(N)/`total_count'359.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"360.                 local SP9_P_5_g2000 = r(N)/`total_count'361.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"362.                 local SP9_P_6_g2000 = r(N)/`total_count'363.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"364.                 local SP9_P_7_g2000 = r(N)/`total_count'365.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"366.                 local SP9_P_8_g2000 = r(N)/`total_count'367.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"368.                 local SP9_P_9_g2000 = r(N)/`total_count'369.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_10"370.                 local total_count = r(N)371.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"372.                 local SP9_P_1_l2000 = r(N)/`total_count'373.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"374.                 local SP9_P_2_l2000 = r(N)/`total_count'375.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"376.                 local SP9_P_3_l2000 = r(N)/`total_count'377.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"378.                 local SP9_P_4_l2000 = r(N)/`total_count'379.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"380.                 local SP9_P_5_l2000 = r(N)/`total_count'381.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"382.                 local SP9_P_6_l2000 = r(N)/`total_count'383.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"384.                 local SP9_P_7_l2000 = r(N)/`total_count'385.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"386.                 local SP9_P_8_l2000 = r(N)/`total_count'387.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"388.                 local SP9_P_9_l2000 = r(N)/`total_count'389.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_10"390.                 local total_count = r(N)391.                 count if  sp9number == 10 & game1 == "SP_10"392.                 local SP9_P_1 = round(r(N)/`total_count', .001)393.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)394.                 count if  sp9number == 20 & game1 == "SP_10"395.                 local SP9_P_2 = round(r(N)/`total_count', .001)396.                 count if  sp9number == 30 & game1 == "SP_10"397.                 local SP9_P_3 = round(r(N)/`total_count', .001)398.                 count if  sp9number == 40 & game1 == "SP_10"399.                 local SP9_P_4 = round(r(N)/`total_count', .001)400.                 count if  sp9number == 50 & game1 == "SP_10"401.                 local SP9_P_5 = round(r(N)/`total_count', .001)402.                 count if  sp9number == 60 & game1 == "SP_10"403.                 local SP9_P_6 = round(r(N)/`total_count', .001)404.                 count if  sp9number == 70 & game1 == "SP_10"405.                 local SP9_P_7 = round(r(N)/`total_count', .001)406.                 count if  sp9number == 80 & game1 == "SP_10"407.                 local SP9_P_8 = round(r(N)/`total_count', .001)408.                 count if  sp9number == 90 & game1 == "SP_10"409.                 local SP9_P_9 = round(r(N)/`total_count', .001)410.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_10"411.                 local total_count = r(N)412.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"413.                 local SP10_P_1_GM = r(N)/`total_count'414.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"415.                 local SP10_P_2_GM = r(N)/`total_count'416.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"417.                 local SP10_P_3_GM = r(N)/`total_count'418.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"419.                 local SP10_P_4_GM = r(N)/`total_count'420.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"421.                 local SP10_P_5_GM = r(N)/`total_count'422.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"423.                 local SP10_P_6_GM = r(N)/`total_count'424.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"425.                 local SP10_P_7_GM = r(N)/`total_count'426.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"427.                 local SP10_P_8_GM = r(N)/`total_count'428.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"429.                 local SP10_P_9_GM = r(N)/`total_count'430.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_10"431.                 local total_count = r(N)432.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"433.                 local SP10_P_1_IM = r(N)/`total_count'434.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"435.                 local SP10_P_2_IM = r(N)/`total_count'436.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"437.                 local SP10_P_3_IM = r(N)/`total_count'438.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"439.                 local SP10_P_4_IM = r(N)/`total_count'440.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"441.                 local SP10_P_5_IM = r(N)/`total_count'442.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"443.                 local SP10_P_6_IM = r(N)/`total_count'444.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"445.                 local SP10_P_7_IM = r(N)/`total_count'446.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"447.                 local SP10_P_8_IM = r(N)/`total_count'448.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"449.                 local SP10_P_9_IM = r(N)/`total_count'450.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_10"451.                 local total_count = r(N)452.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"453.                 local SP10_P_1_Master = r(N)/`total_count'454.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"455.                 local SP10_P_2_Master = r(N)/`total_count'456.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"457.                 local SP10_P_3_Master = r(N)/`total_count'458.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"459.                 local SP10_P_4_Master = r(N)/`total_count'460.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"461.                 local SP10_P_5_Master = r(N)/`total_count'462.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"463.                 local SP10_P_6_Master = r(N)/`total_count'464.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"465.                 local SP10_P_7_Master = r(N)/`total_count'466.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"467.                 local SP10_P_8_Master = r(N)/`total_count'468.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"469.                 local SP10_P_9_Master = r(N)/`total_count'470.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_10"471.                 local total_count = r(N)472.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"473.                 local SP10_P_1_g2000 = r(N)/`total_count'474.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"475.                 local SP10_P_2_g2000 = r(N)/`total_count'476.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"477.                 local SP10_P_3_g2000 = r(N)/`total_count'478.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"479.                 local SP10_P_4_g2000 = r(N)/`total_count'480.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"481.                 local SP10_P_5_g2000 = r(N)/`total_count'482.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"483.                 local SP10_P_6_g2000 = r(N)/`total_count'484.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"485.                 local SP10_P_7_g2000 = r(N)/`total_count'486.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"487.                 local SP10_P_8_g2000 = r(N)/`total_count'488.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"489.                 local SP10_P_9_g2000 = r(N)/`total_count'490.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_10"491.                 local total_count = r(N)492.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"493.                 local SP10_P_1_l2000 = r(N)/`total_count'494.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"495.                 local SP10_P_2_l2000 = r(N)/`total_count'496.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"497.                 local SP10_P_3_l2000 = r(N)/`total_count'498.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"499.                 local SP10_P_4_l2000 = r(N)/`total_count'500.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"501.                 local SP10_P_5_l2000 = r(N)/`total_count'502.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"503.                 local SP10_P_6_l2000 = r(N)/`total_count' 504.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"505.                 local SP10_P_7_l2000 = r(N)/`total_count'506.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"507.                 local SP10_P_8_l2000 = r(N)/`total_count'508.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"509.                 local SP10_P_9_l2000 = r(N)/`total_count'510.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_10"511.                 local total_count = r(N)512.                 count if sp10number == 1 & game1 == "SP_10"513.                 local SP10_P_1 = round(r(N)/`total_count', .001) 514.                 count if sp10number == 12 & game1 == "SP_10"515.                 local SP10_P_2 = round(r(N)/`total_count', .001)516.                 count if sp10number == 23 & game1 == "SP_10"517.                 local SP10_P_3 = round(r(N)/`total_count', .001)518.                 count if sp10number == 34 & game1 == "SP_10"519.                 local SP10_P_4 = round(r(N)/`total_count', .001)520.                 count if sp10number == 45 & game1 == "SP_10"521.                 local SP10_P_5 = round(r(N)/`total_count', .001)522.                 count if sp10number == 56 & game1 == "SP_10"523.                 local SP10_P_6 = round(r(N)/`total_count', .001)524.                 count if sp10number == 67 & game1 == "SP_10"525.                 local SP10_P_7 = round(r(N)/`total_count', .001)526.                 count if sp10number == 78 & game1 == "SP_10"527.                 local SP10_P_8 = round(r(N)/`total_count', .001)528.                 count if sp10number == 89 & game1 == "SP_10"529.                 local SP10_P_9 = round(r(N)/`total_count', .001)530.                 .         .                                 di ""531.                                 di as green     "                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First> "532.                                 di as green     "                               Number at which Game Solved (1-9)"533.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"534.                                 di as green     "                               Number at which Game Solved (1-10)"535.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"536.         .                 headermaker9_3C537.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'538.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'539.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'540.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'541.                 .         }       /Users/trevorgallen/Desktop/Chess/Tables/(note: file table7a.tex not found)    3    2    0    0    0    0    0    0    0    1    0    0    0    0    0    0    0    0    0    0   10    5    1    0    1    0    0    0    1    2    9    4    0    0    2    1    1    0    0    1    3    3    0    0    0    0    0    0    0    0   50   28    2    0    6    2    2    0    2    8    5    1    0    0    0    0    0    1    2    0    3    1    0    0    0    0    0    0    0    1    9    1    0    0    0    0    0    1    1    6    5    0    0    0    0    0    0    0    0    5    3    0    1    0    0    0    0    0    1    1   50    6    2    0    0    0    4    4    8   26                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.5600000000000001|.04|0        | .12      | .04      | .04      | 0        | .04      | .161        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.12      | .04      | 0        | 0        | 0        | .08      | .08      | .16      | .52r; t=0.14 15:16:26.                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:16:26.                 file open table7b using table7b.tex, write replace(note: file table7b.tex not found)r; t=0.00 15:16:26.                 file write table7b "\begin{table}[!h]" _nr; t=0.00 15:16:26.                 file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1> -10) Played First}} \\" _n  r; t=0.00 15:16:26.                 file write table7b "\hline \hline" _n r; t=0.00 15:16:26.                 file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & > \textbf{7} & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:16:26.                 file write table7b "\hline" _n r; t=0.00 15:16:26.                 file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_> 7' & `SP9_N_8' & `SP9_N_9'\\" _n r; t=0.00 15:16:26.                 file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7'>  & `SP9_P_8' & `SP9_P_9'\\" _n r; t=0.00 15:16:26.                 file write table7b "\hline" _nr; t=0.00 15:16:26.                 file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & > `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:16:26.                 file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `S> P10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:16:26.                 file write table7b "\end{tabular}" _n r; t=0.00 15:16:26.                 file write table7b "\end{table}" _nr; t=0.00 15:16:26.                 file close table7b      r; t=0.00 15:16:26.         .         . /****************************************************************************************> * STATISTICAL TESTS: > *****************************************************************************************/. forval x = 1/1{  2.         *We compare GM first rates to all other first rates, comparing their dichotomous.         *success rates (bernoulli std. dv) with a t-test (assuming approximation to the .         *normal)..         .                 foreach x in GM IM M g2000 l2000 {  3.                 local SP10_First_`x'_S_T        =       round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)  4.                 local SP9_First_`x'_S_T         =       round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)  5.                 }  6.                 .                 forvalues x = 1/1 {  7.                 di "Table 5"  8.                 local SP10_First_NonGM_C_T =    `SP10_First_IM_C_T'+    `SP10_First_M_C_T'+     `SP10_First_g2000_C_T'  +       `SP10_First_l2000_C_> T'  9.                 local SP9_First_NonGM_C_T =     `SP9_First_IM_C_T'+     `SP9_First_M_C_T'+      `SP9_First_g2000_C_T'   +       `SP9_First_l2000_C_T> '                    10.         .                 local SP10_First_NonGM_S_T =    `SP10_First_IM_S_T'+    `SP10_First_M_S_T'+     `SP10_First_g2000_S_T'  +       `SP10_First_l2000_S_T' 11.                 local SP9_First_NonGM_S_T =     `SP9_First_IM_S_T'+     `SP9_First_M_S_T'+      `SP9_First_g2000_S_T'   +       `SP9_First_l2000_S_T> ' 12.         .                 local SP10_First_NonGM_T =      `SP10_First_NonGM_S_T'  /       `SP10_First_NonGM_C_T' 13.                 local SP9_First_NonGM_T =       `SP9_First_NonGM_S_T'   /       `SP9_First_NonGM_C_T' 14.         .                 local SP10_First_NonGM_SD_T     = (`SP10_First_NonGM_T' *       (1-`SP10_First_NonGM_T'))^.5 15.                 local SP10_First_GM_SD_T        = (`SP10_First_GM_T'    *       (1-`SP10_First_GM_T'))^.5 16.         .                 local SP9_First_NonGM_SD_T      = (`SP9_First_NonGM_T'  *       (1-`SP9_First_NonGM_T'))^.5 17.                 local SP9_First_GM_SD_T = (`SP9_First_GM_T'     *       (1-`SP9_First_GM_T'))^.5 18.                 } 19.         .                 di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 20.                 di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_> SD_T'" 21.                 ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T> ' 22.         .                 di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 23.                 di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'" 24.                 ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'     >      25.         .         *Now we compare SP9 First vs. SP10 First.                 *Counts and Percentages.                         *SP9.                         *9 First.                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 26.                         local 9F_N = r(N)/2 27.                         di "`9F_N'" 28.                         *9 Second.                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))  29.                         local 10F_N = r(N)/2     30.         .                         *SP9First, 10 or 20.                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 31.                         local SP9_9F_P_10and20 = r(N)/`SP9_9F_N' 32.                         di `SP9_9F_P_10and20' 33.                 .                         *SP10First, 10 or 20.                         .                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_10and20 = r(N)/`SP9_10F_N' 35.                         di `SP9_10F_P_10and20' 36.         .                         *SP10.                         *SP10First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 37.                         local SP10_10F_P_1and12 = r(N)/`10F_N' 38.                         di `SP10_10F_P_1and12'           39. .                         *SP9First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 40.                         local SP10_9F_P_1and12 = r(N)/`9F_N' 41.                         di `SP10_9F_P_1and12' 42.                 *Standard Errors.                         local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5 43.                         local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5 44.                         local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5 45.                         local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5  46. .                 di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second." 47.                 di "    ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD'" 48.                 ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD' 49.                 di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second." 50.                 di "    ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_10F_1and20SD'      `10F_N'        `SP10_10F_P_1and12'     `SP10_9F_1and20SD'" 51.                 ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_9F_1and20SD'      `10F_N' `SP10_10F_P_1and12'     `SP10_10F_1and20SD' 52. }Table 5We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 25 .2 .4 168 .0833333333333333 .2763853991962832Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      25          .2         .08          .4    .0348881    .3651119       y |     168    .0833333    .0213236    .2763854    .0412348    .1254319---------+--------------------------------------------------------------------combined |     193    .0984456    .0213514    .2966229    .0563322     .140559---------+--------------------------------------------------------------------    diff |            .1166667    .0631904               -.0079741    .2413074------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.8463Ho: diff = 0                                     degrees of freedom =      191    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9668         Pr(|T| > |t|) = 0.0664          Pr(T > t) = 0.0332We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 16 .5 .5 142 .3802816901408451 .4854559982989883Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      16          .5        .125          .5    .2335688    .7664312       y |     142    .3802817    .0407386     .485456    .2997443     .460819---------+--------------------------------------------------------------------combined |     158    .3924051    .0387175    .4866709    .3159308    .4688794---------+--------------------------------------------------------------------    diff |            .1197183    .1283927               -.1338942    .3733308------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   0.9324Ho: diff = 0                                     degrees of freedom =      156    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.8237         Pr(|T| > |t|) = 0.3526          Pr(T > t) = 0.1763  10452  102   76.73076923   60.58823529   14.2745098   30.57692308For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second.    ttesti 52   .7307692307692307      .4435600997950306      51 .5882352941176471     .4921529567847503Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .7307692    .0615107    .4435601    .6072813    .8542572       y |      51    .5882353    .0689152     .492153     .449815    .7266555---------+--------------------------------------------------------------------combined |     103    .6601942    .0464501    .4714167    .5680607    .7523277---------+--------------------------------------------------------------------    diff |            .1425339    .0922798               -.0405243    .3255922------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.5446Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9372         Pr(|T| > |t|) = 0.1256          Pr(T > t) = 0.0628For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second.    ttesti 52   .5769230769230769      .4462669284996488      51        .2745098039215687     .4940474068717357Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .5769231     .068512    .4940474    .4393794    .7144668       y |      51    .2745098    .0624899    .4462669    .1489952    .4000244---------+--------------------------------------------------------------------combined |     103    .4271845     .048547    .4926981    .3308917    .5234772---------+--------------------------------------------------------------------    diff |            .3024133    .0928224                .1182786    .4865479------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   3.2580Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9992         Pr(|T| > |t|) = 0.0015          Pr(T > t) = 0.0008r; t=0.06 15:16:26. .                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:16:26. .                 . end of do-filer; t=2.89 15:16:26. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.00 15:21:42.         set rmsg onr; t=0.00 15:21:42.         set more 1r; t=0.00 15:21:42.         set virtual onr; t=0.00 15:21:42.         pause offr; t=0.00 15:21:42. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:21:42.         global datadir = "$dir/Data"r; t=0.00 15:21:42.         global logdir = "$dir/Logs"r; t=0.00 15:21:42.         global codedir = "$dir/Code"r; t=0.00 15:21:42.         global figsdir = "$dir/Figures"r; t=0.00 15:21:42.         global tabledir = "$dir/tables"r; t=0.00 15:21:42. .         local projectname = "ChessInduction"r; t=0.00 15:21:42.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:21:42.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:21:42.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:21:42.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:21:42.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:21:42.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:21:42.         capture log close 



Logs/logChessInduction_2009_De_20_15_21.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_21.log  log type:  text opened on:  20 Dec 2009, 15:21:42r; t=0.00 15:21:42. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:21:42. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:21:42.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:21:42. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:21:42.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:21:42. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:21:42.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:21:42.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:21:42.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:21:42.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:21:42.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:21:42.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:21:42.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:21:42.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:21:42.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:21:42.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:21:42.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:21:42.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:21:42.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:21:42.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:21:42.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:21:42.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:21:42. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:21:42.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:21:42.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:21:42.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:21:42.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:21:42. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:21:42.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:21:42. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:21:42. .         *We drop our cleaned data if it has remained in the data folder..         cap erase $datadir/FullChess.dta"r; t=0.00 15:21:42. . .         rename var41 Player_Coder; t=0.00 15:21:42.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:21:42.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:21:42. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:21:42.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:21:42.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:21:42.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:21:42.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:21:42.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:21:42. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:21:42.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:21:42.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:21:42.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:21:42. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:21:42.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.00 15:21:42. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:21:42. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:21:42.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.00 15:21:42. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.01 15:21:42. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:21:42.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:21:42. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:21:42.                 gen IM = (title=="IM")r; t=0.00 15:21:42.                 gen Master = (title=="Master")r; t=0.00 15:21:42.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:21:42.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:21:42. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:21:42.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:21:42. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:21:42.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:21:42.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:21:42. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:21:42.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:21:42.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:21:42. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:21:42.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:21:42.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:21:42.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:21:42.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:21:42.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:21:42. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:21:42.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:21:42.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:21:42.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:21:42.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:21:42.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:21:42.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:21:42.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:21:42.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:21:42. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:21:42.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:21:42.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:21:42.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:21:42.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:21:42.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:21:42. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:21:42.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:21:42.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:21:42.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:21:42.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:21:42. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:21:42.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:21:42.                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:21:42. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.01 15:21:42.                 sort city playernumberr; t=0.00 15:21:42.                 save "$datadir/Chess Race Data.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta savedr; t=0.00 15:21:42. .                 use "$datadir/FullChess.dta", clearr; t=0.00 15:21:42.                 sort city playernumberr; t=0.00 15:21:42.                 merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusingvariables city playernumber do not uniquely identify observations in the master datar; t=0.00 15:21:42. .         *Finally, I also make the blank .tex table format..                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:42.                 file open FullTables using FullTables.tex, write replacer; t=0.00 15:21:42.                 file write FullTables "\documentclass{article}" _nr; t=0.00 15:21:42.                 file write FullTables "\usepackage{fullpage}" _nr; t=0.00 15:21:42.                 file write FullTables "\usepackage{natbib}" _nr; t=0.00 15:21:42.                 file write FullTables "\usepackage{graphicx}" _nr; t=0.00 15:21:42.                 file write FullTables "\usepackage{multirow}" _nr; t=0.00 15:21:42.                 file write FullTables "\usepackage{lscape}" _nr; t=0.00 15:21:42.                 file write FullTables "\bibliographystyle{plainnat}" _nr; t=0.00 15:21:42.                 file write FullTables "\begin{document}" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table1.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table2.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table3.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table4a.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table4b.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\begin{landscape}" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table5.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\end{landscape}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table6.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\newpage" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table7a.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\input{table7b.tex}" _nr; t=0.00 15:21:42.                 file write FullTables "\end{document}" _nr; t=0.00 15:21:42.                 file close FullTablesr; t=0.00 15:21:42. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 1:  Summary of Participants> *****************************************************************************************/.         qui {  3. .         *USCF Ratings:.         sum uscf if title == "GM"  4.         local USCF_Rating_1 = "`r(min)'-`r(max)'"  5.         sum uscf if title == "IM"  6.         local USCF_Rating_2 = "`r(min)'-`r(max)'"  7.         sum uscf if title == "Master"  8.         local USCF_Rating_3 = "`r(min)'-`r(max)'"  9.         sum uscf if title == ">2000" 10.         local USCF_Rating_4 = "`r(min)'-`r(max)'" 11.         sum uscf if title == "<2000" 12.         local USCF_Rating_5 = "`r(min)'-`r(max)'" 13.         local USCF_Rating_6 = "N/A" 14.         local USCF_Rating_7 = "N/A" 15. .         *FIDE Ratings:.         sum fide if title == "GM" 16.         local FIDE_Rating_1 = "`r(min)'-`r(max)'" 17.         sum fide if title == "IM" 18.         local FIDE_Rating_2 = "`r(min)'-`r(max)'" 19.         sum fide if title == "Master" 20.         local FIDE_Rating_3 = "`r(min)'-`r(max)'" 21.         sum fide if title == ">2000" 22.         local FIDE_Rating_4 = "`r(min)'-`r(max)'" 23.         sum fide if title == "<2000" 24.         local FIDE_Rating_5 = "`r(min)'-`r(max)'" 25.         local FIDE_Rating_6 = "N/A" 26.         local FIDE_Rating_7 = "N/A" 27. .         *LLS.         count if title == "GM" 28.         local LLS_Chess_1 = r(N) 29.         count if title == "IM" 30.         local LLS_Chess_2 =  r(N) 31.         count if title == "Master" 32.         local LLS_Chess_3 = r(N) 33.         count if title == ">2000" 34.         local LLS_Chess_4 =  r(N) 35.         count if title == "<2000" 36.         local LLS_Chess_5 =  r(N) 37.         local LLS_Chess_6 =  "N/A" 38.         count 39.         local LLS_Chess_7 = r(N) 40. .         *PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6.         local PHV_Chess_1 = 41 41.         local PHV_Chess_2 =  45 42.         local PHV_Chess_3 =  29 43.         local PHV_Chess_4 =  141 44.         local PHV_Chess_5 =  "N/A" 45.         local PHV_Chess_6 =  80 46.         local PHV_Chess_7 = 41+45+29+141+80 47.         } 48. .                 di "" 49.                 di as green     "                       Table 1: Summary of Participants" 50.                 di as green     "                               Grandmasters:" 51.                 di as green     "                               International Masters:" 52.                 di as green     "                               FIDE & UCSF Masters:" 53.                 di as green     "                               Other Chess Players > 2000" 54.                 di as green     "                               Other Chess Players < 2000" 55.                 di as green     "                               Students" 56.                 di as green     "                               Total" 57. .                 headermaker4_1A 58.                 tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1' 59.                 tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2' 60.                 tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3' 61.                 tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4' 62.                 tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5' 63.                 tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6' 64.                 tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7' 65. . . .         }                       Table 1: Summary of Participants                               Grandmasters:                               International Masters:                               FIDE & UCSF Masters:                               Other Chess Players > 2000                               Other Chess Players < 2000                               Students                               Total----------------------------------------------------------------------------------------------------USCF Rating          | FIDE Rating           | LLS: Chess            {c }PHV: Chess----------------------------------------------------------------------------------------------------2472-2763            | 2265-2637             | 26                    | 412273-2538            | 2227-2488             | 20                    | 452009-2497            | 2037-2497             | 61                    | 292000-2610            | 2026-2531             | 46                    | 141852-2064             | 1789-2341             | 53                    | N/AN/A                  | N/A                   | N/A                   | 80N/A                  | N/A                   | 206                   | 336r; t=0.00 15:21:42. . . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:42. file open table1 using table1.tex, write replacer; t=0.00 15:21:42. file write table1 "\begin{table}" _nr; t=0.00 15:21:42. file write table1 "\begin{tabular}{lccc} \multicolumn{4}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  r; t=0.00 15:21:42. file write table1 "\hline \hline" _n r; t=0.00 15:21:42. file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} & \textbf{PHV: Chess}\\" _n r; t=0.00 15:21:42. file write table1 "\hline " _n r; t=0.00 15:21:42. file write table1 "Grandmasters                 & `USCF_Rating_1'       & `FIDE_Rating_1' & `LLS_Chess_1'  \\" _n r; t=0.00 15:21:42. file write table1 "International Masters        & `USCF_Rating_2'       & `FIDE_Rating_2' & `LLS_Chess_2'  \\" _n r; t=0.00 15:21:42. file write table1 "FIDE \& USCF Masters         & `USCF_Rating_3'       & `FIDE_Rating_3' & `LLS_Chess_3'  \\" _n r; t=0.00 15:21:42. file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'       & `FIDE_Rating_4' & `LLS_Chess_4'  \\ " _n r; t=0.00 15:21:42. file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'       & `FIDE_Rating_5' & `LLS_Chess_5'  \\" _n r; t=0.00 15:21:42. file write table1 "Students                     & `USCF_Rating_6'       & `FIDE_Rating_6' & `LLS_Chess_6'  \\" _n r; t=0.00 15:21:42. file write table1 "Total                        & `USCF_Rating_7'       & `FIDE_Rating_7' & `LLS_Chess_7'  \\" _n r; t=0.00 15:21:42. file write table1 "\end{tabular}" _n r; t=0.00 15:21:42. file write table1 "\end{table} " _nr; t=0.00 15:21:42. file close table1r; t=0.00 15:21:42. . . /****************************************************************************************> *Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)> *****************************************************************************************/. .         qui {r; t=0.02 15:21:42.         forval x = 1/1 {  2.                                 di ""  3.                                 di as green     "                       Table 2: Summary of Centipede Results: Implied Stop Probabilities"  4.                                 di as green     "                               Grandmasters:"  5.                                 di as green     "                               International Masters:"  6.                                 di as green     "                               USCF/FIDE Masters > 2000"  7.                                 di as green     "                               >2000"  8.                                 di as green     "                               <2000"  9.                                 di as green     "                               Total" 10.         .                 headermaker7_2A 11.                 tablemaker7_2A `GM_White_1'             `GM_Black_2'            `GM_White_3'            `GM_Black_4'            `GM_White_5'        >     `GM_Black_6'            `GM_White_7' 12.                 tablemaker7_2A `GM_White_1_D'           `GM_Black_2_D'          `GM_White_3_D'          `GM_Black_4_D'          `GM_White_5_D'      >     `GM_Black_6_D'          `GM_White_7_D' 13.                 tablemaker7_2A `IM_White_1'             `IM_Black_2'            `IM_White_3'            `IM_Black_4'            `IM_White_5'        >     `IM_Black_6'            `IM_White_7' 14.                 tablemaker7_2A `IM_White_1_D'           `IM_Black_2_D'          `IM_White_3_D'          `IM_Black_4_D'          `IM_White_5_D'      >     `IM_Black_6_D'          `IM_White_7_D'   15.                 tablemaker7_2A `Master_White_1'         `Master_Black_2'        `Master_White_3'        `Master_Black_4'        `Master_White_5'    >     `Master_Black_6'        `Master_White_7' 16.                 tablemaker7_2A `Master_White_1_D'       `Master_Black_2_D'      `Master_White_3_D'      `Master_Black_4_D'      `Master_White_5_D'  >     `Master_Black_6_D'      `Master_White_7_D' 17.                 tablemaker7_2A `gr2000_White_1'         `gr2000_Black_2'        `gr2000_White_3'        `gr2000_Black_4'        `gr2000_White_5'    >     `gr2000_Black_6'        `gr2000_White_7' 18.                 tablemaker7_2A `gr2000_White_1_D'       `gr2000_Black_2_D'      `gr2000_White_3_D'      `gr2000_Black_4_D'      `gr2000_White_5_D'  >     `gr2000_Black_6_D'      `gr2000_White_7_D' 19.                 tablemaker7_2A `l2000_White_1'          `l2000_Black_2'         `l2000_White_3'         `l2000_Black_4'         `l2000_White_5'     >     `l2000_Black_6'         `l2000_White_7' 20.                 tablemaker7_2A `l2000_White_1_D'        `l2000_Black_2_D'       `l2000_White_3_D'       `l2000_Black_4_D'       `l2000_White_5_D'   >     `l2000_Black_6_D'       `l2000_White_7_D' 21.                 tablemaker7_2A `total_1'                `total_2'               `total_3'               `total_4'               `total_5'           >     `total_6'               `total_7' 22.                 tablemaker7_2A `total_1_D'              `total_2_D'             `total_3_D'             `total_4_D'             `total_5_D'         >     `total_6_D'             `total_7_D' 23.         }                       Table 2: Summary of Centipede Results: Implied Stop Probabilities                               Grandmasters:                               International Masters:                               USCF/FIDE Masters > 2000                               >2000                               <2000                               Total----------------------------------------------------------------------------------------------------Node 1   | Node 2    | Node 3    | Node 4    | Node 5    | Node 6|     Node 7----------------------------------------------------------------------------------------------------0        | .111      | .067      | 0         | .636      | 1 |         116       | 9         | 15        | 7         | 11        | 2 |         20        | 0         | .083      | .625      | .625      | 0 |         112       | 8         | 12        | 8         | 8         | 1 |         2.063     | .077      | .259      | .318      | .455      | .5|         132       | 26        | 27        | 22        | 11        | 8 |         2.056     | .154      | .154      | .2        | .5        | 1 |         118       | 26        | 13        | 15        | 6         | 2 |         1.042     | .103      | .286      | .526      | .7        | .667|       N/A24       | 29        | 21        | 19        | 10        | 6 |         0.039     | .102      | .193      | .352      | .587      | .632|       1102      | 98        | 88        | 71        | 46        | 19|         7r; t=0.17 15:21:42. . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.01 15:21:42. file open table2 using table2.tex, write replacer; t=0.00 15:21:42. file write table2 "\begin{table}" _nr; t=0.00 15:21:42. file write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  r; t=0.00 15:21:42. file write table2 "\hline \hline" _n r; t=0.00 15:21:42. file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node > 6}\\" _n r; t=0.00 15:21:42. file write table2 "\hline" _n r; t=0.00 15:21:42. file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n r; t=0.00 15:21:42. file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n r; t=0.00 15:21:42. file write table2 "Grandmasters & `GM_White_1'  & `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n r; t=0.00 15:21:42. file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nr; t=0.00 15:21:42. file write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nr; t=0.00 15:21:42. file write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nr; t=0.00 15:21:42. file write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nr; t=0.00 15:21:42. file write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black> _6_D')\\" _nr; t=0.00 15:21:42. file write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nr; t=0.00 15:21:42. file write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black> _6_D')\\" _nr; t=0.00 15:21:42. file write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nr; t=0.00 15:21:42. file write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')> \\" _nr; t=0.00 15:21:42. file write table2 "\end{tabular}" _n r; t=0.00 15:21:42. file write table2 "\end{table}" _nr; t=0.00 15:21:42. file close table2r; t=0.00 15:21:42. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 3:  Summary of Race to 100 Results> *****************************************************************************************/.         qui {  3. .         *Number at which SP9 is solved by node:.         local SP9_N_1 = 10  4.         local SP9_N_2 = 20  5.         local SP9_N_3 = 30  6.         local SP9_N_4 = 40  7.         local SP9_N_5 = 50  8.         local SP9_N_6 = 60  9.         local SP9_N_7 = 70 10.         local SP9_N_8 = 80 11.         local SP9_N_9 = 90 12. .         *Number at which SP10 is solved by node:.         local SP10_N_1 = 1 13.         local SP10_N_2 = 12 14.         local SP10_N_3 = 23 15.         local SP10_N_4 = 34 16.         local SP10_N_5 = 45 17.         local SP10_N_6 = 56 18.         local SP10_N_7 = 67 19.         local SP10_N_8 = 78 20.         local SP10_N_9 = 89 21. .         *Percentage of Stops by Node 1-9:GM.         count if title == "GM" & sp9 == 1 22.         local total_count = r(N) 23.         count if  sp9number == 10 & title == "GM" & sp9 == 1 24.         local SP9_P_1_GM = r(N)/`total_count' 25.         count if  sp9number == 20 & title == "GM" & sp9 == 1 26.         local SP9_P_2_GM = r(N)/`total_count' 27.         count if  sp9number == 30 & title == "GM" & sp9 == 1 28.         local SP9_P_3_GM = r(N)/`total_count' 29.         count if  sp9number == 40 & title == "GM" & sp9 == 1 30.         local SP9_P_4_GM = r(N)/`total_count' 31.         count if  sp9number == 50 & title == "GM" & sp9 == 1 32.         local SP9_P_5_GM = r(N)/`total_count' 33.         count if  sp9number == 60 & title == "GM" & sp9 == 1 34.         local SP9_P_6_GM = r(N)/`total_count' 35.         count if  sp9number == 70 & title == "GM" & sp9 == 1 36.         local SP9_P_7_GM = r(N)/`total_count' 37.         count if  sp9number == 80 & title == "GM" & sp9 == 1 38.         local SP9_P_8_GM = r(N)/`total_count' 39.         count if  sp9number == 90 & title == "GM" & sp9 == 1 40.         local SP9_P_9_GM = r(N)/`total_count' 41. .         *Percentage of Stops by Node 1-9:IM.         count if title == "IM" & sp9 == 1 42.         local total_count = r(N) 43.         count if  sp9number == 10 & title == "IM" & sp9 == 1 44.         local SP9_P_1_IM = r(N)/`total_count' 45.         count if  sp9number == 20 & title == "IM" & sp9 == 1 46.         local SP9_P_2_IM = r(N)/`total_count' 47.         count if  sp9number == 30 & title == "IM" & sp9 == 1 48.         local SP9_P_3_IM = r(N)/`total_count' 49.         count if  sp9number == 40 & title == "IM" & sp9 == 1 50.         local SP9_P_4_IM = r(N)/`total_count' 51.         count if  sp9number == 50 & title == "IM" & sp9 == 1 52.         local SP9_P_5_IM = r(N)/`total_count' 53.         count if  sp9number == 60 & title == "IM" & sp9 == 1 54.         local SP9_P_6_IM = r(N)/`total_count' 55.         count if  sp9number == 70 & title == "IM" & sp9 == 1 56.         local SP9_P_7_IM = r(N)/`total_count' 57.         count if  sp9number == 80 & title == "IM" & sp9 == 1 58.         local SP9_P_8_IM = r(N)/`total_count' 59.         count if  sp9number == 90 & title == "IM" & sp9 == 1 60.         local SP9_P_9_IM = r(N)/`total_count' 61. .         *Percentage of Stops by Node 1-9:Master.         count if title == "Master" & sp9 == 1 62.         local total_count = r(N) 63.         count if  sp9number == 10 & title == "Master" & sp9 == 1 64.         local SP9_P_1_Master = r(N)/`total_count' 65.         count if  sp9number == 20 & title == "Master" & sp9 == 1 66.         local SP9_P_2_Master = r(N)/`total_count' 67.         count if  sp9number == 30 & title == "Master" & sp9 == 1 68.         local SP9_P_3_Master = r(N)/`total_count' 69.         count if  sp9number == 40 & title == "Master" & sp9 == 1 70.         local SP9_P_4_Master = r(N)/`total_count' 71.         count if  sp9number == 50 & title == "Master" & sp9 == 1 72.         local SP9_P_5_Master = r(N)/`total_count' 73.         count if  sp9number == 60 & title == "Master" & sp9 == 1 74.         local SP9_P_6_Master = r(N)/`total_count' 75.         count if  sp9number == 70 & title == "Master" & sp9 == 1 76.         local SP9_P_7_Master = r(N)/`total_count' 77.         count if  sp9number == 80 & title == "Master" & sp9 == 1 78.         local SP9_P_8_Master = r(N)/`total_count' 79.         count if  sp9number == 90 & title == "Master" & sp9 == 1 80.         local SP9_P_9_Master = r(N)/`total_count' 81. .         *Percentage of Stops by Node 1-9:g2000.         count if title == ">2000" & sp9 == 1 82.         local total_count = r(N) 83.         count if  sp9number == 10 & title == ">2000" & sp9 == 1 84.         local SP9_P_1_g2000 = r(N)/`total_count' 85.         count if  sp9number == 20 & title == ">2000" & sp9 == 1 86.         local SP9_P_2_g2000 = r(N)/`total_count' 87.         count if  sp9number == 30 & title == ">2000" & sp9 == 1 88.         local SP9_P_3_g2000 = r(N)/`total_count' 89.         count if  sp9number == 40 & title == ">2000" & sp9 == 1 90.         local SP9_P_4_g2000 = r(N)/`total_count' 91.         count if  sp9number == 50 & title == ">2000" & sp9 == 1 92.         local SP9_P_5_g2000 = r(N)/`total_count' 93.         count if  sp9number == 60 & title == ">2000" & sp9 == 1 94.         local SP9_P_6_g2000 = r(N)/`total_count' 95.         count if  sp9number == 70 & title == ">2000" & sp9 == 1 96.         local SP9_P_7_g2000 = r(N)/`total_count' 97.         count if  sp9number == 80 & title == ">2000" & sp9 == 1 98.         local SP9_P_8_g2000 = r(N)/`total_count' 99.         count if  sp9number == 90 & title == ">2000" & sp9 == 1100.         local SP9_P_9_g2000 = r(N)/`total_count'101. .         *Percentage of Stops by Node 1-9:l2000.         count if title == "<2000" & sp9 == 1102.         local total_count = r(N)103.         count if  sp9number == 10 & title == "<2000" & sp9 == 1104.         local SP9_P_1_l2000 = r(N)/`total_count'105.         count if  sp9number == 20 & title == "<2000" & sp9 == 1106.         local SP9_P_2_l2000 = r(N)/`total_count'107.         count if  sp9number == 30 & title == "<2000" & sp9 == 1108.         local SP9_P_3_l2000 = r(N)/`total_count'109.         count if  sp9number == 40 & title == "<2000" & sp9 == 1110.         local SP9_P_4_l2000 = r(N)/`total_count'111.         count if  sp9number == 50 & title == "<2000" & sp9 == 1112.         local SP9_P_5_l2000 = r(N)/`total_count'113.         count if  sp9number == 60 & title == "<2000" & sp9 == 1114.         local SP9_P_6_l2000 = r(N)/`total_count'115.         count if  sp9number == 70 & title == "<2000" & sp9 == 1116.         local SP9_P_7_l2000 = r(N)/`total_count'117.         count if  sp9number == 80 & title == "<2000" & sp9 == 1118.         local SP9_P_8_l2000 = r(N)/`total_count'119.         count if  sp9number == 90 & title == "<2000" & sp9 == 1120.         local SP9_P_9_l2000 = r(N)/`total_count'121. .         *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).         .         count122.         local total_count = r(N)123.         count if  sp9number == 10124.         local SP9_P_1 = round(r(N)/`total_count', .001)125.         *For Latex tables, because Stata messes up on storing decimals in binary:.         local SP9_P_1 = substr("`SP9_P_1'",1,4)126.         count if  sp9number == 20127.         local SP9_P_2 = round(r(N)/`total_count', .001)128.         count if  sp9number == 30129.         local SP9_P_3 = round(r(N)/`total_count', .001)130.         count if  sp9number == 40131.         local SP9_P_4 = round(r(N)/`total_count', .001)132.         count if  sp9number == 50133.         local SP9_P_5 = round(r(N)/`total_count', .001)134.         count if  sp9number == 60135.         local SP9_P_6 = round(r(N)/`total_count', .001)136.         count if  sp9number == 70137.         local SP9_P_7 = round(r(N)/`total_count', .001)138.         count if  sp9number == 80139.         local SP9_P_8 = round(r(N)/`total_count', .001)140.         count if  sp9number == 90141.         local SP9_P_9 = round(r(N)/`total_count', .001)142. .         *Percentage of Stops by Node 1-10:GM.         count if title == "GM" & sp10 == 1143.         local total_count = r(N)144.         count if  sp10number == 1 & title == "GM" & sp10 == 1145.         local SP10_P_1_GM = r(N)/`total_count'146.         count if  sp10number == 12 & title == "GM" & sp10 == 1147.         local SP10_P_2_GM = r(N)/`total_count'148.         count if  sp10number == 23 & title == "GM" & sp10 == 1149.         local SP10_P_3_GM = r(N)/`total_count'150.         count if  sp10number == 34 & title == "GM" & sp10 == 1151.         local SP10_P_4_GM = r(N)/`total_count'152.         count if  sp10number == 45 & title == "GM" & sp10 == 1153.         local SP10_P_5_GM = r(N)/`total_count'154.         count if  sp10number == 54 & title == "GM" & sp10 == 1155.         local SP10_P_6_GM = r(N)/`total_count'156.         count if  sp10number == 67 & title == "GM" & sp10 == 1157.         local SP10_P_7_GM = r(N)/`total_count'158.         count if  sp10number == 78 & title == "GM" & sp10 == 1159.         local SP10_P_8_GM = r(N)/`total_count'160.         count if  sp10number == 89 & title == "GM" & sp10 == 1161.         local SP10_P_9_GM = r(N)/`total_count'162. .         *Percentage of Stops by Node 1-10:IM.         count if title == "IM" & sp10 == 1163.         local total_count = r(N)164.         count if  sp10number == 1 & title == "IM" & sp10 == 1165.         local SP10_P_1_IM = r(N)/`total_count'166.         count if  sp10number == 12 & title == "IM" & sp10 == 1167.         local SP10_P_2_IM = r(N)/`total_count'168.         count if  sp10number == 23 & title == "IM" & sp10 == 1169.         local SP10_P_3_IM = r(N)/`total_count'170.         count if  sp10number == 34 & title == "IM" & sp10 == 1171.         local SP10_P_4_IM = r(N)/`total_count'172.         count if  sp10number == 45 & title == "IM" & sp10 == 1173.         local SP10_P_5_IM = r(N)/`total_count'174.         count if  sp10number == 54 & title == "IM" & sp10 == 1175.         local SP10_P_6_IM = r(N)/`total_count'176.         count if  sp10number == 67 & title == "IM" & sp10 == 1177.         local SP10_P_7_IM = r(N)/`total_count'178.         count if  sp10number == 78 & title == "IM" & sp10 == 1179.         local SP10_P_8_IM = r(N)/`total_count'180.         count if  sp10number == 89 & title == "IM" & sp10 == 1181.         local SP10_P_9_IM = r(N)/`total_count'182. .         *Percentage of Stops by Node 1-10:Master.         count if title == "Master" & sp10 == 1183.         local total_count = r(N)184.         count if  sp10number == 1 & title == "Master" & sp10 == 1185.         local SP10_P_1_Master = r(N)/`total_count'186.         count if  sp10number == 12 & title == "Master" & sp10 == 1187.         local SP10_P_2_Master = r(N)/`total_count'188.         count if  sp10number == 23 & title == "Master" & sp10 == 1189.         local SP10_P_3_Master = r(N)/`total_count'190.         count if  sp10number == 34 & title == "Master" & sp10 == 1191.         local SP10_P_4_Master = r(N)/`total_count'192.         count if  sp10number == 45 & title == "Master" & sp10 == 1193.         local SP10_P_5_Master = r(N)/`total_count'194.         count if  sp10number == 54 & title == "Master" & sp10 == 1195.         local SP10_P_6_Master = r(N)/`total_count'196.         count if  sp10number == 67 & title == "Master" & sp10 == 1197.         local SP10_P_7_Master = r(N)/`total_count'198.         count if  sp10number == 78 & title == "Master" & sp10 == 1199.         local SP10_P_8_Master = r(N)/`total_count'200.         count if  sp10number == 89 & title == "Master" & sp10 == 1201.         local SP10_P_9_Master = r(N)/`total_count'202. .         *Percentage of Stops by Node 1-10:g2000.         count if title == ">2000" & sp10 == 1203.         local total_count = r(N)204.         count if  sp10number == 1 & title == ">2000" & sp10 == 1205.         local SP10_P_1_g2000 = r(N)/`total_count'206.         count if  sp10number == 12 & title == ">2000" & sp10 == 1207.         local SP10_P_2_g2000 = r(N)/`total_count'208.         count if  sp10number == 23 & title == ">2000" & sp10 == 1209.         local SP10_P_3_g2000 = r(N)/`total_count'210.         count if  sp10number == 34 & title == ">2000" & sp10 == 1211.         local SP10_P_4_g2000 = r(N)/`total_count'212.         count if  sp10number == 45 & title == ">2000" & sp10 == 1213.         local SP10_P_5_g2000 = r(N)/`total_count'214.         count if  sp10number == 54 & title == ">2000" & sp10 == 1215.         local SP10_P_6_g2000 = r(N)/`total_count'216.         count if  sp10number == 67 & title == ">2000" & sp10 == 1217.         local SP10_P_7_g2000 = r(N)/`total_count'218.         count if  sp10number == 78 & title == ">2000" & sp10 == 1219.         local SP10_P_8_g2000 = r(N)/`total_count'220.         count if  sp10number == 89 & title == ">2000" & sp10 == 1221.         local SP10_P_9_g2000 = r(N)/`total_count'222. .         *Percentage of Stops by Node 1-10:l2000.         count if title == "<2000" & sp10 == 1223.         local total_count = r(N)224.         count if  sp10number == 1 & title == "<2000" & sp10 == 1225.         local SP10_P_1_l2000 = r(N)/`total_count'226.         count if  sp10number == 12 & title == "<2000" & sp10 == 1227.         local SP10_P_2_l2000 = r(N)/`total_count'228.         count if  sp10number == 23 & title == "<2000" & sp10 == 1229.         local SP10_P_3_l2000 = r(N)/`total_count'230.         count if  sp10number == 34 & title == "<2000" & sp10 == 1231.         local SP10_P_4_l2000 = r(N)/`total_count'232.         count if  sp10number == 45 & title == "<2000" & sp10 == 1233.         local SP10_P_5_l2000 = r(N)/`total_count'234.         count if  sp10number == 54 & title == "<2000" & sp10 == 1235.         local SP10_P_6_l2000 = r(N)/`total_count'236.         count if  sp10number == 67 & title == "<2000" & sp10 == 1237.         local SP10_P_7_l2000 = r(N)/`total_count'238.         count if  sp10number == 78 & title == "<2000" & sp10 == 1239.         local SP10_P_8_l2000 = r(N)/`total_count'240.         count if  sp10number == 89 & title == "<2000" & sp10 == 1241.         local SP10_P_9_l2000 = r(N)/`total_count'242. .         *Percentage of Stops by Node.         count243.         local total_count = r(N)244.         count if sp10number == 1245.         local SP10_P_1 = round(r(N)/`total_count', .001)246.         count if sp10number == 12247.         local SP10_P_2 = round(r(N)/`total_count', .001)248.         count if sp10number == 23249.         local SP10_P_3 = round(r(N)/`total_count', .001)250.         count if sp10number == 34251.         local SP10_P_4 = round(r(N)/`total_count', .001)252.         count if sp10number == 45253.         local SP10_P_5 = round(r(N)/`total_count', .001)254.         count if sp10number == 56255.         local SP10_P_6 = round(r(N)/`total_count', .001)256.         count if sp10number == 67257.         local SP10_P_7 = round(r(N)/`total_count', .001)258.         count if sp10number == 78259.         local SP10_P_8 = round(r(N)/`total_count', .001)260.         count if sp10number == 89261.         local SP10_P_9 = round(r(N)/`total_count', .001)262.         }263. .                         di ""264.                         di as green     "                       Table 3: Summary of Race to 100 Results"265.                         di as green     "                               Number at which Game Solved (1-9)"266.                         di as green     "                               Percentage of time solved (1-9):All Pairs"267.                         di as green     "                               Number at which Game Solved (1-10)"268.                         di as green     "                               Percentage of time solved (1-10) All Pairs"269. .         headermaker9_3C270.         tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'           >     `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'271.         tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'           >     `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'272.         tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'          >     `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'273.         tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'          >     `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'274.         }                       Table 3: Summary of Race to 100 Results                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.573     | .087     | .029     | .039     | .019     | .01      | .029     | .078     | .1361        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.126     | .087     | .019     | .01      | .01      | .029     | .049     | .214     | .447r; t=0.05 15:21:42. .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:42.         file open table3 using table3.tex, write replacer; t=0.00 15:21:42.         file write table3 "\begin{table}[!h]" _nr; t=0.00 15:21:42.         file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  r; t=0.00 15:21:42.         file write table3 "\hline \hline" _n r; t=0.00 15:21:42.         file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7> } & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:21:42.         file write table3 "\hline" _n r; t=0.00 15:21:42.         file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9> _N_8' & `SP9_N_9'\\" _n r; t=0.00 15:21:42.         file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P> _8' & `SP9_P_9'\\" _n r; t=0.00 15:21:42.         file write table3 "\hline" _nr; t=0.00 15:21:42.         file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7> ' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:21:42.         file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' > & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:21:42.         file write table3 "\end{tabular}" _n r; t=0.00 15:21:42.         file write table3 "\end{table}" _nr; t=0.00 15:21:42.         file close table3r; t=0.00 15:21:42. . .         *histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9).         *graph export "$figsdir/F2B1_SP9.wmf", replace.         *histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10).         *graph export "$figsdir/F2B2_SP10.wmf", replace. . forval x = 1/1 {  2. /****************************************************************************************> * tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10> *****************************************************************************************/.         qui {  3.         sort  Player_Code  4.         *RACE 9.         preserve  5.         *       All Players.         drop if color != "White"  6.                         forval y = 10(10)100 {  7. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 4/31 {  8.                                         generate rc9_rnd`x'_cat`y'_i = .  9.                                 } 10.                                 forval x = 4/31 { 11.                                         generate rc9_rnd`x'_mcat`y'_i = . 12.                                 } 13. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 10 14.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4/31 { 15.                                         local x = `v'-1 16.                                         replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x'  17.                                         replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9> _`v' 18.                                         } 19.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i)  20.                                 egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i) 21.                                 } 22. .                 *       All Pairs 1st Chance *Note we switch colors but also winning condition*.                 count if ((sp9round == 2) | (sp9round == 3))  23.                 local N=r(N) 24.                 count 25.                 local NBlack = r(N) 26.                 count if color == "White" & sp9round!= 2 27.                 local SP9_C_First=r(N)+`NBlack' 28.                 local SP9_First =round(`N'/`SP9_C_First',.001) 29. .                 *       All Pairs All other Chances.                 forvalues x = 10(10)100 { 30.                         egen mc_all_`x' =total( rc9_mcat`x') 31.                         sum mc_all_`x' 32.                         local SP9_MC`x' = r(mean) 33.                         egen c_all_`x' = total( rc9_cat`x') 34.                         sum c_all_`x' 35.                         local SP9_C`x' = r(mean) 36.                         local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001) 37.                 } 38.         restore 39. .         *       Grandmasters.                 preserve 40.                 drop if title != "GM" 41.                 forval y = 10(10)100 { 42. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 43.                                 generate rc9_rnd`x'_cat`y'_i_GM = . 44.                         } 45.                         forval x = 4/31 { 46.                                 generate rc9_rnd`x'_mcat`y'_i_GM = . 47.                         } 48. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 49.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 50.                                 local x = `v'-1 51.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 52.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 53.                                 } 54.         .                         forval v = 5(2)31 { 55.                                 local x = `v'-1 56.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 57.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 58.                                 } 59.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM) 60.                         egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM) 61. .                         } 62. .                 *       Grandmasters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1 63.                 local N=r(N) 64.                 count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM") 65.                 local SP9_C_First_GM=r(N) 66.                 local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001) 67. .                 *       Grandmasters all other Chances.                 forvalues x = 10(10)100 { 68.                         egen mc_all_`x'_GM =total( rc9_mcat`x'_GM) 69.                         sum mc_all_`x'_GM 70.                         local SP9_MC`x'_GM = r(mean) 71.                         egen c_all_`x'_GM = total( rc9_cat`x'_GM) 72.                         sum c_all_`x'_GM 73.                         local SP9_C`x'_GM = r(mean) 74.                         local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001) 75.                         drop mc_all_`x' c_all_`x' 76.                 } 77.                 restore 78. .         *       International Masters.                 preserve 79.                 drop if title != "IM" 80.                 forval y = 10(10)100 { 81. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 82.                                 generate rc9_rnd`x'_cat`y'_i_IM = . 83.                         } 84.                         forval x = 4/31 { 85.                                 generate rc9_rnd`x'_mcat`y'_i_IM = . 86.                         } 87. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 88.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 89.                                 local x = `v'-1 90.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 91.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 92.                                 } 93.         .                         forval v = 5(2)31 { 94.                                 local x = `v'-1 95.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 96.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 97.                                 } 98.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM) 99.                         egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)100. .                         }101. .                 *       International Masters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1102.                 local N=r(N)103.                 count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")104.                 local SP9_C_First_IM=r(N)105.                 local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)106. .                 *       International Masters all other Chances.                 forvalues x = 10(10)100 {107.                         egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)108.                         sum mc_all_`x'_IM109.                         local SP9_MC`x'_IM = r(mean)110.                         egen c_all_`x'_IM = total( rc9_cat`x'_IM)111.                         sum c_all_`x'_IM112.                         local SP9_C`x'_IM = r(mean)113.                         local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)114.                         drop mc_all_`x' c_all_`x'115.                 }116.                 restore117. .         *       Masters.                 preserve118.                 drop if title != "Master"119.                 forval y = 10(10)100 {120. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {121.                                 generate rc9_rnd`x'_cat`y'_i_M = .122.                         }123.                         forval x = 4/31 {124.                                 generate rc9_rnd`x'_mcat`y'_i_M = .125.                         }126. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10127.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {128.                                 local x = `v'-1129.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"130.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "Black"131.                                 }132.         .                         forval v = 5(2)31 {133.                                 local x = `v'-1134.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"135.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "White"136.                                 }137.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)138.                         egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)139.                         }140. .                 *       M 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1141.                 local N=r(N)142.                 count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")         143.                 local SP9_C_First_M=r(N)144.                 local SP9_First_M=round(`N'/`SP9_C_First_M',.001)145. .                 *       M all other Chances.                 forvalues x = 10(10)100 {146.                         egen mc_all_`x'_M =total( rc9_mcat`x'_M)147.                         sum mc_all_`x'_M148.                         local SP9_MC`x'_M = r(mean)149.                         egen c_all_`x'_M = total( rc9_cat`x'_M)150.                         sum c_all_`x'_M151.                         local SP9_C`x'_M = r(mean)152.                         local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)153.                         drop mc_all_`x' c_all_`x'154.                 }155.                 restore156. .         *       Greater than 2000.                 preserve157.                 drop if title != ">2000"158.                 forval y = 10(10)100 {159. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {160.                                 generate rc9_rnd`x'_cat`y'_i_g2000 = .161.                         }162.                         forval x = 4/31 {163.                                 generate rc9_rnd`x'_mcat`y'_i_g2000 = .164.                         }165. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10166.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {167.                                 local x = `v'-1168.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"169.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"170.                                 }171.         .                         forval v = 5(2)31 {172.                                 local x = `v'-1173.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"174.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"175.                                 }176.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)177.                         egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)178. .                         }179. .                 *       Greater than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1180.                 local N=r(N)181.                 count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")182.                 local SP9_C_First_g2000=r(N)183.                 local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)184. .                 *       Greater than 2000, all other Chances.                 forvalues x = 10(10)100 {185.                         egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)186.                         sum mc_all_`x'_g2000187.                         local SP9_MC`x'_g2000 = r(mean)188.                         egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)189.                         sum c_all_`x'_g2000190.                         local SP9_C`x'_g2000 = r(mean)191.                         local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)192.                         drop mc_all_`x' c_all_`x'193.                 }194.                 restore195. .         *       Less than 2000.                 preserve196.                 drop if title != "<2000"197.                 forval y = 10(10)100 {198. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {199.                                 generate rc9_rnd`x'_cat`y'_i_l2000 = .200.                         }201.                         forval x = 4/31 {202.                                 generate rc9_rnd`x'_mcat`y'_i_l2000 = .203.                         }204. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10205.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {206.                                 local x = `v'-1207.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"208.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"209.                                 }210.         .                         forval v = 5(2)31 {211.                                 local x = `v'-1212.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"213.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"214.                                 }215.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)216.                         egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)217. .                         }218. .                 *       Less than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1219.                 local N=r(N)220.                 count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")221.                 local SP9_C_First_l2000=r(N)222.                 local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)223. .                 *       Less than 2000, all other Chances.                 forvalues x = 10(10)100 {224.                         egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)225.                         sum mc_all_`x'_l2000226.                         local SP9_MC`x'_l2000 = r(mean)227.                         egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)228.                         sum c_all_`x'_l2000229.                         local SP9_C`x'_l2000 = r(mean)230.                         local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)231.                         drop mc_all_`x' c_all_`x'232.                 }233.                 restore234. .         *RACE 10,  Opportunities, Lost & Found:.                 *       All Players.                 preserve235.                 drop if color != "White"236.                         forval y = 1(11)100 {237. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {238.                                         generate rc10_rnd`x'_cat`y'_i = .239.                                 }240.                                 forval x = 3/26 {241.                                         generate rc10_rnd`x'_mcat`y'_i = .242.                                 }243. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 11244.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3/26 {245.                                         local x = `v'-1246.                                         replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'247.                                         replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number > >= r_10_`v'248.                                         }249.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)250.                                 egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)251.                                 drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i252.                                 }253. . .                 *       All Pairs 1st Chance.                 count if ((sp10round == 1) | (sp10round == 2))254.                 local SP10_TCFirst=r(N)255.                 count256.                 local WNumber = r(N)257.                 count if  sp10round!= 1258.                 local SP10_C_First =r(N)+`WNumber'259.                 local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)260. .                 *       All Pairs All other Chances.                 forvalues x = 12(11)100 {261.                         egen mc_all_`x' =total( rc10_mcat`x')262.                         sum mc_all_`x'263.                         local SP10_MC`x' = r(mean)264.                         egen c_all_`x' = total( rc10_cat`x')265.                         sum c_all_`x'266.                         local SP10_C`x' = r(mean)267.                         local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)268.                 }269.                 restore270. .                 *       Grandmasters.                         preserve271.                         drop if title != "GM"272.                         forval y = 1(11)100 {273. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. > (Or,.                                 forval x = 3/26 {274.                                         generate rc10_rnd`x'_cat`y'_i_GM = .275.                                 }276.                                 forval x = 3/26 {277.                                         generate rc10_rnd`x'_mcat`y'_i_GM = .278.                                 }279. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11280.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3(2)25 {281.                                         local x = `v'-1282.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"283.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"284.                                         }285.                 .                                 forval v = 3(2)26 {286.                                         local x = `v'-1287.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"288.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"289.                                         }290.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)291.                                 egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)292. .                                 }293. .                         *       Grandmasters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & > sp10 == 1294.                                 local SP10_TCFirst_GM=r(N)295.                                 count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")296.                                 local SP10_C_First_GM =r(N)297.                                 local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)298. .                         *       Grandmasters all other Chances.                         forvalues x = 12(11)100 {299.                                 egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)300.                                 sum mc_all_`x'_GM301.                                 local SP10_MC`x'_GM = r(mean)302.                                 egen c_all_`x'_GM = total( rc10_cat`x'_GM)303.                                 sum c_all_`x'_GM304.                                 local SP10_C`x'_GM = r(mean)305.                                 local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)306.                                 drop mc_all_`x' c_all_`x'307.                         }308.                         restore309. .                 *       International Masters.                         preserve310.                         drop if title != "IM"311.                         forval y = 1(11)100 {312. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {313.                                         generate rc10_rnd`x'_cat`y'_i_IM = .314.                                 }315.                                 forval x = 3/26 {316.                                         generate rc10_rnd`x'_mcat`y'_i_IM = .317.                                 }318. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11319.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {320.                                         local x = `v'-1321.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"322.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"323.                                         }324.                 .                                 forval v = 5(2)26 {325.                                         local x = `v'-1326.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"327.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"328.                                         }329.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)330.                                 egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)331. .                                 }332. .                         *       International Masters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & > sp10 == 1333.                                 local SP10_TCFirst_IM=r(N)334.                                 count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")335.                                 local SP10_C_First_IM =r(N)336.                                 local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)337.                 .                         *       International Masters all other Chances.                         forvalues x = 12(11)100 {338.                                 egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)339.                                 sum mc_all_`x'_IM340.                                 local SP10_MC`x'_IM = r(mean)341.                                 egen c_all_`x'_IM = total( rc10_cat`x'_IM)342.                                 sum c_all_`x'_IM343.                                 local SP10_C`x'_IM = r(mean)344.                                 local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)345.                                 drop mc_all_`x' c_all_`x'346.                         }347.                         restore348. .                 *       Masters.                         preserve349.                         drop if title != "Master"350.                         forval y = 1(11)100 {351. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {352.                                         generate rc10_rnd`x'_cat`y'_i_M = .353.                                 }354.                                 forval x = 3/26 {355.                                         generate rc10_rnd`x'_mcat`y'_i_M = .356.                                 }357. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11358.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {359.                                         local x = `v'-1360.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> Black"361.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "Black"362.                                         }363.                 .                                 forval v = 5(2)26 {364.                                         local x = `v'-1365.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> White"366.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "White"367.                                         }368.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)369.                                 egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)370. .                                 }371. .                         *       M 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Mast> er")) & sp10 == 1372.                                 local SP10_TCFirst_M=r(N)373.                                 count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")374.                                 local SP10_C_First_M =r(N)375.                                 local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)376.                 .                         *       M all other Chances.                         forvalues x = 12(11)100 {377.                                 egen mc_all_`x'_M =total( rc10_mcat`x'_M)378.                                 sum mc_all_`x'_M379.                                 local SP10_MC`x'_M = r(mean)380.                                 egen c_all_`x'_M = total( rc10_cat`x'_M)381.                                 sum c_all_`x'_M382.                                 local SP10_C`x'_M = r(mean)383.                                 local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)384. .                                 drop mc_all_`x' c_all_`x'385.                         }386.                         restore387. .                 *       Greater than 2000.                         preserve388.                         drop if title != ">2000"389.                         forval y = 1(11)100 {390. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {391.                                         generate rc10_rnd`x'_cat`y'_i_g2000 = .392.                                 }393.                                 forval x = 3/26 {394.                                         generate rc10_rnd`x'_mcat`y'_i_g2000 = .395.                                 }396. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11397. .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {398.                                         local x = `v'-1399.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"400.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"401.                                         }402.                 .                                 forval v = 5(2)26 {403.                                         local x = `v'-1404.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"405.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"406.                                         }407.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)408.                                 egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)409. .                                 }410. .                         *       Greater than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000> ")) & sp10 == 1411.                                 local SP10_TCFirst_g2000=r(N)412.                                 count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")413.                                 local SP10_C_First_g2000 =r(N)414.                                 local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)415.                 .                         *       Greater than 2000, all other Chances.                         forvalues x = 12(11)100 {416.                                 egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)417.                                 sum mc_all_`x'_g2000418.                                 local SP10_MC`x'_g2000 = r(mean)419.                                 egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)420.                                 sum c_all_`x'_g2000421.                                 local SP10_C`x'_g2000 = r(mean)422.                                 local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)423.                                 drop mc_all_`x' c_all_`x'424.                         }425.                         restore426. .                 *       Less than 2000.                         preserve427.                         drop if title != "<2000"428.                         forval y = 1(11)100 {429. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {430.                                         generate rc10_rnd`x'_cat`y'_i_l2000 = .431.                                 }432.                                 forval x = 3/26 {433.                                         generate rc10_rnd`x'_mcat`y'_i_l2000 = .434.                                 }435. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11436.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {437.                                         local x = `v'-1438.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"439.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"440.                                         }441.                 .                                 forval v = 5(2)26 {442.                                         local x = `v'-1443.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"444.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"445.                                         }446.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)447.                                 egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)448. .                                 }449. .                         *       Less than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000> ")) & sp10 == 1450.                                 local SP10_TCFirst_l2000=r(N)451.                                 count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")452.                                 local SP10_C_First_l2000 =r(N)453.                                 local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)454. .                         *       Less than 2000, all other Chances.                         forvalues x = 12(11)100 {455.                                 egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)456.                                 sum mc_all_`x'_l2000457.                                 local SP10_MC`x'_l2000 = r(mean)458.                                 egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)459.                                 sum c_all_`x'_l2000460.                                 local SP10_C`x'_l2000 = r(mean)461.                                 local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)462.                                 drop mc_all_`x' c_all_`x'463.                         }464.                         restore465.         }466. .         di ""467.         di as green     "                       Table 4B: Implied Probabilities: Race to 100 1-10"468.         di as green     "                       Total"469.         di as green     "                       GM"470.         di as green     "                       IM"471.         di as green     "                       M"472.         di as green     "                       Greater than 2000"473.         di as green     "                       Less than 2000"474.         headermaker11_4X_10_N475.         tablemaker11_4X_N `SP10_First'                  "."     `SP10_12'               `SP10_23'               `SP10_34'               `SP10_45'   >             `SP10_56'               `SP10_67'               `SP10_78'               `SP10_89'476.         tablemaker11_4X_N (`SP10_C_First')              "(.)"   (`SP10_C12')            (`SP10_C23')            (`SP10_C34')            (`SP10_C45')>             (`SP10_C56')            (`SP10_C67')            (`SP10_C78')            (`SP10_C89')477.         tablemaker11_4X_N `SP10_First_GM'               "."     `SP10_12_GM'            `SP10_23_GM'            `SP10_34_GM'            `SP10_45_GM'>             `SP10_56_GM'            `SP10_67_GM'            `SP10_78_GM'            `SP10_89_GM'478.         tablemaker11_4X_N (`SP10_C_First_GM')           "(.)"   (`SP10_C12_GM')         (`SP10_C23_GM')         (`SP10_C34_GM')         (`SP10_C45_G> M')         (`SP10_C56_GM')         (`SP10_C67_GM')         (`SP10_C78_GM')         (`SP10_C89_GM')479.         tablemaker11_4X_N `SP10_First_IM'               "."     `SP10_12_IM'            `SP10_23_IM'            `SP10_34_IM'            `SP10_45_IM'>             `SP10_56_IM'            `SP10_67_IM'            `SP10_78_IM'            `SP10_89_IM'480.         tablemaker11_4X_N (`SP10_C_First_IM')           "(.)"   (`SP10_C12_IM')         (`SP10_C23_IM')         (`SP10_C34_IM')         (`SP10_C45_I> M')         (`SP10_C56_IM')         (`SP10_C67_IM')         (`SP10_C78_IM')         (`SP10_C89_IM')481.         tablemaker11_4X_N `SP10_First_M'                "."     `SP10_12_M'             `SP10_23_M'             `SP10_34_M'             `SP10_45_M' >             `SP10_56_M'             `SP10_67_M'             `SP10_78_M'             `SP10_89_M'482.         tablemaker11_4X_N (`SP10_C_First_M')            "(.)"   (`SP10_C12_M')          (`SP10_C23_M')          (`SP10_C34_M')          (`SP10_C45_M> ')          (`SP10_C56_M')          (`SP10_C67_M')          (`SP10_C78_M')          (`SP10_C89_M')483.         tablemaker11_4X_N `SP10_First_g2000'            "."     `SP10_12_g2000'         `SP10_23_g2000'         `SP10_34_g2000'         `SP10_45_g20> 00'         `SP10_56_g2000'         `SP10_67_g2000'         `SP10_78_g2000'         `SP10_89_g2000'484.         tablemaker11_4X_N (`SP10_C_First_g2000')        "(.)"   (`SP10_C12_g2000')      (`SP10_C23_g2000')      (`SP10_C34_g2000')      (`SP10_C45_g> 2000')      (`SP10_C56_g2000')      (`SP10_C67_g2000')      (`SP10_C78_g2000')      (`SP10_C89_g2000')485.         tablemaker11_4X_N `SP10_First_l2000'            "."     `SP10_12_l2000'         `SP10_23_l2000'         `SP10_34_l2000'         `SP10_45_l20> 00'         `SP10_56_l2000'         `SP10_67_l2000'         `SP10_78_l2000'         `SP10_89_l2000'486.         tablemaker11_4X_N (`SP10_C_First_l2000')        "(.)"   (`SP10_C12_l2000')      (`SP10_C23_l2000')      (`SP10_C34_l2000')      (`SP10_C45_l> 2000')      (`SP10_C56_l2000')      (`SP10_C67_l2000')      (`SP10_C78_l2000')      (`SP10_C89_l2000')487. .         cd "$tabledir"488.         file open table4b using table4b.tex, write replace489.         file write table4b "\begin{table}" _n490.         file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  491.         file write table4b "\hline \hline" _n 492.         file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf> {70} & \textbf{80} & \textbf{90}\\" _n 493.         file write table4b "\hline" _n 494.         file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\> " _n 495.         file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`> SP10_C78') & (`SP10_C89')\\" _n 496.         file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP> 10_78_GM' & `SP10_89_GM'\\" _n 497.         file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') &>  (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n498.         file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `S> P10_78_IM' & `SP10_89_IM' \\" _n499.         file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') &>  (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n500.         file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_> 78_M' & `SP10_89_M'\\" _n501.         file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP1> 0_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n502.         file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g20> 00' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n503.         file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`> SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n504.         file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l20> 00' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n505.         file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`> SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n506.         file write table4b "\end{tabular}" _n 507.         file write table4b "\end{table}" _n508.         file close table4b509. . .         foreach x in GM IM M g2000 l2000 {510.         local SP10_First_`x'_T =  `SP10_First_`x''511.         local SP10_First_`x'_C_T =  `SP10_C_First_`x''512.         }513. .         di ""514.         di as green     "                       Table 4A: Implied Probabilities: Race to 100 1-9"515.         di as green     "                       Total"516.         di as green     "                       GM"517.         di as green     "                       IM"518.         di as green     "                       M"519.         di as green     "                       Greater than 2000"520.         di as green     "                       Less than 2000"521.         headermaker11_4X_9_N522.         tablemaker11_4X_N `SP9_First'           `SP9_10'                `SP9_20'                `SP9_30'                `SP9_40'                `SP9> _50'                `SP9_60'                `SP9_70'                `SP9_80'                `SP9_90'523.         tablemaker11_4X_N (`SP9_C_First')       (`SP9_C10')             (`SP9_C20')             (`SP9_C30')             (`SP9_C40')             (`SP> 9_C50')             (`SP9_C60')             (`SP9_C70')             (`SP9_C80')             (`SP9_C90') 524.         tablemaker11_4X_N `SP9_First_GM'        `SP9_10_GM'             `SP9_20_GM'             `SP9_30_GM'             `SP9_40_GM'             `SP9> _50_GM'             `SP9_60_GM'             `SP9_70_GM'             `SP9_80_GM'             `SP9_90_GM' 525.         tablemaker11_4X_N (`SP9_C_First_GM')    (`SP9_C10_GM')          (`SP9_C20_GM')          (`SP9_C30_GM')          (`SP9_C40_GM')          (`SP> 9_C50_GM')          (`SP9_C60_GM')          (`SP9_C70_GM')          (`SP9_C80_GM')          (`SP9_C90_GM')526.         tablemaker11_4X_N `SP9_First_IM'        `SP9_10_IM'             `SP9_20_IM'             `SP9_30_IM'             `SP9_40_IM'             `SP9> _50_IM'             `SP9_60_IM'             `SP9_70_IM'             `SP9_80_IM'             `SP9_90_IM' 527.         tablemaker11_4X_N (`SP9_C_First_IM')    (`SP9_C10_IM')          (`SP9_C20_IM')          (`SP9_C30_IM')          (`SP9_C40_IM')          (`SP> 9_C50_IM')          (`SP9_C60_IM')          (`SP9_C70_IM')          (`SP9_C80_IM')          (`SP9_C90_IM')528.         tablemaker11_4X_N `SP9_First_M'         `SP9_10_M'              `SP9_20_M'              `SP9_30_M'              `SP9_40_M'              `SP9> _50_M'              `SP9_60_M'              `SP9_70_M'              `SP9_80_M'              `SP9_90_M' 529.         tablemaker11_4X_N (`SP9_C_First_M')     (`SP9_C10_M')           (`SP9_C20_M')           (`SP9_C30_M')           (`SP9_C40_M')           (`SP> 9_C50_M')           (`SP9_C60_M')           (`SP9_C70_M')           (`SP9_C80_M')           (`SP9_C90_M')530.         tablemaker11_4X_N `SP9_First_g2000'     `SP9_10_g2000'          `SP9_20_g2000'          `SP9_30_g2000'          `SP9_40_g2000'          `SP9> _50_g2000'          `SP9_60_g2000'          `SP9_70_g2000'          `SP9_80_g2000'          `SP9_90_g2000' 531.         tablemaker11_4X_N (`SP9_C_First_g2000') (`SP9_C10_g2000')       (`SP9_C20_g2000')       (`SP9_C30_g2000')       (`SP9_C40_g2000')       (`SP> 9_C50_g2000')       (`SP9_C60_g2000')       (`SP9_C70_g2000')       (`SP9_C80_g2000')       (`SP9_C90_g2000')532.         tablemaker11_4X_N `SP9_First_l2000'     `SP9_10_l2000'          `SP9_20_l2000'          `SP9_30_l2000'          `SP9_40_l2000'          `SP9> _50_l2000'          `SP9_60_l2000'          `SP9_70_l2000'          `SP9_80_l2000'          `SP9_90_l2000' 533.         tablemaker11_4X_N (`SP9_C_First_l2000') (`SP9_C10_l2000')       (`SP9_C20_l2000')       (`SP9_C30_l2000')       (`SP9_C40_l2000')       (`SP> 9_C50_l2000')       (`SP9_C60_l2000')       (`SP9_C70_l2000')       (`SP9_C80_l2000')       (`SP9_C90_l2000')534.         }                       Table 4B: Implied Probabilities: Race to 100 1-10                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 1        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89------------------------------------------------------------------------------------------------------------------------.098     | .        | .095     | .022     | .008     | .008     | .026     | .047     | .198     | .754(193)    | (.)      | (21)     | (91)     | (120)    | (125)    | (116)    | (107)    | (111)    | (61).2       | .        | 0        | 0        | 0        | .071     | .077     | .1       | .286     | .75(25)     | (.)      | (2)      | (5)      | (16)     | (14)     | (13)     | (10)     | (14)     | (4).105     | .        | .333     | 0        | 0        | 0        | .091     | .083     | .167     | 1(19)     | (.)      | (3)      | (9)      | (11)     | (10)     | (11)     | (12)     | (12)     | (5).107     | .        | 0        | .043     | 0        | 0        | 0        | .04      | .226     | .8(56)     | (.)      | (5)      | (23)     | (26)     | (36)     | (31)     | (25)     | (31)     | (20).024     | .        | .167     | 0        | 0        | 0        | .034     | .103     | .045     | .647(42)     | (.)      | (6)      | (21)     | (36)     | (36)     | (29)     | (29)     | (22)     | (17).098     | .        | 0        | 0        | .031     | 0        | 0        | 0        | .219     | .75(51)     | (.)      | (5)      | (28)     | (32)     | (28)     | (32)     | (33)     | (32)     | (16)/Users/trevorgallen/Desktop/Chess/Tables/                       Table 4A: Implied Probabilities: Race to 100 1-9                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90------------------------------------------------------------------------------------------------------------------------.392     | .333     | .147     | .061     | .083     | .048     | .026     | .086     | .242     | .737(158)    | (3)      | (34)     | (49)     | (48)     | (42)     | (38)     | (35)     | (33)     | (19).5       | .        | 0        | 0        | .167     | 0        | 0        | 0        | 0        | .5(16)     | (0)      | (4)      | (4)      | (6)      | (5)      | (5)      | (4)      | (5)      | (2).333     | .        | 0        | .333     | 0        | 0        | 0        | 0        | .75      | .(12)     | (0)      | (4)      | (3)      | (4)      | (4)      | (2)      | (2)      | (4)      | (0).422     | .        | .4       | 0        | .077     | .083     | 0        | .111     | .222     | 1(45)     | (0)      | (5)      | (10)     | (13)     | (12)     | (9)      | (9)      | (9)      | (5).357     | .333     | 0        | .118     | .167     | .091     | .091     | 0        | 0        | .6(42)     | (3)      | (13)     | (17)     | (12)     | (11)     | (11)     | (8)      | (6)      | (5).372     | .        | .375     | 0        | 0        | 0        | 0        | .167     | .333     | .714(43)     | (0)      | (8)      | (15)     | (13)     | (10)     | (11)     | (12)     | (9)      | (7)r; t=2.21 15:21:45. .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:45.         file open table4a using table4a.tex, write replacer; t=0.00 15:21:45.         file write table4a "\begin{table}[!h]" _nr; t=0.00 15:21:45.         file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  r; t=0.00 15:21:45.         file write table4a "\hline \hline" _n r; t=0.00 15:21:45.         file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70> } & \textbf{80} & \textbf{90}\\" _n r; t=0.00 15:21:45.         file write table4a "\hline" _n r; t=0.00 15:21:45.         file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n r; t=0.00 15:21:45.         file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP> 9_C80') & (`SP9_C90') \\" _n r; t=0.00 15:21:45.         file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP> 9_80_GM' & `SP9_90_GM' \\" _n r; t=0.00 15:21:45.         file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM')>  & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _nr; t=0.00 15:21:45.         file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `S> P9_80_IM' & `SP9_90_IM' \\" _nr; t=0.00 15:21:45.         file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM')>  & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _nr; t=0.00 15:21:45.         file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80> _M' & `SP9_90_M' \\" _nr; t=0.00 15:21:45.         file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP> 9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _nr; t=0.00 15:21:45.         file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60> _g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _nr; t=0.00 15:21:45.         file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000'> ) & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _nr; t=0.00 15:21:45.         file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60> _l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _nr; t=0.00 15:21:45.         file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000'> ) & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _nr; t=0.00 15:21:45.         file write table4a "\end{tabular}" _n r; t=0.00 15:21:45.         file write table4a "\end{table}" _nr; t=0.00 15:21:45.         file close table4ar; t=0.00 15:21:45. .         foreach x in GM IM M g2000 l2000 {  2.         local SP9_First_`x'_T =  `SP9_First_`x''  3.         local SP9_First_`x'_C_T =  `SP9_C_First_`x''  4.         }r; t=0.00 15:21:45. . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 5:  Percentage of games solved at each Node> *****************************************************************************************/.         qui {  3. .         *SP9's:.                 *Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  4.                         local SP9_9F_N = r(N)  5.                         count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  6.                         local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)  7.                         count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  8.                         local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)  9.                         count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 10.                         local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001) 11.                         count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 12.                         local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001) 13.                         count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 14.                         local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001) 15.                         count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 16.                         local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001) 17.                         count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 18.                         local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001) 19.                         count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 20.                         local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001) 21.                         count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 22.                         local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001) 23. .                 *Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 24.                         local SP9_10F_N = r(N) 25.                         count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 26.                         local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001) 27.                         count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 28.                         local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001) 29.                         count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 30.                         local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001) 31.                         count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 32.                         local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001) 33.                         count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001) 35.                         count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 36.                         local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001) 37.                         count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 38.                         local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001) 39.                         count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 40.                         local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001) 41.                         count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 42.                         local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001) 43. . . .         *SP10.                 *Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != . 44.                         local SP10_9F_N = r(N) 45.                         count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 46.                         local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001) 47.                         count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 48.                         local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001) 49.                         count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 50.                         local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001) 51.                         count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 52.                         local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001) 53.                         count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 54.                         local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001) 55.                         count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 56.                         local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001) 57.                         count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 58.                         local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001) 59.                         count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 60.                         local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001) 61.                         count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 62.                         local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001) 63. .                 *Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != . 64.                         local SP10_10F_N = r(N) 65.                         count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 66.                         local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001) 67.                         count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 68.                         local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001) 69.                         count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 70.                         local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001) 71.                         count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 72.                         local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001) 73.                         count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 74.                         local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001) 75.                         count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 76.                         local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001) 77.                         count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 78.                         local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001) 79.                         count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 80.                         local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001) 81.                         count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 82.                         local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001) 83.                         *For Latex tables, because Stata messes up on storing decimals in binary:.                         local SP10_10F_9 = substr("`SP10_10F_9'",1,4) 84.         } 85.         *We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solution> s!).                 local SP9_9F_N = `SP9_9F_N'/2 86.                 local SP9_10F_N = `SP9_10F_N'/2 87.                 local SP10_10F_N = `SP10_10F_N'/2 88.                 local SP10_9F_N = `SP10_9F_N'/2 89.                 .                         di "" 90.                         di as green     "                       Table 5: Percentage of Games Solved At Each Node" 91.                         di as green     "                               Race 1-9:  1-9 played first" 92.                         di as green     "                               Race 1-9:  1-10 played first" 93.                         di as green     "                               Race 1-10:  1-9 played first" 94.                         di as green     "                               Race 1-10:  1-10 played first" 95. .         headermaker10_6A 96.         tablemaker10_6A  `SP9_9F_N'             `SP9_9F_P_1'            `SP9_9F_P_2'            `SP9_9F_P_3'            `SP9_9F_P_4'            `SP9> _9F_P_5'            `SP9_9F_P_6'            `SP9_9F_P_7'            `SP9_9F_P_8'            `SP9_9F_P_9' 97.         tablemaker10_6A  `SP9_10F_N'            `SP9_10F_P_1'           `SP9_10F_P_2'           `SP9_10F_P_3'           `SP9_10F_P_4'           `SP9> _10F_P_5'           `SP9_10F_P_6'           `SP9_10F_P_7'           `SP9_10F_P_8'           `SP9_10F_P_9' 98.         tablemaker10_6A  `SP10_10F_N'           `SP10_10F_1'            `SP10_10F_2'            `SP10_10F_3'            `SP10_10F_4'            `SP1> 0_10F_5'            `SP10_10F_6'            `SP10_10F_7'            `SP10_10F_8'            `SP10_10F_9' 99.         tablemaker10_6A  `SP10_9F_N'            `SP10_9F_1'             `SP10_9F_2'             `SP10_9F_3'             `SP10_9F_4'             `SP1> 0_9F_5'             `SP10_9F_6'             `SP10_9F_7'             `SP10_9F_8'             `SP10_9F_9'100. .         }                       Table 5: Percentage of Games Solved At Each Node                               Race 1-9:  1-9 played first                               Race 1-9:  1-10 played first                               Race 1-10:  1-9 played first                               Race 1-10:  1-10 played first------------------------------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8 | Node 9------------------------------------------------------------------------------------------------------------------------52       | .615     | .115     | .038     | .019     | .019     | 0        | .019     | .058   | .11551       | .529     | .059     | .02      | .059     | .02      | .02      | .039     | .098   | .15751       | .078     | .059     | 0        | .02      | 0        | .059     | .039     | .176   | .56951       | .176     | .118     | .039     | 0        | .02      | 0        | .059     | .255   | .333r; t=0.10 15:21:45.  .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:45.         file open table5 using table5.tex, write replacer; t=0.00 15:21:45.         file write table5 "\begin{table}[!h]" _nr; t=0.00 15:21:45.         file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  r; t=0.00 15:21:45.         file write table5 "\hline \hline" _n r; t=0.00 15:21:45.         file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} > & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:21:45.         file write table5 "\hline" _n r; t=0.00 15:21:45.         file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n r; t=0.00 15:21:45.         file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' &>  `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n r; t=0.00 15:21:45.         file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10> F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n r; t=0.00 15:21:45.         file write table5 "\hline" _nr; t=0.00 15:21:45.         file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n r; t=0.00 15:21:45.         file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6> ' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n r; t=0.00 15:21:45.         file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP> 10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n r; t=0.00 15:21:45.         file write table5 "\end{tabular}" _n r; t=0.00 15:21:45.         file write table5 "\end{table}" _nr; t=0.00 15:21:45.         file close table5r; t=0.00 15:21:45. .         *We revert back to counting individuals not pairs..                 local SP9_9F_N = `SP9_9F_N'*2r; t=0.00 15:21:45.                 local SP9_10F_N = `SP9_10F_N'*2r; t=0.00 15:21:45.                 local SP10_10F_N = `SP10_10F_N'*2r; t=0.00 15:21:45.                 local SP10_9F_N = `SP10_9F_N'*2r; t=0.00 15:21:45.                 . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 6:  Centipede Behavior by Induction Ability> Implied stop probabilities pi at each Terminal Node - Chess Players> *****************************************************************************************/.         qui {  3.         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1  4.                 local N=r(N)  5.                 count if bestinductors == 1 & color == "White" & cpnode != .  6.                 local D=r(N)  7.                 local bestinductors_White_1=`N'/`D'  8.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1  9. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 10.                 local N=r(N) 11.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 12.                 local D=r(N) 13.                 local bestinductors_Black_2=`N'/`D' 14.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 15. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 16.                 local N=r(N) 17.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 18.                 local D=r(N) 19.                 local bestinductors_White_3=`N'/`D' 20.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 21. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 22.                 local N=r(N) 23.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 24.                 local D=r(N) 25.                 local bestinductors_Black_4=`N'/`D' 26.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 27. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 28.                 local N=r(N) 29.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 30.                 local D=r(N) 31.                 local bestinductors_White_5=`N'/`D' 32.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 33. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 34.                 local N=r(N) 35.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 36.                 local D=r(N) 37.                 local bestinductors_Black_6=`N'/`D' 38.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 39. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 40.                 local N=r(N) 41.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 42.                 local D=r(N) 43.                 local bestinductors_White_7=`N'/`D' 44.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 45. .                 drop cp_bestinductors 46.                 count if bestinductors == 1 & cpnode != . 47.                 local BI_N = r(N) 48. .         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1 49.                 local BN_1=r(N) 50.                 count if bestinductors == 1 & color == "White" & cpnode != . 51.                 local DN_1=r(N) 52.                 local bestinductors_White_1 = round(`BN_1'/`DN_1', .001) 53.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1 54. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 55.                 local BN_2=r(N) 56.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 57.                 local DN_2=r(N) 58.                 local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001) 59.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 60. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 61.                 local BN_3=r(N) 62.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 63.                 local DN_3=r(N) 64.                 local bestinductors_White_3 =round(`BN_3'/`DN_3', .001) 65.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 66. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 67.                 local BN_4=r(N) 68.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 69.                 local DN_4=r(N) 70.                 local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001) 71.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 72. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 73.                 local BN_5=r(N) 74.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 75.                 local DN_5=r(N) 76.                 local bestinductors_White_5 =round(`BN_5'/`DN_5', .001) 77.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4) 78.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 79. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 80.                 local BN_6=r(N) 81.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 82.                 local DN_6=r(N) 83.                 local bestinductors_Black_6=round(`BN_6'/`DN_6', .001) 84.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 85. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 86.                 local BN_7=r(N) 87.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 88.                 local DN_7=r(N) 89.                 local bestinductors_White_7=round(`BN_7'/`DN_7', .001) 90.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 91. .                 count if secondbestinductors == 1 & cpnode != . 92.                 local SBI_N = r(N) 93. .         *Second Best Inductors who stopped at the 1st node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 1 94.                 local SN_1=r(N) 95.                 count if secondbestinductors == 1 & color == "White" & cpnode != . 96.                 local DSN_1=r(N) 97.                 local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001) 98.                 generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1 99. .         *Second Best Inductors who stopped at the 2nd node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 2100.                 local SN_2=r(N)101.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .102.                 local DSN_2=r(N)103.                 local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)104.                 replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2105. .         *Second Best Inductors who stopped at the 3rd node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 3106.                 local SN_3=r(N)107.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .108.                 local DSN_3=r(N)109.                 local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)110.                 replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3111. .         *Second Best Inductors who stopped at the 4th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 4112.                 local SN_4=r(N)113.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .114.                 local DSN_4=r(N)115.                 local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)116.                 replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4117. .         *Second Best Inductors who stopped at the 5th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 5118.                 local SN_5=r(N)119.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .120.                 local DSN_5=r(N)121.                 local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)122.                 replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5123. .         *Second Best Inductors who stopped at the 6th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 6124.                 local SN_6=r(N)125.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != .126.                 local DSN_6=r(N)127.                 local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)128.                 replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6129. .         *Second Best Inductors who stopped at the 7th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 7130.                 local SN_7=r(N)131.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != 6 & cpnode != .132.                 local DSN_7=r(N)133.                 local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)134.                 replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .135. .                 count if goodinductors == 1 & cpnode != .136.                 local GI_N = r(N)137. .         *Good Inductors who stopped at the 1st node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 1138.                 local GN_1=r(N)139.                 count if goodinductors == 1 & color == "White" & cpnode != .140.                 local DGN_1=r(N)141.                 local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)142.                 generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1143. .         *Good Inductors who stopped at the 2nd node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 2144.                 local GN_2=r(N)145.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .146.                 local DGN_2=r(N)147.                 local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)148.                 replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2149. .         *Good Inductors who stopped at the 3rd node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 3150.                 local GN_3=r(N)151.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .152.                 local DGN_3=r(N)153.                 local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)154.                 replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3155. .         *Good Inductors who stopped at the 4th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 4156.                 local GN_4=r(N)157.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .158.                 local DGN_4=r(N)159.                 local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)160.                 replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4161. .         *Good Inductors who stopped at the 5th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 5162.                 local GN_5=r(N)163.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .164.                 local DGN_5=r(N)165.                 local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)166.                 replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5167. .         *Good Inductors who stopped at the 6th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 6168.                 local GN_6=r(N)169.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .170.                 local DGN_6=r(N)171.                 local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)172.                 replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6173. .         *Good Inductors who stopped at the 7th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 7174.                 local GN_7=r(N)175.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != .176.                 local DGN_7=r(N)177.                 local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)178.                 replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .179. .                 count if badinductors == 1 & cpnode != .180.                 local BD_N = r(N)181. .         *Bad Inductors who stopped at the 1st node and could.                 count if badinductors == 1 & color == "White" & cpnode == 1182.                 local BdN_1=r(N)183.                 count if badinductors == 1 & color == "White" & cpnode != .184.                 local DBN_1=r(N)185.                 local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)186.                 generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1187. .         *Bad Inductors who stopped at the 2nd node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 2188.                 local BdN_2=r(N)189.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .190.                 local DBN_2=r(N)191.                 local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)192.                 replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2193. .         *Bad Inductors who stopped at the 3rd node and could.                 count if badinductors == 1 & color == "White" & cpnode == 3194.                 local BdN_3=r(N)195.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .196.                 local DBN_3=r(N)197.                 local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)198.                 replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3199. .         *Bad Inductors who stopped at the 4th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 4200.                 local BdN_4=r(N)201.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .202.                 local DBN_4=r(N)203.                 local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)204.                 replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4205. .         *Bad Inductors who stopped at the 5th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 5206.                 local BdN_5=r(N)207.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .208.                 local DBN_5=r(N)209.                 local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)210.                 replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5211. .         *Bad Inductors who stopped at the 6th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 6212.                 local BdN_6=r(N)213.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .214.                 local DBN_6=r(N)215.                 local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)216.                 replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6217. .         *Bad Inductors who stopped at the 7th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 7218.                 local BdN_7=r(N)219.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & > cpnode != .220.                 local DBN_7=r(N)221.                 local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)222.                 replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .223.         }224. .                         di ""225.                         di as green     "                       Table 6: Centipede Behavior by Induction Ability"226.                         di as green     "                       Implied stop probabilities at each terminal node"227.                         di as green     "                               Best"228.                         di as green     "                               Second Best"229.                         di as green     "                               Second Worst"230.                         di as green     "                               Worst"231. . .         headermaker8_3A232.         tablemaker8_3A  .       `bestinductors_White_1'         `bestinductors_Black_2'         `bestinductors_White_3'         `bestinductors_Black> _4'         `bestinductors_White_5'         `bestinductors_Black_6'         `bestinductors_White_7'233.         tablemaker8_3A `BI_N'   `DN_1'                          `DN_2'                          `DN_3'                          `DN_4'              >             `DN_5'                          `DN_6'                          `DN_7'234.         tablemaker8_3A  .       `secondbestinductors_White_1'   `secondbestinductors_Black_2'   `secondbestinductors_White_3'   `secondbestinductors> _Black_4'   `secondbestinductors_White_5'   `secondbestinductors_Black_6'   `secondbestinductors_White_7'235.         tablemaker8_3A `SBI_N'  `DSN_1'                         `DSN_2'                         `DSN_3'                         `DSN_4'             >             `DSN_5'                         `DSN_6'                         `DSN_7'236.         tablemaker8_3A  .       `goodinductors_White_1'         `goodinductors_Black_2'         `goodinductors_White_3'         `goodinductors_Black> _4'         `goodinductors_White_5'         `goodinductors_Black_6'         `goodinductors_White_7'237.         tablemaker8_3A  `GI_N'  `DGN_1'                         `DGN_2'                         `DGN_3'                         `DGN_4'             >             `DGN_5'                         `DGN_6'                         `DGN_7'238.         tablemaker8_3A  .       `badinductors_White_1'          `badinductors_Black_2'          `badinductors_White_3'          `badinductors_Black_> 4'          `badinductors_White_5'          `badinductors_Black_6'          `badinductors_White_7'239.         tablemaker8_3A  `BD_N'  `DBN_1'                         `DBN_2'                         `DBN_3'                         `DBN_4'             >             `DBN_5'                         `DBN_6'                         `DBN_7'240. .         }                       Table 6: Centipede Behavior by Induction Ability                       Implied stop probabilities at each terminal node                               Best                               Second Best                               Second Worst                               Worst----------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7----------------------------------------------------------------------------------------------------.        | 0        | .2       | .125     | .25      | .667     | 0        | 115       | 10       | 5        | 8        | 4        | 3        | 2        | 1.        | 0        | .106     | .375     | .412     | .5710000000000001|.889|166       | 17       | 47       | 16       | 34       | 7        | 9        | 1.        | .1       | .133     | .278     | .417     | .833     | 1        | 136       | 20       | 15       | 18       | 12       | 12       | 1        | 1.        | .036     | .065     | .109     | .238     | .458     | .429     | 187       | 55       | 31       | 46       | 21       | 24       | 7        | 4r; t=0.03 15:21:45.  .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:45.         file open table6 using table6.tex, write replacer; t=0.00 15:21:45.         file write table6 "\begin{table}" _nr; t=0.00 15:21:45.         file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabil> ities}} \\" _n  r; t=0.00 15:21:45.         file write table6 "\hline \hline" _n r; t=0.00 15:21:45.         file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\> \" _n r; t=0.00 15:21:45.         file write table6 "\hline" _n r; t=0.00 15:21:45.         file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3> ' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n r; t=0.00 15:21:45.         file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n r; t=0.00 15:21:45.         file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `s> econdbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n r; t=0.00 15:21:45.         file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n r; t=0.00 15:21:45.         file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors> _White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n r; t=0.00 15:21:45.         file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n r; t=0.00 15:21:45.         file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' > & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n r; t=0.00 15:21:45.         file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n r; t=0.00 15:21:45.         file write table6 "\end{tabular}" _n r; t=0.00 15:21:45.         file write table6 "\end{table}" _nr; t=0.00 15:21:45.         file close table6r; t=0.00 15:21:45. . . . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 7:  Summary of Race to 100 Results by First Game> *****************************************************************************************/.                 qui {  3.         .                 *Number at which SP9 is solved by node:.                 local SP9_N_1 = 10  4.                 local SP9_N_2 = 20  5.                 local SP9_N_3 = 30  6.                 local SP9_N_4 = 40  7.                 local SP9_N_5 = 50  8.                 local SP9_N_6 = 60  9.                 local SP9_N_7 = 70 10.                 local SP9_N_8 = 80 11.                 local SP9_N_9 = 90 12.         .                 *Number at which SP10 is solved by node:.                 local SP10_N_1 = 1 13.                 local SP10_N_2 = 12 14.                 local SP10_N_3 = 23 15.                 local SP10_N_4 = 34 16.                 local SP10_N_5 = 45 17.                 local SP10_N_6 = 56 18.                 local SP10_N_7 = 67 19.                 local SP10_N_8 = 78 20.                 local SP10_N_9 = 89 21.         .         ************************************.         *Among those who played SP_9 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_9" 22.                 local total_count = r(N) 23.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9" 24.                 local SP9_P_1_GM = r(N)/`total_count' 25.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9" 26.                 local SP9_P_2_GM = r(N)/`total_count' 27.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9" 28.                 local SP9_P_3_GM = r(N)/`total_count' 29.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9" 30.                 local SP9_P_4_GM = r(N)/`total_count' 31.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9" 32.                 local SP9_P_5_GM = r(N)/`total_count' 33.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9" 34.                 local SP9_P_6_GM = r(N)/`total_count' 35.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9" 36.                 local SP9_P_7_GM = r(N)/`total_count' 37.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9" 38.                 local SP9_P_8_GM = r(N)/`total_count' 39.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9" 40.                 local SP9_P_9_GM = r(N)/`total_count' 41.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_9" 42.                 local total_count = r(N) 43.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9" 44.                 local SP9_P_1_IM = r(N)/`total_count' 45.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9" 46.                 local SP9_P_2_IM = r(N)/`total_count' 47.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9" 48.                 local SP9_P_3_IM = r(N)/`total_count' 49.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9" 50.                 local SP9_P_4_IM = r(N)/`total_count' 51.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9" 52.                 local SP9_P_5_IM = r(N)/`total_count' 53.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9" 54.                 local SP9_P_6_IM = r(N)/`total_count' 55.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9" 56.                 local SP9_P_7_IM = r(N)/`total_count' 57.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9" 58.                 local SP9_P_8_IM = r(N)/`total_count' 59.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9" 60.                 local SP9_P_9_IM = r(N)/`total_count' 61.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_9" 62.                 local total_count = r(N) 63.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9" 64.                 local SP9_P_1_Master = r(N)/`total_count' 65.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9" 66.                 local SP9_P_2_Master = r(N)/`total_count' 67.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9" 68.                 local SP9_P_3_Master = r(N)/`total_count' 69.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9" 70.                 local SP9_P_4_Master = r(N)/`total_count' 71.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9" 72.                 local SP9_P_5_Master = r(N)/`total_count' 73.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9" 74.                 local SP9_P_6_Master = r(N)/`total_count' 75.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9" 76.                 local SP9_P_7_Master = r(N)/`total_count'  77.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9" 78.                 local SP9_P_8_Master = r(N)/`total_count' 79.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9" 80.                 local SP9_P_9_Master = r(N)/`total_count' 81.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_9" 82.                 local total_count = r(N) 83.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 84.                 local SP9_P_1_g2000 = r(N)/`total_count' 85.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 86.                 local SP9_P_2_g2000 = r(N)/`total_count' 87.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 88.                 local SP9_P_3_g2000 = r(N)/`total_count' 89.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 90.                 local SP9_P_4_g2000 = r(N)/`total_count' 91.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 92.                 local SP9_P_5_g2000 = r(N)/`total_count' 93.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 94.                 local SP9_P_6_g2000 = r(N)/`total_count' 95.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 96.                 local SP9_P_7_g2000 = r(N)/`total_count' 97.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 98.                 local SP9_P_8_g2000 = r(N)/`total_count' 99.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"100.                 local SP9_P_9_g2000 = r(N)/`total_count'101.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_9"102.                 local total_count = r(N)103.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"104.                 local SP9_P_1_l2000 = r(N)/`total_count'105.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"106.                 local SP9_P_2_l2000 = r(N)/`total_count'107.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"108.                 local SP9_P_3_l2000 = r(N)/`total_count'109.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"110.                 local SP9_P_4_l2000 = r(N)/`total_count'111.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"112.                 local SP9_P_5_l2000 = r(N)/`total_count'113.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"114.                 local SP9_P_6_l2000 = r(N)/`total_count'115.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"116.                 local SP9_P_7_l2000 = r(N)/`total_count'117.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"118.                 local SP9_P_8_l2000 = r(N)/`total_count'119.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"120.                 local SP9_P_9_l2000 = r(N)/`total_count'121.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_9"122.                 local total_count = r(N)123.                 count if  sp9number == 10 & game1 == "SP_9"124.                 local SP9_P_1 = round(r(N)/`total_count', .001)125.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)126.                 count if  sp9number == 20 & game1 == "SP_9"127.                 local SP9_P_2 = round(r(N)/`total_count', .001)128.                 count if  sp9number == 30 & game1 == "SP_9"129.                 local SP9_P_3 = round(r(N)/`total_count', .001)130.                 count if  sp9number == 40 & game1 == "SP_9"131.                 local SP9_P_4 = round(r(N)/`total_count', .001)132.                 count if  sp9number == 50 & game1 == "SP_9"133.                 local SP9_P_5 = round(r(N)/`total_count', .001)134.                 count if  sp9number == 60 & game1 == "SP_9"135.                 local SP9_P_6 = round(r(N)/`total_count', .001)136.                 count if  sp9number == 70 & game1 == "SP_9"137.                 local SP9_P_7 = round(r(N)/`total_count', .001)138.                 count if  sp9number == 80 & game1 == "SP_9"139.                 local SP9_P_8 = round(r(N)/`total_count', .001)140.                 count if  sp9number == 90 & game1 == "SP_9"141.                 local SP9_P_9 = round(r(N)/`total_count', .001)142.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_9"143.                 local total_count = r(N)144.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"145.                 local SP10_P_1_GM = r(N)/`total_count'146.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"147.                 local SP10_P_2_GM = r(N)/`total_count'148.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"149.                 local SP10_P_3_GM = r(N)/`total_count'150.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"151.                 local SP10_P_4_GM = r(N)/`total_count'152.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"153.                 local SP10_P_5_GM = r(N)/`total_count'154.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"155.                 local SP10_P_6_GM = r(N)/`total_count'156.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"157.                 local SP10_P_7_GM = r(N)/`total_count'158.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"159.                 local SP10_P_8_GM = r(N)/`total_count'160.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"161.                 local SP10_P_9_GM = r(N)/`total_count'162.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_9"163.                 local total_count = r(N)164.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"165.                 local SP10_P_1_IM = r(N)/`total_count'166.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"167.                 local SP10_P_2_IM = r(N)/`total_count'168.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"169.                 local SP10_P_3_IM = r(N)/`total_count'170.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"171.                 local SP10_P_4_IM = r(N)/`total_count'172.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"173.                 local SP10_P_5_IM = r(N)/`total_count'174.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"175.                 local SP10_P_6_IM = r(N)/`total_count'176.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"177.                 local SP10_P_7_IM = r(N)/`total_count'178.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"179.                 local SP10_P_8_IM = r(N)/`total_count'180.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"181.                 local SP10_P_9_IM = r(N)/`total_count'182.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_9"183.                 local total_count = r(N)184.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"185.                 local SP10_P_1_Master = r(N)/`total_count'186.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"187.                 local SP10_P_2_Master = r(N)/`total_count'188.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"189.                 local SP10_P_3_Master = r(N)/`total_count'190.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"191.                 local SP10_P_4_Master = r(N)/`total_count'192.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"193.                 local SP10_P_5_Master = r(N)/`total_count'194.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"195.                 local SP10_P_6_Master = r(N)/`total_count'196.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"197.                 local SP10_P_7_Master = r(N)/`total_count'198.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"199.                 local SP10_P_8_Master = r(N)/`total_count'200.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"201.                 local SP10_P_9_Master = r(N)/`total_count'202.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_9"203.                 local total_count = r(N)204.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"205.                 local SP10_P_1_g2000 = r(N)/`total_count'206.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"207.                 local SP10_P_2_g2000 = r(N)/`total_count'208.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"209.                 local SP10_P_3_g2000 = r(N)/`total_count'210.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"211.                 local SP10_P_4_g2000 = r(N)/`total_count'212.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"213.                 local SP10_P_5_g2000 = r(N)/`total_count'214.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"215.                 local SP10_P_6_g2000 = r(N)/`total_count'216.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"217.                 local SP10_P_7_g2000 = r(N)/`total_count'218.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"219.                 local SP10_P_8_g2000 = r(N)/`total_count'220.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"221.                 local SP10_P_9_g2000 = r(N)/`total_count'222.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_9"223.                 local total_count = r(N)224.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"225.                 local SP10_P_1_l2000 = r(N)/`total_count'226.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"227.                 local SP10_P_2_l2000 = r(N)/`total_count'228.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"229.                 local SP10_P_3_l2000 = r(N)/`total_count'230.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"231.                 local SP10_P_4_l2000 = r(N)/`total_count'232.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"233.                 local SP10_P_5_l2000 = r(N)/`total_count'234.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"235.                 local SP10_P_6_l2000 = r(N)/`total_count' 236.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"237.                 local SP10_P_7_l2000 = r(N)/`total_count'238.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"239.                 local SP10_P_8_l2000 = r(N)/`total_count'240.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"241.                 local SP10_P_9_l2000 = r(N)/`total_count'242.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_9"243.                 local total_count = r(N)244.                 count if sp10number == 1 & game1 == "SP_9"245.                 local SP10_P_1 = round(r(N)/`total_count', .001) 246.                 count if sp10number == 12 & game1 == "SP_9"247.                 local SP10_P_2 = round(r(N)/`total_count', .001)248.                 count if sp10number == 23 & game1 == "SP_9"249.                 local SP10_P_3 = round(r(N)/`total_count', .001)250.                 count if sp10number == 34 & game1 == "SP_9"251.                 local SP10_P_4 = round(r(N)/`total_count', .001)252.                 count if sp10number == 45 & game1 == "SP_9"253.                 local SP10_P_5 = round(r(N)/`total_count', .001)254.                 count if sp10number == 56 & game1 == "SP_9"255.                 local SP10_P_6 = round(r(N)/`total_count', .001)256.                 count if sp10number == 67 & game1 == "SP_9"257.                 local SP10_P_7 = round(r(N)/`total_count', .001)258.                 count if sp10number == 78 & game1 == "SP_9"259.                 local SP10_P_8 = round(r(N)/`total_count', .001)260.                 count if sp10number == 89 & game1 == "SP_9"261.                 local SP10_P_9 = round(r(N)/`total_count', .001)262.                                         . .                                 di ""263.                                 di as green     "                       Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"264.                                 di as green     "                               Number at which Game Solved (1-9)"265.                                 di as green     "                               Number at which Game Solved (1-10)"266.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"267.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"268. .                 headermaker9_3C269.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'270.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'271.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'272.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'273.                 .         }274.                  cd "$tabledir"275.                 file open table7a using table7a.tex, write replace276.                 file write table7a "\begin{table}[!h]" _n277.                 file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on>  (1-9) Played First}} \\" _n  278.                 file write table7a "\hline \hline" _n 279.                 file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6}>  & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 280.                 file write table7a "\hline" _n 281.                 file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9> _N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 282.                 file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P> _7' & `SP9_P_8' & `SP9_P_9'\\" _n 283.                 file write table7a "\hline" _n284.                 file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6'>  & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 285.                 file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' &>  `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n286.                 file write table7a "\end{tabular}" _n 287.                 file write table7a "\end{table}" _n288.                 file close table7a289.         .         .         ************************************.         *Among those who played SP_10 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_10"290.                 local total_count = r(N)291.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"292.                 local SP9_P_1_GM = r(N)/`total_count'293.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"294.                 local SP9_P_2_GM = r(N)/`total_count'295.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"296.                 local SP9_P_3_GM = r(N)/`total_count'297.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"298.                 local SP9_P_4_GM = r(N)/`total_count'299.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"300.                 local SP9_P_5_GM = r(N)/`total_count'301.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"302.                 local SP9_P_6_GM = r(N)/`total_count'303.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"304.                 local SP9_P_7_GM = r(N)/`total_count'305.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"306.                 local SP9_P_8_GM = r(N)/`total_count'307.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"308.                 local SP9_P_9_GM = r(N)/`total_count'309.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_10"310.                 local total_count = r(N)311.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"312.                 local SP9_P_1_IM = r(N)/`total_count'313.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"314.                 local SP9_P_2_IM = r(N)/`total_count'315.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"316.                 local SP9_P_3_IM = r(N)/`total_count'317.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"318.                 local SP9_P_4_IM = r(N)/`total_count'319.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"320.                 local SP9_P_5_IM = r(N)/`total_count'321.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"322.                 local SP9_P_6_IM = r(N)/`total_count'323.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"324.                 local SP9_P_7_IM = r(N)/`total_count'325.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"326.                 local SP9_P_8_IM = r(N)/`total_count'327.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"328.                 local SP9_P_9_IM = r(N)/`total_count'329.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_10"330.                 local total_count = r(N)331.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"332.                 local SP9_P_1_Master = r(N)/`total_count'333.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"334.                 local SP9_P_2_Master = r(N)/`total_count'335.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"336.                 local SP9_P_3_Master = r(N)/`total_count'337.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"338.                 local SP9_P_4_Master = r(N)/`total_count'339.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"340.                 local SP9_P_5_Master = r(N)/`total_count'341.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"342.                 local SP9_P_6_Master = r(N)/`total_count'343.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"344.                 local SP9_P_7_Master = r(N)/`total_count' 345.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"346.                 local SP9_P_8_Master = r(N)/`total_count'347.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"348.                 local SP9_P_9_Master = r(N)/`total_count'349.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_10"350.                 local total_count = r(N)351.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"352.                 local SP9_P_1_g2000 = r(N)/`total_count'353.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"354.                 local SP9_P_2_g2000 = r(N)/`total_count'355.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"356.                 local SP9_P_3_g2000 = r(N)/`total_count'357.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"358.                 local SP9_P_4_g2000 = r(N)/`total_count'359.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"360.                 local SP9_P_5_g2000 = r(N)/`total_count'361.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"362.                 local SP9_P_6_g2000 = r(N)/`total_count'363.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"364.                 local SP9_P_7_g2000 = r(N)/`total_count'365.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"366.                 local SP9_P_8_g2000 = r(N)/`total_count'367.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"368.                 local SP9_P_9_g2000 = r(N)/`total_count'369.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_10"370.                 local total_count = r(N)371.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"372.                 local SP9_P_1_l2000 = r(N)/`total_count'373.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"374.                 local SP9_P_2_l2000 = r(N)/`total_count'375.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"376.                 local SP9_P_3_l2000 = r(N)/`total_count'377.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"378.                 local SP9_P_4_l2000 = r(N)/`total_count'379.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"380.                 local SP9_P_5_l2000 = r(N)/`total_count'381.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"382.                 local SP9_P_6_l2000 = r(N)/`total_count'383.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"384.                 local SP9_P_7_l2000 = r(N)/`total_count'385.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"386.                 local SP9_P_8_l2000 = r(N)/`total_count'387.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"388.                 local SP9_P_9_l2000 = r(N)/`total_count'389.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_10"390.                 local total_count = r(N)391.                 count if  sp9number == 10 & game1 == "SP_10"392.                 local SP9_P_1 = round(r(N)/`total_count', .001)393.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)394.                 count if  sp9number == 20 & game1 == "SP_10"395.                 local SP9_P_2 = round(r(N)/`total_count', .001)396.                 count if  sp9number == 30 & game1 == "SP_10"397.                 local SP9_P_3 = round(r(N)/`total_count', .001)398.                 count if  sp9number == 40 & game1 == "SP_10"399.                 local SP9_P_4 = round(r(N)/`total_count', .001)400.                 count if  sp9number == 50 & game1 == "SP_10"401.                 local SP9_P_5 = round(r(N)/`total_count', .001)402.                 count if  sp9number == 60 & game1 == "SP_10"403.                 local SP9_P_6 = round(r(N)/`total_count', .001)404.                 count if  sp9number == 70 & game1 == "SP_10"405.                 local SP9_P_7 = round(r(N)/`total_count', .001)406.                 count if  sp9number == 80 & game1 == "SP_10"407.                 local SP9_P_8 = round(r(N)/`total_count', .001)408.                 count if  sp9number == 90 & game1 == "SP_10"409.                 local SP9_P_9 = round(r(N)/`total_count', .001)410.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_10"411.                 local total_count = r(N)412.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"413.                 local SP10_P_1_GM = r(N)/`total_count'414.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"415.                 local SP10_P_2_GM = r(N)/`total_count'416.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"417.                 local SP10_P_3_GM = r(N)/`total_count'418.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"419.                 local SP10_P_4_GM = r(N)/`total_count'420.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"421.                 local SP10_P_5_GM = r(N)/`total_count'422.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"423.                 local SP10_P_6_GM = r(N)/`total_count'424.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"425.                 local SP10_P_7_GM = r(N)/`total_count'426.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"427.                 local SP10_P_8_GM = r(N)/`total_count'428.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"429.                 local SP10_P_9_GM = r(N)/`total_count'430.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_10"431.                 local total_count = r(N)432.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"433.                 local SP10_P_1_IM = r(N)/`total_count'434.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"435.                 local SP10_P_2_IM = r(N)/`total_count'436.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"437.                 local SP10_P_3_IM = r(N)/`total_count'438.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"439.                 local SP10_P_4_IM = r(N)/`total_count'440.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"441.                 local SP10_P_5_IM = r(N)/`total_count'442.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"443.                 local SP10_P_6_IM = r(N)/`total_count'444.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"445.                 local SP10_P_7_IM = r(N)/`total_count'446.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"447.                 local SP10_P_8_IM = r(N)/`total_count'448.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"449.                 local SP10_P_9_IM = r(N)/`total_count'450.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_10"451.                 local total_count = r(N)452.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"453.                 local SP10_P_1_Master = r(N)/`total_count'454.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"455.                 local SP10_P_2_Master = r(N)/`total_count'456.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"457.                 local SP10_P_3_Master = r(N)/`total_count'458.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"459.                 local SP10_P_4_Master = r(N)/`total_count'460.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"461.                 local SP10_P_5_Master = r(N)/`total_count'462.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"463.                 local SP10_P_6_Master = r(N)/`total_count'464.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"465.                 local SP10_P_7_Master = r(N)/`total_count'466.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"467.                 local SP10_P_8_Master = r(N)/`total_count'468.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"469.                 local SP10_P_9_Master = r(N)/`total_count'470.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_10"471.                 local total_count = r(N)472.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"473.                 local SP10_P_1_g2000 = r(N)/`total_count'474.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"475.                 local SP10_P_2_g2000 = r(N)/`total_count'476.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"477.                 local SP10_P_3_g2000 = r(N)/`total_count'478.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"479.                 local SP10_P_4_g2000 = r(N)/`total_count'480.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"481.                 local SP10_P_5_g2000 = r(N)/`total_count'482.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"483.                 local SP10_P_6_g2000 = r(N)/`total_count'484.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"485.                 local SP10_P_7_g2000 = r(N)/`total_count'486.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"487.                 local SP10_P_8_g2000 = r(N)/`total_count'488.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"489.                 local SP10_P_9_g2000 = r(N)/`total_count'490.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_10"491.                 local total_count = r(N)492.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"493.                 local SP10_P_1_l2000 = r(N)/`total_count'494.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"495.                 local SP10_P_2_l2000 = r(N)/`total_count'496.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"497.                 local SP10_P_3_l2000 = r(N)/`total_count'498.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"499.                 local SP10_P_4_l2000 = r(N)/`total_count'500.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"501.                 local SP10_P_5_l2000 = r(N)/`total_count'502.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"503.                 local SP10_P_6_l2000 = r(N)/`total_count' 504.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"505.                 local SP10_P_7_l2000 = r(N)/`total_count'506.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"507.                 local SP10_P_8_l2000 = r(N)/`total_count'508.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"509.                 local SP10_P_9_l2000 = r(N)/`total_count'510.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_10"511.                 local total_count = r(N)512.                 count if sp10number == 1 & game1 == "SP_10"513.                 local SP10_P_1 = round(r(N)/`total_count', .001) 514.                 count if sp10number == 12 & game1 == "SP_10"515.                 local SP10_P_2 = round(r(N)/`total_count', .001)516.                 count if sp10number == 23 & game1 == "SP_10"517.                 local SP10_P_3 = round(r(N)/`total_count', .001)518.                 count if sp10number == 34 & game1 == "SP_10"519.                 local SP10_P_4 = round(r(N)/`total_count', .001)520.                 count if sp10number == 45 & game1 == "SP_10"521.                 local SP10_P_5 = round(r(N)/`total_count', .001)522.                 count if sp10number == 56 & game1 == "SP_10"523.                 local SP10_P_6 = round(r(N)/`total_count', .001)524.                 count if sp10number == 67 & game1 == "SP_10"525.                 local SP10_P_7 = round(r(N)/`total_count', .001)526.                 count if sp10number == 78 & game1 == "SP_10"527.                 local SP10_P_8 = round(r(N)/`total_count', .001)528.                 count if sp10number == 89 & game1 == "SP_10"529.                 local SP10_P_9 = round(r(N)/`total_count', .001)530.                 .         .                                 di ""531.                                 di as green     "                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First> "532.                                 di as green     "                               Number at which Game Solved (1-9)"533.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"534.                                 di as green     "                               Number at which Game Solved (1-10)"535.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"536.         .                 headermaker9_3C537.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'538.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'539.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'540.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'541.                 .         }       /Users/trevorgallen/Desktop/Chess/Tables/    3    2    0    0    0    0    0    0    0    1    0    0    0    0    0    0    0    0    0    0   10    5    1    0    1    0    0    0    1    2    9    4    0    0    2    1    1    0    0    1    3    3    0    0    0    0    0    0    0    0   50   28    2    0    6    2    2    0    2    8    5    1    0    0    0    0    0    1    2    0    3    1    0    0    0    0    0    0    0    1    9    1    0    0    0    0    0    1    1    6    5    0    0    0    0    0    0    0    0    5    3    0    1    0    0    0    0    0    1    1   50    6    2    0    0    0    4    4    8   26                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.5600000000000001|.04|0        | .12      | .04      | .04      | 0        | .04      | .161        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.12      | .04      | 0        | 0        | 0        | .08      | .08      | .16      | .52r; t=0.14 15:21:45.                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:21:45.                 file open table7b using table7b.tex, write replacer; t=0.00 15:21:45.                 file write table7b "\begin{table}[!h]" _nr; t=0.00 15:21:45.                 file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1> -10) Played First}} \\" _n  r; t=0.00 15:21:45.                 file write table7b "\hline \hline" _n r; t=0.00 15:21:45.                 file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & > \textbf{7} & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:21:45.                 file write table7b "\hline" _n r; t=0.00 15:21:45.                 file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_> 7' & `SP9_N_8' & `SP9_N_9'\\" _n r; t=0.00 15:21:45.                 file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7'>  & `SP9_P_8' & `SP9_P_9'\\" _n r; t=0.00 15:21:45.                 file write table7b "\hline" _nr; t=0.00 15:21:45.                 file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & > `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:21:45.                 file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `S> P10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:21:45.                 file write table7b "\end{tabular}" _n r; t=0.00 15:21:45.                 file write table7b "\end{table}" _nr; t=0.00 15:21:45.                 file close table7b      r; t=0.00 15:21:45.         .         . /****************************************************************************************> * STATISTICAL TESTS: > *****************************************************************************************/. forval x = 1/1{  2.         *We compare GM first rates to all other first rates, comparing their dichotomous.         *success rates (bernoulli std. dv) with a t-test (assuming approximation to the .         *normal)..         .                 foreach x in GM IM M g2000 l2000 {  3.                 local SP10_First_`x'_S_T        =       round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)  4.                 local SP9_First_`x'_S_T         =       round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)  5.                 }  6.                 .                 forvalues x = 1/1 {  7.                 di "Table 5"  8.                 local SP10_First_NonGM_C_T =    `SP10_First_IM_C_T'+    `SP10_First_M_C_T'+     `SP10_First_g2000_C_T'  +       `SP10_First_l2000_C_> T'  9.                 local SP9_First_NonGM_C_T =     `SP9_First_IM_C_T'+     `SP9_First_M_C_T'+      `SP9_First_g2000_C_T'   +       `SP9_First_l2000_C_T> '                    10.         .                 local SP10_First_NonGM_S_T =    `SP10_First_IM_S_T'+    `SP10_First_M_S_T'+     `SP10_First_g2000_S_T'  +       `SP10_First_l2000_S_T' 11.                 local SP9_First_NonGM_S_T =     `SP9_First_IM_S_T'+     `SP9_First_M_S_T'+      `SP9_First_g2000_S_T'   +       `SP9_First_l2000_S_T> ' 12.         .                 local SP10_First_NonGM_T =      `SP10_First_NonGM_S_T'  /       `SP10_First_NonGM_C_T' 13.                 local SP9_First_NonGM_T =       `SP9_First_NonGM_S_T'   /       `SP9_First_NonGM_C_T' 14.         .                 local SP10_First_NonGM_SD_T     = (`SP10_First_NonGM_T' *       (1-`SP10_First_NonGM_T'))^.5 15.                 local SP10_First_GM_SD_T        = (`SP10_First_GM_T'    *       (1-`SP10_First_GM_T'))^.5 16.         .                 local SP9_First_NonGM_SD_T      = (`SP9_First_NonGM_T'  *       (1-`SP9_First_NonGM_T'))^.5 17.                 local SP9_First_GM_SD_T = (`SP9_First_GM_T'     *       (1-`SP9_First_GM_T'))^.5 18.                 } 19.         .                 di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 20.                 di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_> SD_T'" 21.                 ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T> ' 22.         .                 di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 23.                 di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'" 24.                 ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'     >      25.         .         *Now we compare SP9 First vs. SP10 First.                 *Counts and Percentages.                         *SP9.                         *9 First.                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 26.                         local 9F_N = r(N)/2 27.                         di "`9F_N'" 28.                         *9 Second.                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))  29.                         local 10F_N = r(N)/2     30.         .                         *SP9First, 10 or 20.                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 31.                         local SP9_9F_P_10and20 = r(N)/`SP9_9F_N' 32.                         di `SP9_9F_P_10and20' 33.                 .                         *SP10First, 10 or 20.                         .                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_10and20 = r(N)/`SP9_10F_N' 35.                         di `SP9_10F_P_10and20' 36.         .                         *SP10.                         *SP10First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 37.                         local SP10_10F_P_1and12 = r(N)/`10F_N' 38.                         di `SP10_10F_P_1and12'           39. .                         *SP9First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 40.                         local SP10_9F_P_1and12 = r(N)/`9F_N' 41.                         di `SP10_9F_P_1and12' 42.                 *Standard Errors.                         local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5 43.                         local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5 44.                         local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5 45.                         local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5  46. .                 di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second." 47.                 di "    ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD'" 48.                 ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD' 49.                 di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second." 50.                 di "    ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_10F_1and20SD'      `10F_N'        `SP10_10F_P_1and12'     `SP10_9F_1and20SD'" 51.                 ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_9F_1and20SD'      `10F_N' `SP10_10F_P_1and12'     `SP10_10F_1and20SD' 52. }Table 5We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 25 .2 .4 168 .0833333333333333 .2763853991962832Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      25          .2         .08          .4    .0348881    .3651119       y |     168    .0833333    .0213236    .2763854    .0412348    .1254319---------+--------------------------------------------------------------------combined |     193    .0984456    .0213514    .2966229    .0563322     .140559---------+--------------------------------------------------------------------    diff |            .1166667    .0631904               -.0079741    .2413074------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.8463Ho: diff = 0                                     degrees of freedom =      191    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9668         Pr(|T| > |t|) = 0.0664          Pr(T > t) = 0.0332We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 16 .5 .5 142 .3802816901408451 .4854559982989883Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      16          .5        .125          .5    .2335688    .7664312       y |     142    .3802817    .0407386     .485456    .2997443     .460819---------+--------------------------------------------------------------------combined |     158    .3924051    .0387175    .4866709    .3159308    .4688794---------+--------------------------------------------------------------------    diff |            .1197183    .1283927               -.1338942    .3733308------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   0.9324Ho: diff = 0                                     degrees of freedom =      156    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.8237         Pr(|T| > |t|) = 0.3526          Pr(T > t) = 0.1763  10452  102   76.73076923   60.58823529   14.2745098   30.57692308For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second.    ttesti 52   .7307692307692307      .4435600997950306      51 .5882352941176471     .4921529567847503Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .7307692    .0615107    .4435601    .6072813    .8542572       y |      51    .5882353    .0689152     .492153     .449815    .7266555---------+--------------------------------------------------------------------combined |     103    .6601942    .0464501    .4714167    .5680607    .7523277---------+--------------------------------------------------------------------    diff |            .1425339    .0922798               -.0405243    .3255922------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.5446Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9372         Pr(|T| > |t|) = 0.1256          Pr(T > t) = 0.0628For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second.    ttesti 52   .5769230769230769      .4462669284996488      51        .2745098039215687     .4940474068717357Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .5769231     .068512    .4940474    .4393794    .7144668       y |      51    .2745098    .0624899    .4462669    .1489952    .4000244---------+--------------------------------------------------------------------combined |     103    .4271845     .048547    .4926981    .3308917    .5234772---------+--------------------------------------------------------------------    diff |            .3024133    .0928224                .1182786    .4865479------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   3.2580Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9992         Pr(|T| > |t|) = 0.0015          Pr(T > t) = 0.0008r; t=0.04 15:21:45. .                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.01 15:21:45. .                 . end of do-filer; t=2.86 15:21:45. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.00 15:22:30.         set rmsg onr; t=0.00 15:22:30.         set more 1r; t=0.00 15:22:30.         set virtual onr; t=0.00 15:22:30.         pause offr; t=0.00 15:22:30. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:22:30.         global datadir = "$dir/Data"r; t=0.00 15:22:30.         global logdir = "$dir/Logs"r; t=0.00 15:22:30.         global codedir = "$dir/Code"r; t=0.00 15:22:30.         global figsdir = "$dir/Figures"r; t=0.00 15:22:30.         global tabledir = "$dir/tables"r; t=0.00 15:22:30. .         local projectname = "ChessInduction"r; t=0.00 15:22:30.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:22:30.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:22:30.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:22:30.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:22:30.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:22:30.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:22:30.         capture log close 



Logs/logChessInduction_2009_De_20_15_22.bak
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_22.log  log type:  text opened on:  20 Dec 2009, 15:22:30r; t=0.00 15:22:30. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:22:30. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:22:30.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:22:30. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:22:30.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:22:30. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:22:30.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:22:30.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:22:30.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:22:30.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:22:30.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:22:30.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:22:30.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:22:30.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:22:30.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:22:30.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:22:30.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:22:30.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:22:30.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:22:30.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:22:30.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:22:30.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:22:30.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:22:30.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:22:30.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:22:30. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:22:30.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:22:30. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:22:30.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:30. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:22:30. .         *We drop our cleaned data if it has remained in the data folder..         cap erase $datadir/FullChess.dta"r; t=0.00 15:22:30. . .         rename var41 Player_Coder; t=0.00 15:22:30.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:22:30.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:22:30. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:22:30.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:22:30.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:22:30.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:22:30.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:22:30.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:22:30. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:22:30.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:22:30.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:22:30.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:22:30. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:22:30.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.00 15:22:30. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:22:30. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:22:30.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.01 15:22:30. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:22:30. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:22:30.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:22:30. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:22:30.                 gen IM = (title=="IM")r; t=0.00 15:22:30.                 gen Master = (title=="Master")r; t=0.00 15:22:30.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:22:30.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:22:30. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:22:30.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:22:30. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:22:30.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:22:30.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:22:30. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:22:30.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:22:30.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:22:30. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:22:30.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:22:30.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:22:30.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:22:30.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:22:30.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:22:30. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:22:30.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:22:30.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:22:30.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:22:30.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:22:30.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:22:30.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:22:30.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:22:30.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:22:30. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.00 15:22:30.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:22:30.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:22:30.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:22:30.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:22:30.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:22:30. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:22:30.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:22:30.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:22:30.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:22:30.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:22:30. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:22:30.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:22:30.                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:22:30. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.01 15:22:30.                 sort city playernumberr; t=0.00 15:22:30.                 save "$datadir/Chess Race Data.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta savedr; t=0.00 15:22:30. .                 use "$datadir/FullChess.dta", clearr; t=0.00 15:22:30.                 sort city playernumberr; t=0.00 15:22:30.                 merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusingvariables city playernumber do not uniquely identify observations in the master datar; t=0.00 15:22:30. .         *Finally, I also make the blank .tex table format..                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:30.                 file open FullTables using FullTables.tex, write replacer; t=0.00 15:22:30.                 file write FullTables "\documentclass{article}" _nr; t=0.00 15:22:30.                 file write FullTables "\usepackage{fullpage}" _nr; t=0.00 15:22:30.                 file write FullTables "\usepackage{natbib}" _nr; t=0.00 15:22:30.                 file write FullTables "\usepackage{graphicx}" _nr; t=0.00 15:22:30.                 file write FullTables "\usepackage{multirow}" _nr; t=0.00 15:22:30.                 file write FullTables "\usepackage{lscape}" _nr; t=0.00 15:22:30.                 file write FullTables "\bibliographystyle{plainnat}" _nr; t=0.00 15:22:30.                 file write FullTables "\begin{document}" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table1.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table2.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table3.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table4a.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table4b.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\begin{landscape}" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table5.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\end{landscape}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table6.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\newpage" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table7a.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\input{table7b.tex}" _nr; t=0.00 15:22:30.                 file write FullTables "\end{document}" _nr; t=0.00 15:22:30.                 file close FullTablesr; t=0.00 15:22:30. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 1:  Summary of Participants> *****************************************************************************************/.         qui {  3. .         *USCF Ratings:.         sum uscf if title == "GM"  4.         local USCF_Rating_1 = "`r(min)'-`r(max)'"  5.         sum uscf if title == "IM"  6.         local USCF_Rating_2 = "`r(min)'-`r(max)'"  7.         sum uscf if title == "Master"  8.         local USCF_Rating_3 = "`r(min)'-`r(max)'"  9.         sum uscf if title == ">2000" 10.         local USCF_Rating_4 = "`r(min)'-`r(max)'" 11.         sum uscf if title == "<2000" 12.         local USCF_Rating_5 = "`r(min)'-`r(max)'" 13.         local USCF_Rating_6 = "N/A" 14.         local USCF_Rating_7 = "N/A" 15. .         *FIDE Ratings:.         sum fide if title == "GM" 16.         local FIDE_Rating_1 = "`r(min)'-`r(max)'" 17.         sum fide if title == "IM" 18.         local FIDE_Rating_2 = "`r(min)'-`r(max)'" 19.         sum fide if title == "Master" 20.         local FIDE_Rating_3 = "`r(min)'-`r(max)'" 21.         sum fide if title == ">2000" 22.         local FIDE_Rating_4 = "`r(min)'-`r(max)'" 23.         sum fide if title == "<2000" 24.         local FIDE_Rating_5 = "`r(min)'-`r(max)'" 25.         local FIDE_Rating_6 = "N/A" 26.         local FIDE_Rating_7 = "N/A" 27. .         *LLS.         count if title == "GM" 28.         local LLS_Chess_1 = r(N) 29.         count if title == "IM" 30.         local LLS_Chess_2 =  r(N) 31.         count if title == "Master" 32.         local LLS_Chess_3 = r(N) 33.         count if title == ">2000" 34.         local LLS_Chess_4 =  r(N) 35.         count if title == "<2000" 36.         local LLS_Chess_5 =  r(N) 37.         local LLS_Chess_6 =  "N/A" 38.         count 39.         local LLS_Chess_7 = r(N) 40. .         *PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6.         local PHV_Chess_1 = 41 41.         local PHV_Chess_2 =  45 42.         local PHV_Chess_3 =  29 43.         local PHV_Chess_4 =  141 44.         local PHV_Chess_5 =  "N/A" 45.         local PHV_Chess_6 =  80 46.         local PHV_Chess_7 = 41+45+29+141+80 47.         } 48. .                 di "" 49.                 di as green     "                       Table 1: Summary of Participants" 50.                 di as green     "                               Grandmasters:" 51.                 di as green     "                               International Masters:" 52.                 di as green     "                               FIDE & UCSF Masters:" 53.                 di as green     "                               Other Chess Players > 2000" 54.                 di as green     "                               Other Chess Players < 2000" 55.                 di as green     "                               Students" 56.                 di as green     "                               Total" 57. .                 headermaker4_1A 58.                 tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1' 59.                 tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2' 60.                 tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3' 61.                 tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4' 62.                 tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5' 63.                 tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6' 64.                 tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7' 65. . . .         }                       Table 1: Summary of Participants                               Grandmasters:                               International Masters:                               FIDE & UCSF Masters:                               Other Chess Players > 2000                               Other Chess Players < 2000                               Students                               Total----------------------------------------------------------------------------------------------------USCF Rating          | FIDE Rating           | LLS: Chess            {c }PHV: Chess----------------------------------------------------------------------------------------------------2472-2763            | 2265-2637             | 26                    | 412273-2538            | 2227-2488             | 20                    | 452009-2497            | 2037-2497             | 61                    | 292000-2610            | 2026-2531             | 46                    | 141852-2064             | 1789-2341             | 53                    | N/AN/A                  | N/A                   | N/A                   | 80N/A                  | N/A                   | 206                   | 336r; t=0.00 15:22:30. . . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.01 15:22:30. file open table1 using table1.tex, write replacer; t=0.00 15:22:30. file write table1 "\begin{table}" _nr; t=0.00 15:22:30. file write table1 "\begin{tabular}{lccc} \multicolumn{4}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  r; t=0.00 15:22:30. file write table1 "\hline \hline" _n r; t=0.00 15:22:30. file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} & \textbf{PHV: Chess}\\" _n r; t=0.00 15:22:30. file write table1 "\hline " _n r; t=0.00 15:22:30. file write table1 "Grandmasters                 & `USCF_Rating_1'       & `FIDE_Rating_1' & `LLS_Chess_1'  \\" _n r; t=0.00 15:22:30. file write table1 "International Masters        & `USCF_Rating_2'       & `FIDE_Rating_2' & `LLS_Chess_2'  \\" _n r; t=0.00 15:22:30. file write table1 "FIDE \& USCF Masters         & `USCF_Rating_3'       & `FIDE_Rating_3' & `LLS_Chess_3'  \\" _n r; t=0.00 15:22:30. file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'       & `FIDE_Rating_4' & `LLS_Chess_4'  \\ " _n r; t=0.00 15:22:30. file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'       & `FIDE_Rating_5' & `LLS_Chess_5'  \\" _n r; t=0.00 15:22:30. file write table1 "Students                     & `USCF_Rating_6'       & `FIDE_Rating_6' & `LLS_Chess_6'  \\" _n r; t=0.00 15:22:30. file write table1 "Total                        & `USCF_Rating_7'       & `FIDE_Rating_7' & `LLS_Chess_7'  \\" _n r; t=0.00 15:22:30. file write table1 "\end{tabular}" _n r; t=0.00 15:22:30. file write table1 "\end{table} " _nr; t=0.00 15:22:30. file close table1r; t=0.00 15:22:30. . . /****************************************************************************************> *Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)> *****************************************************************************************/. .         qui {r; t=0.02 15:22:30.         forval x = 1/1 {  2.                                 di ""  3.                                 di as green     "                       Table 2: Summary of Centipede Results: Implied Stop Probabilities"  4.                                 di as green     "                               Grandmasters:"  5.                                 di as green     "                               International Masters:"  6.                                 di as green     "                               USCF/FIDE Masters > 2000"  7.                                 di as green     "                               >2000"  8.                                 di as green     "                               <2000"  9.                                 di as green     "                               Total" 10.         .                 headermaker7_2A 11.                 tablemaker7_2A `GM_White_1'             `GM_Black_2'            `GM_White_3'            `GM_Black_4'            `GM_White_5'        >     `GM_Black_6'            `GM_White_7' 12.                 tablemaker7_2A `GM_White_1_D'           `GM_Black_2_D'          `GM_White_3_D'          `GM_Black_4_D'          `GM_White_5_D'      >     `GM_Black_6_D'          `GM_White_7_D' 13.                 tablemaker7_2A `IM_White_1'             `IM_Black_2'            `IM_White_3'            `IM_Black_4'            `IM_White_5'        >     `IM_Black_6'            `IM_White_7' 14.                 tablemaker7_2A `IM_White_1_D'           `IM_Black_2_D'          `IM_White_3_D'          `IM_Black_4_D'          `IM_White_5_D'      >     `IM_Black_6_D'          `IM_White_7_D'   15.                 tablemaker7_2A `Master_White_1'         `Master_Black_2'        `Master_White_3'        `Master_Black_4'        `Master_White_5'    >     `Master_Black_6'        `Master_White_7' 16.                 tablemaker7_2A `Master_White_1_D'       `Master_Black_2_D'      `Master_White_3_D'      `Master_Black_4_D'      `Master_White_5_D'  >     `Master_Black_6_D'      `Master_White_7_D' 17.                 tablemaker7_2A `gr2000_White_1'         `gr2000_Black_2'        `gr2000_White_3'        `gr2000_Black_4'        `gr2000_White_5'    >     `gr2000_Black_6'        `gr2000_White_7' 18.                 tablemaker7_2A `gr2000_White_1_D'       `gr2000_Black_2_D'      `gr2000_White_3_D'      `gr2000_Black_4_D'      `gr2000_White_5_D'  >     `gr2000_Black_6_D'      `gr2000_White_7_D' 19.                 tablemaker7_2A `l2000_White_1'          `l2000_Black_2'         `l2000_White_3'         `l2000_Black_4'         `l2000_White_5'     >     `l2000_Black_6'         `l2000_White_7' 20.                 tablemaker7_2A `l2000_White_1_D'        `l2000_Black_2_D'       `l2000_White_3_D'       `l2000_Black_4_D'       `l2000_White_5_D'   >     `l2000_Black_6_D'       `l2000_White_7_D' 21.                 tablemaker7_2A `total_1'                `total_2'               `total_3'               `total_4'               `total_5'           >     `total_6'               `total_7' 22.                 tablemaker7_2A `total_1_D'              `total_2_D'             `total_3_D'             `total_4_D'             `total_5_D'         >     `total_6_D'             `total_7_D' 23.         }                       Table 2: Summary of Centipede Results: Implied Stop Probabilities                               Grandmasters:                               International Masters:                               USCF/FIDE Masters > 2000                               >2000                               <2000                               Total----------------------------------------------------------------------------------------------------Node 1   | Node 2    | Node 3    | Node 4    | Node 5    | Node 6|     Node 7----------------------------------------------------------------------------------------------------0        | .111      | .067      | 0         | .636      | 1 |         116       | 9         | 15        | 7         | 11        | 2 |         20        | 0         | .083      | .625      | .625      | 0 |         112       | 8         | 12        | 8         | 8         | 1 |         2.063     | .077      | .259      | .318      | .455      | .5|         132       | 26        | 27        | 22        | 11        | 8 |         2.056     | .154      | .154      | .2        | .5        | 1 |         118       | 26        | 13        | 15        | 6         | 2 |         1.042     | .103      | .286      | .526      | .7        | .667|       N/A24       | 29        | 21        | 19        | 10        | 6 |         0.039     | .102      | .193      | .352      | .587      | .632|       1102      | 98        | 88        | 71        | 46        | 19|         7r; t=0.17 15:22:30. . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:30. file open table2 using table2.tex, write replacer; t=0.00 15:22:30. file write table2 "\begin{table}" _nr; t=0.00 15:22:30. file write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  r; t=0.00 15:22:30. file write table2 "\hline \hline" _n r; t=0.00 15:22:30. file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node > 6}\\" _n r; t=0.00 15:22:30. file write table2 "\hline" _n r; t=0.00 15:22:30. file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n r; t=0.00 15:22:30. file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n r; t=0.00 15:22:30. file write table2 "Grandmasters & `GM_White_1'  & `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n r; t=0.00 15:22:30. file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nr; t=0.00 15:22:30. file write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nr; t=0.00 15:22:30. file write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nr; t=0.00 15:22:30. file write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nr; t=0.00 15:22:30. file write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black> _6_D')\\" _nr; t=0.00 15:22:30. file write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nr; t=0.00 15:22:30. file write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black> _6_D')\\" _nr; t=0.00 15:22:30. file write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nr; t=0.00 15:22:30. file write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')> \\" _nr; t=0.00 15:22:30. file write table2 "\end{tabular}" _n r; t=0.00 15:22:30. file write table2 "\end{table}" _nr; t=0.00 15:22:30. file close table2r; t=0.00 15:22:30. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 3:  Summary of Race to 100 Results> *****************************************************************************************/.         qui {  3. .         *Number at which SP9 is solved by node:.         local SP9_N_1 = 10  4.         local SP9_N_2 = 20  5.         local SP9_N_3 = 30  6.         local SP9_N_4 = 40  7.         local SP9_N_5 = 50  8.         local SP9_N_6 = 60  9.         local SP9_N_7 = 70 10.         local SP9_N_8 = 80 11.         local SP9_N_9 = 90 12. .         *Number at which SP10 is solved by node:.         local SP10_N_1 = 1 13.         local SP10_N_2 = 12 14.         local SP10_N_3 = 23 15.         local SP10_N_4 = 34 16.         local SP10_N_5 = 45 17.         local SP10_N_6 = 56 18.         local SP10_N_7 = 67 19.         local SP10_N_8 = 78 20.         local SP10_N_9 = 89 21. .         *Percentage of Stops by Node 1-9:GM.         count if title == "GM" & sp9 == 1 22.         local total_count = r(N) 23.         count if  sp9number == 10 & title == "GM" & sp9 == 1 24.         local SP9_P_1_GM = r(N)/`total_count' 25.         count if  sp9number == 20 & title == "GM" & sp9 == 1 26.         local SP9_P_2_GM = r(N)/`total_count' 27.         count if  sp9number == 30 & title == "GM" & sp9 == 1 28.         local SP9_P_3_GM = r(N)/`total_count' 29.         count if  sp9number == 40 & title == "GM" & sp9 == 1 30.         local SP9_P_4_GM = r(N)/`total_count' 31.         count if  sp9number == 50 & title == "GM" & sp9 == 1 32.         local SP9_P_5_GM = r(N)/`total_count' 33.         count if  sp9number == 60 & title == "GM" & sp9 == 1 34.         local SP9_P_6_GM = r(N)/`total_count' 35.         count if  sp9number == 70 & title == "GM" & sp9 == 1 36.         local SP9_P_7_GM = r(N)/`total_count' 37.         count if  sp9number == 80 & title == "GM" & sp9 == 1 38.         local SP9_P_8_GM = r(N)/`total_count' 39.         count if  sp9number == 90 & title == "GM" & sp9 == 1 40.         local SP9_P_9_GM = r(N)/`total_count' 41. .         *Percentage of Stops by Node 1-9:IM.         count if title == "IM" & sp9 == 1 42.         local total_count = r(N) 43.         count if  sp9number == 10 & title == "IM" & sp9 == 1 44.         local SP9_P_1_IM = r(N)/`total_count' 45.         count if  sp9number == 20 & title == "IM" & sp9 == 1 46.         local SP9_P_2_IM = r(N)/`total_count' 47.         count if  sp9number == 30 & title == "IM" & sp9 == 1 48.         local SP9_P_3_IM = r(N)/`total_count' 49.         count if  sp9number == 40 & title == "IM" & sp9 == 1 50.         local SP9_P_4_IM = r(N)/`total_count' 51.         count if  sp9number == 50 & title == "IM" & sp9 == 1 52.         local SP9_P_5_IM = r(N)/`total_count' 53.         count if  sp9number == 60 & title == "IM" & sp9 == 1 54.         local SP9_P_6_IM = r(N)/`total_count' 55.         count if  sp9number == 70 & title == "IM" & sp9 == 1 56.         local SP9_P_7_IM = r(N)/`total_count' 57.         count if  sp9number == 80 & title == "IM" & sp9 == 1 58.         local SP9_P_8_IM = r(N)/`total_count' 59.         count if  sp9number == 90 & title == "IM" & sp9 == 1 60.         local SP9_P_9_IM = r(N)/`total_count' 61. .         *Percentage of Stops by Node 1-9:Master.         count if title == "Master" & sp9 == 1 62.         local total_count = r(N) 63.         count if  sp9number == 10 & title == "Master" & sp9 == 1 64.         local SP9_P_1_Master = r(N)/`total_count' 65.         count if  sp9number == 20 & title == "Master" & sp9 == 1 66.         local SP9_P_2_Master = r(N)/`total_count' 67.         count if  sp9number == 30 & title == "Master" & sp9 == 1 68.         local SP9_P_3_Master = r(N)/`total_count' 69.         count if  sp9number == 40 & title == "Master" & sp9 == 1 70.         local SP9_P_4_Master = r(N)/`total_count' 71.         count if  sp9number == 50 & title == "Master" & sp9 == 1 72.         local SP9_P_5_Master = r(N)/`total_count' 73.         count if  sp9number == 60 & title == "Master" & sp9 == 1 74.         local SP9_P_6_Master = r(N)/`total_count' 75.         count if  sp9number == 70 & title == "Master" & sp9 == 1 76.         local SP9_P_7_Master = r(N)/`total_count' 77.         count if  sp9number == 80 & title == "Master" & sp9 == 1 78.         local SP9_P_8_Master = r(N)/`total_count' 79.         count if  sp9number == 90 & title == "Master" & sp9 == 1 80.         local SP9_P_9_Master = r(N)/`total_count' 81. .         *Percentage of Stops by Node 1-9:g2000.         count if title == ">2000" & sp9 == 1 82.         local total_count = r(N) 83.         count if  sp9number == 10 & title == ">2000" & sp9 == 1 84.         local SP9_P_1_g2000 = r(N)/`total_count' 85.         count if  sp9number == 20 & title == ">2000" & sp9 == 1 86.         local SP9_P_2_g2000 = r(N)/`total_count' 87.         count if  sp9number == 30 & title == ">2000" & sp9 == 1 88.         local SP9_P_3_g2000 = r(N)/`total_count' 89.         count if  sp9number == 40 & title == ">2000" & sp9 == 1 90.         local SP9_P_4_g2000 = r(N)/`total_count' 91.         count if  sp9number == 50 & title == ">2000" & sp9 == 1 92.         local SP9_P_5_g2000 = r(N)/`total_count' 93.         count if  sp9number == 60 & title == ">2000" & sp9 == 1 94.         local SP9_P_6_g2000 = r(N)/`total_count' 95.         count if  sp9number == 70 & title == ">2000" & sp9 == 1 96.         local SP9_P_7_g2000 = r(N)/`total_count' 97.         count if  sp9number == 80 & title == ">2000" & sp9 == 1 98.         local SP9_P_8_g2000 = r(N)/`total_count' 99.         count if  sp9number == 90 & title == ">2000" & sp9 == 1100.         local SP9_P_9_g2000 = r(N)/`total_count'101. .         *Percentage of Stops by Node 1-9:l2000.         count if title == "<2000" & sp9 == 1102.         local total_count = r(N)103.         count if  sp9number == 10 & title == "<2000" & sp9 == 1104.         local SP9_P_1_l2000 = r(N)/`total_count'105.         count if  sp9number == 20 & title == "<2000" & sp9 == 1106.         local SP9_P_2_l2000 = r(N)/`total_count'107.         count if  sp9number == 30 & title == "<2000" & sp9 == 1108.         local SP9_P_3_l2000 = r(N)/`total_count'109.         count if  sp9number == 40 & title == "<2000" & sp9 == 1110.         local SP9_P_4_l2000 = r(N)/`total_count'111.         count if  sp9number == 50 & title == "<2000" & sp9 == 1112.         local SP9_P_5_l2000 = r(N)/`total_count'113.         count if  sp9number == 60 & title == "<2000" & sp9 == 1114.         local SP9_P_6_l2000 = r(N)/`total_count'115.         count if  sp9number == 70 & title == "<2000" & sp9 == 1116.         local SP9_P_7_l2000 = r(N)/`total_count'117.         count if  sp9number == 80 & title == "<2000" & sp9 == 1118.         local SP9_P_8_l2000 = r(N)/`total_count'119.         count if  sp9number == 90 & title == "<2000" & sp9 == 1120.         local SP9_P_9_l2000 = r(N)/`total_count'121. .         *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).         .         count122.         local total_count = r(N)123.         count if  sp9number == 10124.         local SP9_P_1 = round(r(N)/`total_count', .001)125.         *For Latex tables, because Stata messes up on storing decimals in binary:.         local SP9_P_1 = substr("`SP9_P_1'",1,4)126.         count if  sp9number == 20127.         local SP9_P_2 = round(r(N)/`total_count', .001)128.         count if  sp9number == 30129.         local SP9_P_3 = round(r(N)/`total_count', .001)130.         count if  sp9number == 40131.         local SP9_P_4 = round(r(N)/`total_count', .001)132.         count if  sp9number == 50133.         local SP9_P_5 = round(r(N)/`total_count', .001)134.         count if  sp9number == 60135.         local SP9_P_6 = round(r(N)/`total_count', .001)136.         count if  sp9number == 70137.         local SP9_P_7 = round(r(N)/`total_count', .001)138.         count if  sp9number == 80139.         local SP9_P_8 = round(r(N)/`total_count', .001)140.         count if  sp9number == 90141.         local SP9_P_9 = round(r(N)/`total_count', .001)142. .         *Percentage of Stops by Node 1-10:GM.         count if title == "GM" & sp10 == 1143.         local total_count = r(N)144.         count if  sp10number == 1 & title == "GM" & sp10 == 1145.         local SP10_P_1_GM = r(N)/`total_count'146.         count if  sp10number == 12 & title == "GM" & sp10 == 1147.         local SP10_P_2_GM = r(N)/`total_count'148.         count if  sp10number == 23 & title == "GM" & sp10 == 1149.         local SP10_P_3_GM = r(N)/`total_count'150.         count if  sp10number == 34 & title == "GM" & sp10 == 1151.         local SP10_P_4_GM = r(N)/`total_count'152.         count if  sp10number == 45 & title == "GM" & sp10 == 1153.         local SP10_P_5_GM = r(N)/`total_count'154.         count if  sp10number == 54 & title == "GM" & sp10 == 1155.         local SP10_P_6_GM = r(N)/`total_count'156.         count if  sp10number == 67 & title == "GM" & sp10 == 1157.         local SP10_P_7_GM = r(N)/`total_count'158.         count if  sp10number == 78 & title == "GM" & sp10 == 1159.         local SP10_P_8_GM = r(N)/`total_count'160.         count if  sp10number == 89 & title == "GM" & sp10 == 1161.         local SP10_P_9_GM = r(N)/`total_count'162. .         *Percentage of Stops by Node 1-10:IM.         count if title == "IM" & sp10 == 1163.         local total_count = r(N)164.         count if  sp10number == 1 & title == "IM" & sp10 == 1165.         local SP10_P_1_IM = r(N)/`total_count'166.         count if  sp10number == 12 & title == "IM" & sp10 == 1167.         local SP10_P_2_IM = r(N)/`total_count'168.         count if  sp10number == 23 & title == "IM" & sp10 == 1169.         local SP10_P_3_IM = r(N)/`total_count'170.         count if  sp10number == 34 & title == "IM" & sp10 == 1171.         local SP10_P_4_IM = r(N)/`total_count'172.         count if  sp10number == 45 & title == "IM" & sp10 == 1173.         local SP10_P_5_IM = r(N)/`total_count'174.         count if  sp10number == 54 & title == "IM" & sp10 == 1175.         local SP10_P_6_IM = r(N)/`total_count'176.         count if  sp10number == 67 & title == "IM" & sp10 == 1177.         local SP10_P_7_IM = r(N)/`total_count'178.         count if  sp10number == 78 & title == "IM" & sp10 == 1179.         local SP10_P_8_IM = r(N)/`total_count'180.         count if  sp10number == 89 & title == "IM" & sp10 == 1181.         local SP10_P_9_IM = r(N)/`total_count'182. .         *Percentage of Stops by Node 1-10:Master.         count if title == "Master" & sp10 == 1183.         local total_count = r(N)184.         count if  sp10number == 1 & title == "Master" & sp10 == 1185.         local SP10_P_1_Master = r(N)/`total_count'186.         count if  sp10number == 12 & title == "Master" & sp10 == 1187.         local SP10_P_2_Master = r(N)/`total_count'188.         count if  sp10number == 23 & title == "Master" & sp10 == 1189.         local SP10_P_3_Master = r(N)/`total_count'190.         count if  sp10number == 34 & title == "Master" & sp10 == 1191.         local SP10_P_4_Master = r(N)/`total_count'192.         count if  sp10number == 45 & title == "Master" & sp10 == 1193.         local SP10_P_5_Master = r(N)/`total_count'194.         count if  sp10number == 54 & title == "Master" & sp10 == 1195.         local SP10_P_6_Master = r(N)/`total_count'196.         count if  sp10number == 67 & title == "Master" & sp10 == 1197.         local SP10_P_7_Master = r(N)/`total_count'198.         count if  sp10number == 78 & title == "Master" & sp10 == 1199.         local SP10_P_8_Master = r(N)/`total_count'200.         count if  sp10number == 89 & title == "Master" & sp10 == 1201.         local SP10_P_9_Master = r(N)/`total_count'202. .         *Percentage of Stops by Node 1-10:g2000.         count if title == ">2000" & sp10 == 1203.         local total_count = r(N)204.         count if  sp10number == 1 & title == ">2000" & sp10 == 1205.         local SP10_P_1_g2000 = r(N)/`total_count'206.         count if  sp10number == 12 & title == ">2000" & sp10 == 1207.         local SP10_P_2_g2000 = r(N)/`total_count'208.         count if  sp10number == 23 & title == ">2000" & sp10 == 1209.         local SP10_P_3_g2000 = r(N)/`total_count'210.         count if  sp10number == 34 & title == ">2000" & sp10 == 1211.         local SP10_P_4_g2000 = r(N)/`total_count'212.         count if  sp10number == 45 & title == ">2000" & sp10 == 1213.         local SP10_P_5_g2000 = r(N)/`total_count'214.         count if  sp10number == 54 & title == ">2000" & sp10 == 1215.         local SP10_P_6_g2000 = r(N)/`total_count'216.         count if  sp10number == 67 & title == ">2000" & sp10 == 1217.         local SP10_P_7_g2000 = r(N)/`total_count'218.         count if  sp10number == 78 & title == ">2000" & sp10 == 1219.         local SP10_P_8_g2000 = r(N)/`total_count'220.         count if  sp10number == 89 & title == ">2000" & sp10 == 1221.         local SP10_P_9_g2000 = r(N)/`total_count'222. .         *Percentage of Stops by Node 1-10:l2000.         count if title == "<2000" & sp10 == 1223.         local total_count = r(N)224.         count if  sp10number == 1 & title == "<2000" & sp10 == 1225.         local SP10_P_1_l2000 = r(N)/`total_count'226.         count if  sp10number == 12 & title == "<2000" & sp10 == 1227.         local SP10_P_2_l2000 = r(N)/`total_count'228.         count if  sp10number == 23 & title == "<2000" & sp10 == 1229.         local SP10_P_3_l2000 = r(N)/`total_count'230.         count if  sp10number == 34 & title == "<2000" & sp10 == 1231.         local SP10_P_4_l2000 = r(N)/`total_count'232.         count if  sp10number == 45 & title == "<2000" & sp10 == 1233.         local SP10_P_5_l2000 = r(N)/`total_count'234.         count if  sp10number == 54 & title == "<2000" & sp10 == 1235.         local SP10_P_6_l2000 = r(N)/`total_count'236.         count if  sp10number == 67 & title == "<2000" & sp10 == 1237.         local SP10_P_7_l2000 = r(N)/`total_count'238.         count if  sp10number == 78 & title == "<2000" & sp10 == 1239.         local SP10_P_8_l2000 = r(N)/`total_count'240.         count if  sp10number == 89 & title == "<2000" & sp10 == 1241.         local SP10_P_9_l2000 = r(N)/`total_count'242. .         *Percentage of Stops by Node.         count243.         local total_count = r(N)244.         count if sp10number == 1245.         local SP10_P_1 = round(r(N)/`total_count', .001)246.         count if sp10number == 12247.         local SP10_P_2 = round(r(N)/`total_count', .001)248.         count if sp10number == 23249.         local SP10_P_3 = round(r(N)/`total_count', .001)250.         count if sp10number == 34251.         local SP10_P_4 = round(r(N)/`total_count', .001)252.         count if sp10number == 45253.         local SP10_P_5 = round(r(N)/`total_count', .001)254.         count if sp10number == 56255.         local SP10_P_6 = round(r(N)/`total_count', .001)256.         count if sp10number == 67257.         local SP10_P_7 = round(r(N)/`total_count', .001)258.         count if sp10number == 78259.         local SP10_P_8 = round(r(N)/`total_count', .001)260.         count if sp10number == 89261.         local SP10_P_9 = round(r(N)/`total_count', .001)262.         }263. .                         di ""264.                         di as green     "                       Table 3: Summary of Race to 100 Results"265.                         di as green     "                               Number at which Game Solved (1-9)"266.                         di as green     "                               Percentage of time solved (1-9):All Pairs"267.                         di as green     "                               Number at which Game Solved (1-10)"268.                         di as green     "                               Percentage of time solved (1-10) All Pairs"269. .         headermaker9_3C270.         tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'           >     `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'271.         tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'           >     `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'272.         tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'          >     `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'273.         tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'          >     `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'274.         }                       Table 3: Summary of Race to 100 Results                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.573     | .087     | .029     | .039     | .019     | .01      | .029     | .078     | .1361        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.126     | .087     | .019     | .01      | .01      | .029     | .049     | .214     | .447r; t=0.05 15:22:30. .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:30.         file open table3 using table3.tex, write replacer; t=0.00 15:22:30.         file write table3 "\begin{table}[!h]" _nr; t=0.00 15:22:30.         file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  r; t=0.00 15:22:30.         file write table3 "\hline \hline" _n r; t=0.00 15:22:30.         file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7> } & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:22:30.         file write table3 "\hline" _n r; t=0.00 15:22:30.         file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9> _N_8' & `SP9_N_9'\\" _n r; t=0.00 15:22:30.         file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P> _8' & `SP9_P_9'\\" _n r; t=0.00 15:22:30.         file write table3 "\hline" _nr; t=0.00 15:22:30.         file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7> ' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:22:30.         file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' > & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:22:30.         file write table3 "\end{tabular}" _n r; t=0.00 15:22:30.         file write table3 "\end{table}" _nr; t=0.00 15:22:30.         file close table3r; t=0.00 15:22:30. . .         *histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9).         *graph export "$figsdir/F2B1_SP9.wmf", replace.         *histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10).         *graph export "$figsdir/F2B2_SP10.wmf", replace. . forval x = 1/1 {  2. /****************************************************************************************> * tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10> *****************************************************************************************/.         qui {  3.         sort  Player_Code  4.         *RACE 9.         preserve  5.         *       All Players.         drop if color != "White"  6.                         forval y = 10(10)100 {  7. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 4/31 {  8.                                         generate rc9_rnd`x'_cat`y'_i = .  9.                                 } 10.                                 forval x = 4/31 { 11.                                         generate rc9_rnd`x'_mcat`y'_i = . 12.                                 } 13. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 10 14.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4/31 { 15.                                         local x = `v'-1 16.                                         replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x'  17.                                         replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9> _`v' 18.                                         } 19.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i)  20.                                 egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i) 21.                                 } 22. .                 *       All Pairs 1st Chance *Note we switch colors but also winning condition*.                 count if ((sp9round == 2) | (sp9round == 3))  23.                 local N=r(N) 24.                 count 25.                 local NBlack = r(N) 26.                 count if color == "White" & sp9round!= 2 27.                 local SP9_C_First=r(N)+`NBlack' 28.                 local SP9_First =round(`N'/`SP9_C_First',.001) 29. .                 *       All Pairs All other Chances.                 forvalues x = 10(10)100 { 30.                         egen mc_all_`x' =total( rc9_mcat`x') 31.                         sum mc_all_`x' 32.                         local SP9_MC`x' = r(mean) 33.                         egen c_all_`x' = total( rc9_cat`x') 34.                         sum c_all_`x' 35.                         local SP9_C`x' = r(mean) 36.                         local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001) 37.                 } 38.         restore 39. .         *       Grandmasters.                 preserve 40.                 drop if title != "GM" 41.                 forval y = 10(10)100 { 42. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 43.                                 generate rc9_rnd`x'_cat`y'_i_GM = . 44.                         } 45.                         forval x = 4/31 { 46.                                 generate rc9_rnd`x'_mcat`y'_i_GM = . 47.                         } 48. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 49.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 50.                                 local x = `v'-1 51.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 52.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 53.                                 } 54.         .                         forval v = 5(2)31 { 55.                                 local x = `v'-1 56.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 57.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 58.                                 } 59.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM) 60.                         egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM) 61. .                         } 62. .                 *       Grandmasters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1 63.                 local N=r(N) 64.                 count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM") 65.                 local SP9_C_First_GM=r(N) 66.                 local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001) 67. .                 *       Grandmasters all other Chances.                 forvalues x = 10(10)100 { 68.                         egen mc_all_`x'_GM =total( rc9_mcat`x'_GM) 69.                         sum mc_all_`x'_GM 70.                         local SP9_MC`x'_GM = r(mean) 71.                         egen c_all_`x'_GM = total( rc9_cat`x'_GM) 72.                         sum c_all_`x'_GM 73.                         local SP9_C`x'_GM = r(mean) 74.                         local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001) 75.                         drop mc_all_`x' c_all_`x' 76.                 } 77.                 restore 78. .         *       International Masters.                 preserve 79.                 drop if title != "IM" 80.                 forval y = 10(10)100 { 81. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 82.                                 generate rc9_rnd`x'_cat`y'_i_IM = . 83.                         } 84.                         forval x = 4/31 { 85.                                 generate rc9_rnd`x'_mcat`y'_i_IM = . 86.                         } 87. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 88.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 89.                                 local x = `v'-1 90.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 91.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 92.                                 } 93.         .                         forval v = 5(2)31 { 94.                                 local x = `v'-1 95.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 96.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 97.                                 } 98.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM) 99.                         egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)100. .                         }101. .                 *       International Masters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1102.                 local N=r(N)103.                 count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")104.                 local SP9_C_First_IM=r(N)105.                 local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)106. .                 *       International Masters all other Chances.                 forvalues x = 10(10)100 {107.                         egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)108.                         sum mc_all_`x'_IM109.                         local SP9_MC`x'_IM = r(mean)110.                         egen c_all_`x'_IM = total( rc9_cat`x'_IM)111.                         sum c_all_`x'_IM112.                         local SP9_C`x'_IM = r(mean)113.                         local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)114.                         drop mc_all_`x' c_all_`x'115.                 }116.                 restore117. .         *       Masters.                 preserve118.                 drop if title != "Master"119.                 forval y = 10(10)100 {120. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {121.                                 generate rc9_rnd`x'_cat`y'_i_M = .122.                         }123.                         forval x = 4/31 {124.                                 generate rc9_rnd`x'_mcat`y'_i_M = .125.                         }126. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10127.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {128.                                 local x = `v'-1129.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"130.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "Black"131.                                 }132.         .                         forval v = 5(2)31 {133.                                 local x = `v'-1134.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"135.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "White"136.                                 }137.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)138.                         egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)139.                         }140. .                 *       M 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1141.                 local N=r(N)142.                 count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")         143.                 local SP9_C_First_M=r(N)144.                 local SP9_First_M=round(`N'/`SP9_C_First_M',.001)145. .                 *       M all other Chances.                 forvalues x = 10(10)100 {146.                         egen mc_all_`x'_M =total( rc9_mcat`x'_M)147.                         sum mc_all_`x'_M148.                         local SP9_MC`x'_M = r(mean)149.                         egen c_all_`x'_M = total( rc9_cat`x'_M)150.                         sum c_all_`x'_M151.                         local SP9_C`x'_M = r(mean)152.                         local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)153.                         drop mc_all_`x' c_all_`x'154.                 }155.                 restore156. .         *       Greater than 2000.                 preserve157.                 drop if title != ">2000"158.                 forval y = 10(10)100 {159. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {160.                                 generate rc9_rnd`x'_cat`y'_i_g2000 = .161.                         }162.                         forval x = 4/31 {163.                                 generate rc9_rnd`x'_mcat`y'_i_g2000 = .164.                         }165. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10166.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {167.                                 local x = `v'-1168.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"169.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"170.                                 }171.         .                         forval v = 5(2)31 {172.                                 local x = `v'-1173.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"174.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"175.                                 }176.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)177.                         egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)178. .                         }179. .                 *       Greater than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1180.                 local N=r(N)181.                 count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")182.                 local SP9_C_First_g2000=r(N)183.                 local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)184. .                 *       Greater than 2000, all other Chances.                 forvalues x = 10(10)100 {185.                         egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)186.                         sum mc_all_`x'_g2000187.                         local SP9_MC`x'_g2000 = r(mean)188.                         egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)189.                         sum c_all_`x'_g2000190.                         local SP9_C`x'_g2000 = r(mean)191.                         local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)192.                         drop mc_all_`x' c_all_`x'193.                 }194.                 restore195. .         *       Less than 2000.                 preserve196.                 drop if title != "<2000"197.                 forval y = 10(10)100 {198. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {199.                                 generate rc9_rnd`x'_cat`y'_i_l2000 = .200.                         }201.                         forval x = 4/31 {202.                                 generate rc9_rnd`x'_mcat`y'_i_l2000 = .203.                         }204. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10205.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {206.                                 local x = `v'-1207.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"208.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"209.                                 }210.         .                         forval v = 5(2)31 {211.                                 local x = `v'-1212.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"213.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"214.                                 }215.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)216.                         egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)217. .                         }218. .                 *       Less than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1219.                 local N=r(N)220.                 count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")221.                 local SP9_C_First_l2000=r(N)222.                 local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)223. .                 *       Less than 2000, all other Chances.                 forvalues x = 10(10)100 {224.                         egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)225.                         sum mc_all_`x'_l2000226.                         local SP9_MC`x'_l2000 = r(mean)227.                         egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)228.                         sum c_all_`x'_l2000229.                         local SP9_C`x'_l2000 = r(mean)230.                         local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)231.                         drop mc_all_`x' c_all_`x'232.                 }233.                 restore234. .         *RACE 10,  Opportunities, Lost & Found:.                 *       All Players.                 preserve235.                 drop if color != "White"236.                         forval y = 1(11)100 {237. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {238.                                         generate rc10_rnd`x'_cat`y'_i = .239.                                 }240.                                 forval x = 3/26 {241.                                         generate rc10_rnd`x'_mcat`y'_i = .242.                                 }243. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 11244.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3/26 {245.                                         local x = `v'-1246.                                         replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'247.                                         replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number > >= r_10_`v'248.                                         }249.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)250.                                 egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)251.                                 drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i252.                                 }253. . .                 *       All Pairs 1st Chance.                 count if ((sp10round == 1) | (sp10round == 2))254.                 local SP10_TCFirst=r(N)255.                 count256.                 local WNumber = r(N)257.                 count if  sp10round!= 1258.                 local SP10_C_First =r(N)+`WNumber'259.                 local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)260. .                 *       All Pairs All other Chances.                 forvalues x = 12(11)100 {261.                         egen mc_all_`x' =total( rc10_mcat`x')262.                         sum mc_all_`x'263.                         local SP10_MC`x' = r(mean)264.                         egen c_all_`x' = total( rc10_cat`x')265.                         sum c_all_`x'266.                         local SP10_C`x' = r(mean)267.                         local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)268.                 }269.                 restore270. .                 *       Grandmasters.                         preserve271.                         drop if title != "GM"272.                         forval y = 1(11)100 {273. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. > (Or,.                                 forval x = 3/26 {274.                                         generate rc10_rnd`x'_cat`y'_i_GM = .275.                                 }276.                                 forval x = 3/26 {277.                                         generate rc10_rnd`x'_mcat`y'_i_GM = .278.                                 }279. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11280.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3(2)25 {281.                                         local x = `v'-1282.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"283.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"284.                                         }285.                 .                                 forval v = 3(2)26 {286.                                         local x = `v'-1287.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"288.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"289.                                         }290.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)291.                                 egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)292. .                                 }293. .                         *       Grandmasters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & > sp10 == 1294.                                 local SP10_TCFirst_GM=r(N)295.                                 count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")296.                                 local SP10_C_First_GM =r(N)297.                                 local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)298. .                         *       Grandmasters all other Chances.                         forvalues x = 12(11)100 {299.                                 egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)300.                                 sum mc_all_`x'_GM301.                                 local SP10_MC`x'_GM = r(mean)302.                                 egen c_all_`x'_GM = total( rc10_cat`x'_GM)303.                                 sum c_all_`x'_GM304.                                 local SP10_C`x'_GM = r(mean)305.                                 local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)306.                                 drop mc_all_`x' c_all_`x'307.                         }308.                         restore309. .                 *       International Masters.                         preserve310.                         drop if title != "IM"311.                         forval y = 1(11)100 {312. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {313.                                         generate rc10_rnd`x'_cat`y'_i_IM = .314.                                 }315.                                 forval x = 3/26 {316.                                         generate rc10_rnd`x'_mcat`y'_i_IM = .317.                                 }318. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11319.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {320.                                         local x = `v'-1321.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"322.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"323.                                         }324.                 .                                 forval v = 5(2)26 {325.                                         local x = `v'-1326.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"327.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"328.                                         }329.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)330.                                 egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)331. .                                 }332. .                         *       International Masters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & > sp10 == 1333.                                 local SP10_TCFirst_IM=r(N)334.                                 count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")335.                                 local SP10_C_First_IM =r(N)336.                                 local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)337.                 .                         *       International Masters all other Chances.                         forvalues x = 12(11)100 {338.                                 egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)339.                                 sum mc_all_`x'_IM340.                                 local SP10_MC`x'_IM = r(mean)341.                                 egen c_all_`x'_IM = total( rc10_cat`x'_IM)342.                                 sum c_all_`x'_IM343.                                 local SP10_C`x'_IM = r(mean)344.                                 local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)345.                                 drop mc_all_`x' c_all_`x'346.                         }347.                         restore348. .                 *       Masters.                         preserve349.                         drop if title != "Master"350.                         forval y = 1(11)100 {351. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {352.                                         generate rc10_rnd`x'_cat`y'_i_M = .353.                                 }354.                                 forval x = 3/26 {355.                                         generate rc10_rnd`x'_mcat`y'_i_M = .356.                                 }357. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11358.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {359.                                         local x = `v'-1360.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> Black"361.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "Black"362.                                         }363.                 .                                 forval v = 5(2)26 {364.                                         local x = `v'-1365.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> White"366.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "White"367.                                         }368.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)369.                                 egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)370. .                                 }371. .                         *       M 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Mast> er")) & sp10 == 1372.                                 local SP10_TCFirst_M=r(N)373.                                 count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")374.                                 local SP10_C_First_M =r(N)375.                                 local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)376.                 .                         *       M all other Chances.                         forvalues x = 12(11)100 {377.                                 egen mc_all_`x'_M =total( rc10_mcat`x'_M)378.                                 sum mc_all_`x'_M379.                                 local SP10_MC`x'_M = r(mean)380.                                 egen c_all_`x'_M = total( rc10_cat`x'_M)381.                                 sum c_all_`x'_M382.                                 local SP10_C`x'_M = r(mean)383.                                 local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)384. .                                 drop mc_all_`x' c_all_`x'385.                         }386.                         restore387. .                 *       Greater than 2000.                         preserve388.                         drop if title != ">2000"389.                         forval y = 1(11)100 {390. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {391.                                         generate rc10_rnd`x'_cat`y'_i_g2000 = .392.                                 }393.                                 forval x = 3/26 {394.                                         generate rc10_rnd`x'_mcat`y'_i_g2000 = .395.                                 }396. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11397. .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {398.                                         local x = `v'-1399.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"400.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"401.                                         }402.                 .                                 forval v = 5(2)26 {403.                                         local x = `v'-1404.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"405.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"406.                                         }407.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)408.                                 egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)409. .                                 }410. .                         *       Greater than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000> ")) & sp10 == 1411.                                 local SP10_TCFirst_g2000=r(N)412.                                 count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")413.                                 local SP10_C_First_g2000 =r(N)414.                                 local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)415.                 .                         *       Greater than 2000, all other Chances.                         forvalues x = 12(11)100 {416.                                 egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)417.                                 sum mc_all_`x'_g2000418.                                 local SP10_MC`x'_g2000 = r(mean)419.                                 egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)420.                                 sum c_all_`x'_g2000421.                                 local SP10_C`x'_g2000 = r(mean)422.                                 local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)423.                                 drop mc_all_`x' c_all_`x'424.                         }425.                         restore426. .                 *       Less than 2000.                         preserve427.                         drop if title != "<2000"428.                         forval y = 1(11)100 {429. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {430.                                         generate rc10_rnd`x'_cat`y'_i_l2000 = .431.                                 }432.                                 forval x = 3/26 {433.                                         generate rc10_rnd`x'_mcat`y'_i_l2000 = .434.                                 }435. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11436.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {437.                                         local x = `v'-1438.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"439.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"440.                                         }441.                 .                                 forval v = 5(2)26 {442.                                         local x = `v'-1443.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"444.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"445.                                         }446.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)447.                                 egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)448. .                                 }449. .                         *       Less than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000> ")) & sp10 == 1450.                                 local SP10_TCFirst_l2000=r(N)451.                                 count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")452.                                 local SP10_C_First_l2000 =r(N)453.                                 local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)454. .                         *       Less than 2000, all other Chances.                         forvalues x = 12(11)100 {455.                                 egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)456.                                 sum mc_all_`x'_l2000457.                                 local SP10_MC`x'_l2000 = r(mean)458.                                 egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)459.                                 sum c_all_`x'_l2000460.                                 local SP10_C`x'_l2000 = r(mean)461.                                 local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)462.                                 drop mc_all_`x' c_all_`x'463.                         }464.                         restore465.         }466. .         di ""467.         di as green     "                       Table 4B: Implied Probabilities: Race to 100 1-10"468.         di as green     "                       Total"469.         di as green     "                       GM"470.         di as green     "                       IM"471.         di as green     "                       M"472.         di as green     "                       Greater than 2000"473.         di as green     "                       Less than 2000"474.         headermaker11_4X_10_N475.         tablemaker11_4X_N `SP10_First'                  "."     `SP10_12'               `SP10_23'               `SP10_34'               `SP10_45'   >             `SP10_56'               `SP10_67'               `SP10_78'               `SP10_89'476.         tablemaker11_4X_N (`SP10_C_First')              "(.)"   (`SP10_C12')            (`SP10_C23')            (`SP10_C34')            (`SP10_C45')>             (`SP10_C56')            (`SP10_C67')            (`SP10_C78')            (`SP10_C89')477.         tablemaker11_4X_N `SP10_First_GM'               "."     `SP10_12_GM'            `SP10_23_GM'            `SP10_34_GM'            `SP10_45_GM'>             `SP10_56_GM'            `SP10_67_GM'            `SP10_78_GM'            `SP10_89_GM'478.         tablemaker11_4X_N (`SP10_C_First_GM')           "(.)"   (`SP10_C12_GM')         (`SP10_C23_GM')         (`SP10_C34_GM')         (`SP10_C45_G> M')         (`SP10_C56_GM')         (`SP10_C67_GM')         (`SP10_C78_GM')         (`SP10_C89_GM')479.         tablemaker11_4X_N `SP10_First_IM'               "."     `SP10_12_IM'            `SP10_23_IM'            `SP10_34_IM'            `SP10_45_IM'>             `SP10_56_IM'            `SP10_67_IM'            `SP10_78_IM'            `SP10_89_IM'480.         tablemaker11_4X_N (`SP10_C_First_IM')           "(.)"   (`SP10_C12_IM')         (`SP10_C23_IM')         (`SP10_C34_IM')         (`SP10_C45_I> M')         (`SP10_C56_IM')         (`SP10_C67_IM')         (`SP10_C78_IM')         (`SP10_C89_IM')481.         tablemaker11_4X_N `SP10_First_M'                "."     `SP10_12_M'             `SP10_23_M'             `SP10_34_M'             `SP10_45_M' >             `SP10_56_M'             `SP10_67_M'             `SP10_78_M'             `SP10_89_M'482.         tablemaker11_4X_N (`SP10_C_First_M')            "(.)"   (`SP10_C12_M')          (`SP10_C23_M')          (`SP10_C34_M')          (`SP10_C45_M> ')          (`SP10_C56_M')          (`SP10_C67_M')          (`SP10_C78_M')          (`SP10_C89_M')483.         tablemaker11_4X_N `SP10_First_g2000'            "."     `SP10_12_g2000'         `SP10_23_g2000'         `SP10_34_g2000'         `SP10_45_g20> 00'         `SP10_56_g2000'         `SP10_67_g2000'         `SP10_78_g2000'         `SP10_89_g2000'484.         tablemaker11_4X_N (`SP10_C_First_g2000')        "(.)"   (`SP10_C12_g2000')      (`SP10_C23_g2000')      (`SP10_C34_g2000')      (`SP10_C45_g> 2000')      (`SP10_C56_g2000')      (`SP10_C67_g2000')      (`SP10_C78_g2000')      (`SP10_C89_g2000')485.         tablemaker11_4X_N `SP10_First_l2000'            "."     `SP10_12_l2000'         `SP10_23_l2000'         `SP10_34_l2000'         `SP10_45_l20> 00'         `SP10_56_l2000'         `SP10_67_l2000'         `SP10_78_l2000'         `SP10_89_l2000'486.         tablemaker11_4X_N (`SP10_C_First_l2000')        "(.)"   (`SP10_C12_l2000')      (`SP10_C23_l2000')      (`SP10_C34_l2000')      (`SP10_C45_l> 2000')      (`SP10_C56_l2000')      (`SP10_C67_l2000')      (`SP10_C78_l2000')      (`SP10_C89_l2000')487. .         cd "$tabledir"488.         file open table4b using table4b.tex, write replace489.         file write table4b "\begin{table}" _n490.         file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  491.         file write table4b "\hline \hline" _n 492.         file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf> {70} & \textbf{80} & \textbf{90}\\" _n 493.         file write table4b "\hline" _n 494.         file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\> " _n 495.         file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`> SP10_C78') & (`SP10_C89')\\" _n 496.         file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP> 10_78_GM' & `SP10_89_GM'\\" _n 497.         file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') &>  (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n498.         file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `S> P10_78_IM' & `SP10_89_IM' \\" _n499.         file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') &>  (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n500.         file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_> 78_M' & `SP10_89_M'\\" _n501.         file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP1> 0_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n502.         file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g20> 00' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n503.         file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`> SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n504.         file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l20> 00' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n505.         file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`> SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n506.         file write table4b "\end{tabular}" _n 507.         file write table4b "\end{table}" _n508.         file close table4b509. . .         foreach x in GM IM M g2000 l2000 {510.         local SP10_First_`x'_T =  `SP10_First_`x''511.         local SP10_First_`x'_C_T =  `SP10_C_First_`x''512.         }513. .         di ""514.         di as green     "                       Table 4A: Implied Probabilities: Race to 100 1-9"515.         di as green     "                       Total"516.         di as green     "                       GM"517.         di as green     "                       IM"518.         di as green     "                       M"519.         di as green     "                       Greater than 2000"520.         di as green     "                       Less than 2000"521.         headermaker11_4X_9_N522.         tablemaker11_4X_N `SP9_First'           `SP9_10'                `SP9_20'                `SP9_30'                `SP9_40'                `SP9> _50'                `SP9_60'                `SP9_70'                `SP9_80'                `SP9_90'523.         tablemaker11_4X_N (`SP9_C_First')       (`SP9_C10')             (`SP9_C20')             (`SP9_C30')             (`SP9_C40')             (`SP> 9_C50')             (`SP9_C60')             (`SP9_C70')             (`SP9_C80')             (`SP9_C90') 524.         tablemaker11_4X_N `SP9_First_GM'        `SP9_10_GM'             `SP9_20_GM'             `SP9_30_GM'             `SP9_40_GM'             `SP9> _50_GM'             `SP9_60_GM'             `SP9_70_GM'             `SP9_80_GM'             `SP9_90_GM' 525.         tablemaker11_4X_N (`SP9_C_First_GM')    (`SP9_C10_GM')          (`SP9_C20_GM')          (`SP9_C30_GM')          (`SP9_C40_GM')          (`SP> 9_C50_GM')          (`SP9_C60_GM')          (`SP9_C70_GM')          (`SP9_C80_GM')          (`SP9_C90_GM')526.         tablemaker11_4X_N `SP9_First_IM'        `SP9_10_IM'             `SP9_20_IM'             `SP9_30_IM'             `SP9_40_IM'             `SP9> _50_IM'             `SP9_60_IM'             `SP9_70_IM'             `SP9_80_IM'             `SP9_90_IM' 527.         tablemaker11_4X_N (`SP9_C_First_IM')    (`SP9_C10_IM')          (`SP9_C20_IM')          (`SP9_C30_IM')          (`SP9_C40_IM')          (`SP> 9_C50_IM')          (`SP9_C60_IM')          (`SP9_C70_IM')          (`SP9_C80_IM')          (`SP9_C90_IM')528.         tablemaker11_4X_N `SP9_First_M'         `SP9_10_M'              `SP9_20_M'              `SP9_30_M'              `SP9_40_M'              `SP9> _50_M'              `SP9_60_M'              `SP9_70_M'              `SP9_80_M'              `SP9_90_M' 529.         tablemaker11_4X_N (`SP9_C_First_M')     (`SP9_C10_M')           (`SP9_C20_M')           (`SP9_C30_M')           (`SP9_C40_M')           (`SP> 9_C50_M')           (`SP9_C60_M')           (`SP9_C70_M')           (`SP9_C80_M')           (`SP9_C90_M')530.         tablemaker11_4X_N `SP9_First_g2000'     `SP9_10_g2000'          `SP9_20_g2000'          `SP9_30_g2000'          `SP9_40_g2000'          `SP9> _50_g2000'          `SP9_60_g2000'          `SP9_70_g2000'          `SP9_80_g2000'          `SP9_90_g2000' 531.         tablemaker11_4X_N (`SP9_C_First_g2000') (`SP9_C10_g2000')       (`SP9_C20_g2000')       (`SP9_C30_g2000')       (`SP9_C40_g2000')       (`SP> 9_C50_g2000')       (`SP9_C60_g2000')       (`SP9_C70_g2000')       (`SP9_C80_g2000')       (`SP9_C90_g2000')532.         tablemaker11_4X_N `SP9_First_l2000'     `SP9_10_l2000'          `SP9_20_l2000'          `SP9_30_l2000'          `SP9_40_l2000'          `SP9> _50_l2000'          `SP9_60_l2000'          `SP9_70_l2000'          `SP9_80_l2000'          `SP9_90_l2000' 533.         tablemaker11_4X_N (`SP9_C_First_l2000') (`SP9_C10_l2000')       (`SP9_C20_l2000')       (`SP9_C30_l2000')       (`SP9_C40_l2000')       (`SP> 9_C50_l2000')       (`SP9_C60_l2000')       (`SP9_C70_l2000')       (`SP9_C80_l2000')       (`SP9_C90_l2000')534.         }                       Table 4B: Implied Probabilities: Race to 100 1-10                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 1        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89------------------------------------------------------------------------------------------------------------------------.098     | .        | .095     | .022     | .008     | .008     | .026     | .047     | .198     | .754(193)    | (.)      | (21)     | (91)     | (120)    | (125)    | (116)    | (107)    | (111)    | (61).2       | .        | 0        | 0        | 0        | .071     | .077     | .1       | .286     | .75(25)     | (.)      | (2)      | (5)      | (16)     | (14)     | (13)     | (10)     | (14)     | (4).105     | .        | .333     | 0        | 0        | 0        | .091     | .083     | .167     | 1(19)     | (.)      | (3)      | (9)      | (11)     | (10)     | (11)     | (12)     | (12)     | (5).107     | .        | 0        | .043     | 0        | 0        | 0        | .04      | .226     | .8(56)     | (.)      | (5)      | (23)     | (26)     | (36)     | (31)     | (25)     | (31)     | (20).024     | .        | .167     | 0        | 0        | 0        | .034     | .103     | .045     | .647(42)     | (.)      | (6)      | (21)     | (36)     | (36)     | (29)     | (29)     | (22)     | (17).098     | .        | 0        | 0        | .031     | 0        | 0        | 0        | .219     | .75(51)     | (.)      | (5)      | (28)     | (32)     | (28)     | (32)     | (33)     | (32)     | (16)/Users/trevorgallen/Desktop/Chess/Tables/                       Table 4A: Implied Probabilities: Race to 100 1-9                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90------------------------------------------------------------------------------------------------------------------------.392     | .333     | .147     | .061     | .083     | .048     | .026     | .086     | .242     | .737(158)    | (3)      | (34)     | (49)     | (48)     | (42)     | (38)     | (35)     | (33)     | (19).5       | .        | 0        | 0        | .167     | 0        | 0        | 0        | 0        | .5(16)     | (0)      | (4)      | (4)      | (6)      | (5)      | (5)      | (4)      | (5)      | (2).333     | .        | 0        | .333     | 0        | 0        | 0        | 0        | .75      | .(12)     | (0)      | (4)      | (3)      | (4)      | (4)      | (2)      | (2)      | (4)      | (0).422     | .        | .4       | 0        | .077     | .083     | 0        | .111     | .222     | 1(45)     | (0)      | (5)      | (10)     | (13)     | (12)     | (9)      | (9)      | (9)      | (5).357     | .333     | 0        | .118     | .167     | .091     | .091     | 0        | 0        | .6(42)     | (3)      | (13)     | (17)     | (12)     | (11)     | (11)     | (8)      | (6)      | (5).372     | .        | .375     | 0        | 0        | 0        | 0        | .167     | .333     | .714(43)     | (0)      | (8)      | (15)     | (13)     | (10)     | (11)     | (12)     | (9)      | (7)r; t=2.20 15:22:32. .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:32.         file open table4a using table4a.tex, write replacer; t=0.01 15:22:32.         file write table4a "\begin{table}[!h]" _nr; t=0.00 15:22:32.         file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  r; t=0.00 15:22:32.         file write table4a "\hline \hline" _n r; t=0.00 15:22:32.         file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70> } & \textbf{80} & \textbf{90}\\" _n r; t=0.00 15:22:32.         file write table4a "\hline" _n r; t=0.00 15:22:32.         file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n r; t=0.00 15:22:32.         file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP> 9_C80') & (`SP9_C90') \\" _n r; t=0.00 15:22:32.         file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP> 9_80_GM' & `SP9_90_GM' \\" _n r; t=0.00 15:22:32.         file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM')>  & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _nr; t=0.00 15:22:32.         file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `S> P9_80_IM' & `SP9_90_IM' \\" _nr; t=0.00 15:22:32.         file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM')>  & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _nr; t=0.00 15:22:32.         file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80> _M' & `SP9_90_M' \\" _nr; t=0.00 15:22:32.         file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP> 9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _nr; t=0.00 15:22:32.         file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60> _g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _nr; t=0.00 15:22:32.         file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000'> ) & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _nr; t=0.00 15:22:32.         file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60> _l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _nr; t=0.00 15:22:32.         file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000'> ) & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _nr; t=0.00 15:22:32.         file write table4a "\end{tabular}" _n r; t=0.00 15:22:32.         file write table4a "\end{table}" _nr; t=0.00 15:22:32.         file close table4ar; t=0.00 15:22:32. .         foreach x in GM IM M g2000 l2000 {  2.         local SP9_First_`x'_T =  `SP9_First_`x''  3.         local SP9_First_`x'_C_T =  `SP9_C_First_`x''  4.         }r; t=0.00 15:22:32. . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 5:  Percentage of games solved at each Node> *****************************************************************************************/.         qui {  3. .         *SP9's:.                 *Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  4.                         local SP9_9F_N = r(N)  5.                         count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  6.                         local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)  7.                         count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  8.                         local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)  9.                         count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 10.                         local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001) 11.                         count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 12.                         local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001) 13.                         count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 14.                         local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001) 15.                         count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 16.                         local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001) 17.                         count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 18.                         local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001) 19.                         count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 20.                         local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001) 21.                         count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 22.                         local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001) 23. .                 *Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 24.                         local SP9_10F_N = r(N) 25.                         count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 26.                         local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001) 27.                         count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 28.                         local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001) 29.                         count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 30.                         local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001) 31.                         count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 32.                         local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001) 33.                         count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001) 35.                         count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 36.                         local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001) 37.                         count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 38.                         local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001) 39.                         count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 40.                         local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001) 41.                         count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 42.                         local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001) 43. . . .         *SP10.                 *Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != . 44.                         local SP10_9F_N = r(N) 45.                         count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 46.                         local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001) 47.                         count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 48.                         local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001) 49.                         count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 50.                         local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001) 51.                         count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 52.                         local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001) 53.                         count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 54.                         local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001) 55.                         count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 56.                         local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001) 57.                         count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 58.                         local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001) 59.                         count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 60.                         local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001) 61.                         count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 62.                         local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001) 63. .                 *Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != . 64.                         local SP10_10F_N = r(N) 65.                         count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 66.                         local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001) 67.                         count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 68.                         local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001) 69.                         count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 70.                         local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001) 71.                         count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 72.                         local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001) 73.                         count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 74.                         local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001) 75.                         count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 76.                         local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001) 77.                         count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 78.                         local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001) 79.                         count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 80.                         local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001) 81.                         count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 82.                         local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001) 83.                         *For Latex tables, because Stata messes up on storing decimals in binary:.                         local SP10_10F_9 = substr("`SP10_10F_9'",1,4) 84.         } 85.         *We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solution> s!).                 local SP9_9F_N = `SP9_9F_N'/2 86.                 local SP9_10F_N = `SP9_10F_N'/2 87.                 local SP10_10F_N = `SP10_10F_N'/2 88.                 local SP10_9F_N = `SP10_9F_N'/2 89.                 .                         di "" 90.                         di as green     "                       Table 5: Percentage of Games Solved At Each Node" 91.                         di as green     "                               Race 1-9:  1-9 played first" 92.                         di as green     "                               Race 1-9:  1-10 played first" 93.                         di as green     "                               Race 1-10:  1-9 played first" 94.                         di as green     "                               Race 1-10:  1-10 played first" 95. .         headermaker10_6A 96.         tablemaker10_6A  `SP9_9F_N'             `SP9_9F_P_1'            `SP9_9F_P_2'            `SP9_9F_P_3'            `SP9_9F_P_4'            `SP9> _9F_P_5'            `SP9_9F_P_6'            `SP9_9F_P_7'            `SP9_9F_P_8'            `SP9_9F_P_9' 97.         tablemaker10_6A  `SP9_10F_N'            `SP9_10F_P_1'           `SP9_10F_P_2'           `SP9_10F_P_3'           `SP9_10F_P_4'           `SP9> _10F_P_5'           `SP9_10F_P_6'           `SP9_10F_P_7'           `SP9_10F_P_8'           `SP9_10F_P_9' 98.         tablemaker10_6A  `SP10_10F_N'           `SP10_10F_1'            `SP10_10F_2'            `SP10_10F_3'            `SP10_10F_4'            `SP1> 0_10F_5'            `SP10_10F_6'            `SP10_10F_7'            `SP10_10F_8'            `SP10_10F_9' 99.         tablemaker10_6A  `SP10_9F_N'            `SP10_9F_1'             `SP10_9F_2'             `SP10_9F_3'             `SP10_9F_4'             `SP1> 0_9F_5'             `SP10_9F_6'             `SP10_9F_7'             `SP10_9F_8'             `SP10_9F_9'100. .         }                       Table 5: Percentage of Games Solved At Each Node                               Race 1-9:  1-9 played first                               Race 1-9:  1-10 played first                               Race 1-10:  1-9 played first                               Race 1-10:  1-10 played first------------------------------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8 | Node 9------------------------------------------------------------------------------------------------------------------------52       | .615     | .115     | .038     | .019     | .019     | 0        | .019     | .058   | .11551       | .529     | .059     | .02      | .059     | .02      | .02      | .039     | .098   | .15751       | .078     | .059     | 0        | .02      | 0        | .059     | .039     | .176   | .56951       | .176     | .118     | .039     | 0        | .02      | 0        | .059     | .255   | .333r; t=0.12 15:22:32.  .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:32.         file open table5 using table5.tex, write replacer; t=0.00 15:22:32.         file write table5 "\begin{table}[!h]" _nr; t=0.00 15:22:32.         file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  r; t=0.00 15:22:32.         file write table5 "\hline \hline" _n r; t=0.00 15:22:32.         file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} > & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:22:32.         file write table5 "\hline" _n r; t=0.00 15:22:32.         file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n r; t=0.00 15:22:32.         file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' &>  `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n r; t=0.00 15:22:32.         file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10> F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n r; t=0.00 15:22:32.         file write table5 "\hline" _nr; t=0.00 15:22:32.         file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n r; t=0.00 15:22:32.         file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6> ' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n r; t=0.00 15:22:32.         file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP> 10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n r; t=0.00 15:22:32.         file write table5 "\end{tabular}" _n r; t=0.00 15:22:32.         file write table5 "\end{table}" _nr; t=0.00 15:22:32.         file close table5r; t=0.00 15:22:32. .         *We revert back to counting individuals not pairs..                 local SP9_9F_N = `SP9_9F_N'*2r; t=0.00 15:22:32.                 local SP9_10F_N = `SP9_10F_N'*2r; t=0.00 15:22:32.                 local SP10_10F_N = `SP10_10F_N'*2r; t=0.00 15:22:32.                 local SP10_9F_N = `SP10_9F_N'*2r; t=0.00 15:22:32.                 . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 6:  Centipede Behavior by Induction Ability> Implied stop probabilities pi at each Terminal Node - Chess Players> *****************************************************************************************/.         qui {  3.         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1  4.                 local N=r(N)  5.                 count if bestinductors == 1 & color == "White" & cpnode != .  6.                 local D=r(N)  7.                 local bestinductors_White_1=`N'/`D'  8.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1  9. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 10.                 local N=r(N) 11.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 12.                 local D=r(N) 13.                 local bestinductors_Black_2=`N'/`D' 14.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 15. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 16.                 local N=r(N) 17.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 18.                 local D=r(N) 19.                 local bestinductors_White_3=`N'/`D' 20.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 21. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 22.                 local N=r(N) 23.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 24.                 local D=r(N) 25.                 local bestinductors_Black_4=`N'/`D' 26.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 27. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 28.                 local N=r(N) 29.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 30.                 local D=r(N) 31.                 local bestinductors_White_5=`N'/`D' 32.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 33. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 34.                 local N=r(N) 35.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 36.                 local D=r(N) 37.                 local bestinductors_Black_6=`N'/`D' 38.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 39. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 40.                 local N=r(N) 41.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 42.                 local D=r(N) 43.                 local bestinductors_White_7=`N'/`D' 44.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 45. .                 drop cp_bestinductors 46.                 count if bestinductors == 1 & cpnode != . 47.                 local BI_N = r(N) 48. .         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1 49.                 local BN_1=r(N) 50.                 count if bestinductors == 1 & color == "White" & cpnode != . 51.                 local DN_1=r(N) 52.                 local bestinductors_White_1 = round(`BN_1'/`DN_1', .001) 53.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1 54. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 55.                 local BN_2=r(N) 56.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 57.                 local DN_2=r(N) 58.                 local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001) 59.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 60. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 61.                 local BN_3=r(N) 62.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 63.                 local DN_3=r(N) 64.                 local bestinductors_White_3 =round(`BN_3'/`DN_3', .001) 65.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 66. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 67.                 local BN_4=r(N) 68.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 69.                 local DN_4=r(N) 70.                 local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001) 71.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 72. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 73.                 local BN_5=r(N) 74.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 75.                 local DN_5=r(N) 76.                 local bestinductors_White_5 =round(`BN_5'/`DN_5', .001) 77.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4) 78.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 79. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 80.                 local BN_6=r(N) 81.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 82.                 local DN_6=r(N) 83.                 local bestinductors_Black_6=round(`BN_6'/`DN_6', .001) 84.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 85. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 86.                 local BN_7=r(N) 87.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 88.                 local DN_7=r(N) 89.                 local bestinductors_White_7=round(`BN_7'/`DN_7', .001) 90.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 91. .                 count if secondbestinductors == 1 & cpnode != . 92.                 local SBI_N = r(N) 93. .         *Second Best Inductors who stopped at the 1st node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 1 94.                 local SN_1=r(N) 95.                 count if secondbestinductors == 1 & color == "White" & cpnode != . 96.                 local DSN_1=r(N) 97.                 local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001) 98.                 generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1 99. .         *Second Best Inductors who stopped at the 2nd node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 2100.                 local SN_2=r(N)101.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .102.                 local DSN_2=r(N)103.                 local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)104.                 replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2105. .         *Second Best Inductors who stopped at the 3rd node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 3106.                 local SN_3=r(N)107.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .108.                 local DSN_3=r(N)109.                 local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)110.                 replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3111. .         *Second Best Inductors who stopped at the 4th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 4112.                 local SN_4=r(N)113.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .114.                 local DSN_4=r(N)115.                 local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)116.                 replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4117. .         *Second Best Inductors who stopped at the 5th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 5118.                 local SN_5=r(N)119.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .120.                 local DSN_5=r(N)121.                 local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)122.                 replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5123. .         *Second Best Inductors who stopped at the 6th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 6124.                 local SN_6=r(N)125.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != .126.                 local DSN_6=r(N)127.                 local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)128.                 replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6129. .         *Second Best Inductors who stopped at the 7th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 7130.                 local SN_7=r(N)131.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != 6 & cpnode != .132.                 local DSN_7=r(N)133.                 local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)134.                 replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .135. .                 count if goodinductors == 1 & cpnode != .136.                 local GI_N = r(N)137. .         *Good Inductors who stopped at the 1st node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 1138.                 local GN_1=r(N)139.                 count if goodinductors == 1 & color == "White" & cpnode != .140.                 local DGN_1=r(N)141.                 local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)142.                 generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1143. .         *Good Inductors who stopped at the 2nd node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 2144.                 local GN_2=r(N)145.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .146.                 local DGN_2=r(N)147.                 local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)148.                 replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2149. .         *Good Inductors who stopped at the 3rd node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 3150.                 local GN_3=r(N)151.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .152.                 local DGN_3=r(N)153.                 local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)154.                 replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3155. .         *Good Inductors who stopped at the 4th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 4156.                 local GN_4=r(N)157.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .158.                 local DGN_4=r(N)159.                 local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)160.                 replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4161. .         *Good Inductors who stopped at the 5th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 5162.                 local GN_5=r(N)163.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .164.                 local DGN_5=r(N)165.                 local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)166.                 replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5167. .         *Good Inductors who stopped at the 6th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 6168.                 local GN_6=r(N)169.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .170.                 local DGN_6=r(N)171.                 local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)172.                 replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6173. .         *Good Inductors who stopped at the 7th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 7174.                 local GN_7=r(N)175.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != .176.                 local DGN_7=r(N)177.                 local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)178.                 replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .179. .                 count if badinductors == 1 & cpnode != .180.                 local BD_N = r(N)181. .         *Bad Inductors who stopped at the 1st node and could.                 count if badinductors == 1 & color == "White" & cpnode == 1182.                 local BdN_1=r(N)183.                 count if badinductors == 1 & color == "White" & cpnode != .184.                 local DBN_1=r(N)185.                 local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)186.                 generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1187. .         *Bad Inductors who stopped at the 2nd node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 2188.                 local BdN_2=r(N)189.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .190.                 local DBN_2=r(N)191.                 local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)192.                 replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2193. .         *Bad Inductors who stopped at the 3rd node and could.                 count if badinductors == 1 & color == "White" & cpnode == 3194.                 local BdN_3=r(N)195.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .196.                 local DBN_3=r(N)197.                 local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)198.                 replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3199. .         *Bad Inductors who stopped at the 4th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 4200.                 local BdN_4=r(N)201.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .202.                 local DBN_4=r(N)203.                 local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)204.                 replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4205. .         *Bad Inductors who stopped at the 5th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 5206.                 local BdN_5=r(N)207.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .208.                 local DBN_5=r(N)209.                 local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)210.                 replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5211. .         *Bad Inductors who stopped at the 6th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 6212.                 local BdN_6=r(N)213.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .214.                 local DBN_6=r(N)215.                 local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)216.                 replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6217. .         *Bad Inductors who stopped at the 7th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 7218.                 local BdN_7=r(N)219.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & > cpnode != .220.                 local DBN_7=r(N)221.                 local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)222.                 replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .223.         }224. .                         di ""225.                         di as green     "                       Table 6: Centipede Behavior by Induction Ability"226.                         di as green     "                       Implied stop probabilities at each terminal node"227.                         di as green     "                               Best"228.                         di as green     "                               Second Best"229.                         di as green     "                               Second Worst"230.                         di as green     "                               Worst"231. . .         headermaker8_3A232.         tablemaker8_3A  .       `bestinductors_White_1'         `bestinductors_Black_2'         `bestinductors_White_3'         `bestinductors_Black> _4'         `bestinductors_White_5'         `bestinductors_Black_6'         `bestinductors_White_7'233.         tablemaker8_3A `BI_N'   `DN_1'                          `DN_2'                          `DN_3'                          `DN_4'              >             `DN_5'                          `DN_6'                          `DN_7'234.         tablemaker8_3A  .       `secondbestinductors_White_1'   `secondbestinductors_Black_2'   `secondbestinductors_White_3'   `secondbestinductors> _Black_4'   `secondbestinductors_White_5'   `secondbestinductors_Black_6'   `secondbestinductors_White_7'235.         tablemaker8_3A `SBI_N'  `DSN_1'                         `DSN_2'                         `DSN_3'                         `DSN_4'             >             `DSN_5'                         `DSN_6'                         `DSN_7'236.         tablemaker8_3A  .       `goodinductors_White_1'         `goodinductors_Black_2'         `goodinductors_White_3'         `goodinductors_Black> _4'         `goodinductors_White_5'         `goodinductors_Black_6'         `goodinductors_White_7'237.         tablemaker8_3A  `GI_N'  `DGN_1'                         `DGN_2'                         `DGN_3'                         `DGN_4'             >             `DGN_5'                         `DGN_6'                         `DGN_7'238.         tablemaker8_3A  .       `badinductors_White_1'          `badinductors_Black_2'          `badinductors_White_3'          `badinductors_Black_> 4'          `badinductors_White_5'          `badinductors_Black_6'          `badinductors_White_7'239.         tablemaker8_3A  `BD_N'  `DBN_1'                         `DBN_2'                         `DBN_3'                         `DBN_4'             >             `DBN_5'                         `DBN_6'                         `DBN_7'240. .         }                       Table 6: Centipede Behavior by Induction Ability                       Implied stop probabilities at each terminal node                               Best                               Second Best                               Second Worst                               Worst----------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7----------------------------------------------------------------------------------------------------.        | 0        | .2       | .125     | .25      | .667     | 0        | 115       | 10       | 5        | 8        | 4        | 3        | 2        | 1.        | 0        | .106     | .375     | .412     | .5710000000000001|.889|166       | 17       | 47       | 16       | 34       | 7        | 9        | 1.        | .1       | .133     | .278     | .417     | .833     | 1        | 136       | 20       | 15       | 18       | 12       | 12       | 1        | 1.        | .036     | .065     | .109     | .238     | .458     | .429     | 187       | 55       | 31       | 46       | 21       | 24       | 7        | 4r; t=0.02 15:22:32.  .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:32.         file open table6 using table6.tex, write replacer; t=0.00 15:22:32.         file write table6 "\begin{table}" _nr; t=0.00 15:22:32.         file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabil> ities}} \\" _n  r; t=0.00 15:22:32.         file write table6 "\hline \hline" _n r; t=0.00 15:22:32.         file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\> \" _n r; t=0.00 15:22:32.         file write table6 "\hline" _n r; t=0.00 15:22:32.         file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3> ' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n r; t=0.00 15:22:32.         file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n r; t=0.00 15:22:32.         file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `s> econdbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n r; t=0.00 15:22:32.         file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n r; t=0.00 15:22:32.         file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors> _White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n r; t=0.00 15:22:32.         file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n r; t=0.00 15:22:32.         file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' > & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n r; t=0.00 15:22:32.         file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n r; t=0.00 15:22:32.         file write table6 "\end{tabular}" _n r; t=0.00 15:22:32.         file write table6 "\end{table}" _nr; t=0.00 15:22:32.         file close table6r; t=0.00 15:22:32. . . . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 7:  Summary of Race to 100 Results by First Game> *****************************************************************************************/.                 qui {  3.         .                 *Number at which SP9 is solved by node:.                 local SP9_N_1 = 10  4.                 local SP9_N_2 = 20  5.                 local SP9_N_3 = 30  6.                 local SP9_N_4 = 40  7.                 local SP9_N_5 = 50  8.                 local SP9_N_6 = 60  9.                 local SP9_N_7 = 70 10.                 local SP9_N_8 = 80 11.                 local SP9_N_9 = 90 12.         .                 *Number at which SP10 is solved by node:.                 local SP10_N_1 = 1 13.                 local SP10_N_2 = 12 14.                 local SP10_N_3 = 23 15.                 local SP10_N_4 = 34 16.                 local SP10_N_5 = 45 17.                 local SP10_N_6 = 56 18.                 local SP10_N_7 = 67 19.                 local SP10_N_8 = 78 20.                 local SP10_N_9 = 89 21.         .         ************************************.         *Among those who played SP_9 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_9" 22.                 local total_count = r(N) 23.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9" 24.                 local SP9_P_1_GM = r(N)/`total_count' 25.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9" 26.                 local SP9_P_2_GM = r(N)/`total_count' 27.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9" 28.                 local SP9_P_3_GM = r(N)/`total_count' 29.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9" 30.                 local SP9_P_4_GM = r(N)/`total_count' 31.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9" 32.                 local SP9_P_5_GM = r(N)/`total_count' 33.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9" 34.                 local SP9_P_6_GM = r(N)/`total_count' 35.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9" 36.                 local SP9_P_7_GM = r(N)/`total_count' 37.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9" 38.                 local SP9_P_8_GM = r(N)/`total_count' 39.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9" 40.                 local SP9_P_9_GM = r(N)/`total_count' 41.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_9" 42.                 local total_count = r(N) 43.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9" 44.                 local SP9_P_1_IM = r(N)/`total_count' 45.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9" 46.                 local SP9_P_2_IM = r(N)/`total_count' 47.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9" 48.                 local SP9_P_3_IM = r(N)/`total_count' 49.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9" 50.                 local SP9_P_4_IM = r(N)/`total_count' 51.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9" 52.                 local SP9_P_5_IM = r(N)/`total_count' 53.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9" 54.                 local SP9_P_6_IM = r(N)/`total_count' 55.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9" 56.                 local SP9_P_7_IM = r(N)/`total_count' 57.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9" 58.                 local SP9_P_8_IM = r(N)/`total_count' 59.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9" 60.                 local SP9_P_9_IM = r(N)/`total_count' 61.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_9" 62.                 local total_count = r(N) 63.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9" 64.                 local SP9_P_1_Master = r(N)/`total_count' 65.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9" 66.                 local SP9_P_2_Master = r(N)/`total_count' 67.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9" 68.                 local SP9_P_3_Master = r(N)/`total_count' 69.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9" 70.                 local SP9_P_4_Master = r(N)/`total_count' 71.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9" 72.                 local SP9_P_5_Master = r(N)/`total_count' 73.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9" 74.                 local SP9_P_6_Master = r(N)/`total_count' 75.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9" 76.                 local SP9_P_7_Master = r(N)/`total_count'  77.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9" 78.                 local SP9_P_8_Master = r(N)/`total_count' 79.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9" 80.                 local SP9_P_9_Master = r(N)/`total_count' 81.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_9" 82.                 local total_count = r(N) 83.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 84.                 local SP9_P_1_g2000 = r(N)/`total_count' 85.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 86.                 local SP9_P_2_g2000 = r(N)/`total_count' 87.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 88.                 local SP9_P_3_g2000 = r(N)/`total_count' 89.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 90.                 local SP9_P_4_g2000 = r(N)/`total_count' 91.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 92.                 local SP9_P_5_g2000 = r(N)/`total_count' 93.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 94.                 local SP9_P_6_g2000 = r(N)/`total_count' 95.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 96.                 local SP9_P_7_g2000 = r(N)/`total_count' 97.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 98.                 local SP9_P_8_g2000 = r(N)/`total_count' 99.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"100.                 local SP9_P_9_g2000 = r(N)/`total_count'101.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_9"102.                 local total_count = r(N)103.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"104.                 local SP9_P_1_l2000 = r(N)/`total_count'105.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"106.                 local SP9_P_2_l2000 = r(N)/`total_count'107.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"108.                 local SP9_P_3_l2000 = r(N)/`total_count'109.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"110.                 local SP9_P_4_l2000 = r(N)/`total_count'111.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"112.                 local SP9_P_5_l2000 = r(N)/`total_count'113.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"114.                 local SP9_P_6_l2000 = r(N)/`total_count'115.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"116.                 local SP9_P_7_l2000 = r(N)/`total_count'117.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"118.                 local SP9_P_8_l2000 = r(N)/`total_count'119.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"120.                 local SP9_P_9_l2000 = r(N)/`total_count'121.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_9"122.                 local total_count = r(N)123.                 count if  sp9number == 10 & game1 == "SP_9"124.                 local SP9_P_1 = round(r(N)/`total_count', .001)125.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)126.                 count if  sp9number == 20 & game1 == "SP_9"127.                 local SP9_P_2 = round(r(N)/`total_count', .001)128.                 count if  sp9number == 30 & game1 == "SP_9"129.                 local SP9_P_3 = round(r(N)/`total_count', .001)130.                 count if  sp9number == 40 & game1 == "SP_9"131.                 local SP9_P_4 = round(r(N)/`total_count', .001)132.                 count if  sp9number == 50 & game1 == "SP_9"133.                 local SP9_P_5 = round(r(N)/`total_count', .001)134.                 count if  sp9number == 60 & game1 == "SP_9"135.                 local SP9_P_6 = round(r(N)/`total_count', .001)136.                 count if  sp9number == 70 & game1 == "SP_9"137.                 local SP9_P_7 = round(r(N)/`total_count', .001)138.                 count if  sp9number == 80 & game1 == "SP_9"139.                 local SP9_P_8 = round(r(N)/`total_count', .001)140.                 count if  sp9number == 90 & game1 == "SP_9"141.                 local SP9_P_9 = round(r(N)/`total_count', .001)142.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_9"143.                 local total_count = r(N)144.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"145.                 local SP10_P_1_GM = r(N)/`total_count'146.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"147.                 local SP10_P_2_GM = r(N)/`total_count'148.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"149.                 local SP10_P_3_GM = r(N)/`total_count'150.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"151.                 local SP10_P_4_GM = r(N)/`total_count'152.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"153.                 local SP10_P_5_GM = r(N)/`total_count'154.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"155.                 local SP10_P_6_GM = r(N)/`total_count'156.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"157.                 local SP10_P_7_GM = r(N)/`total_count'158.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"159.                 local SP10_P_8_GM = r(N)/`total_count'160.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"161.                 local SP10_P_9_GM = r(N)/`total_count'162.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_9"163.                 local total_count = r(N)164.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"165.                 local SP10_P_1_IM = r(N)/`total_count'166.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"167.                 local SP10_P_2_IM = r(N)/`total_count'168.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"169.                 local SP10_P_3_IM = r(N)/`total_count'170.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"171.                 local SP10_P_4_IM = r(N)/`total_count'172.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"173.                 local SP10_P_5_IM = r(N)/`total_count'174.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"175.                 local SP10_P_6_IM = r(N)/`total_count'176.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"177.                 local SP10_P_7_IM = r(N)/`total_count'178.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"179.                 local SP10_P_8_IM = r(N)/`total_count'180.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"181.                 local SP10_P_9_IM = r(N)/`total_count'182.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_9"183.                 local total_count = r(N)184.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"185.                 local SP10_P_1_Master = r(N)/`total_count'186.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"187.                 local SP10_P_2_Master = r(N)/`total_count'188.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"189.                 local SP10_P_3_Master = r(N)/`total_count'190.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"191.                 local SP10_P_4_Master = r(N)/`total_count'192.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"193.                 local SP10_P_5_Master = r(N)/`total_count'194.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"195.                 local SP10_P_6_Master = r(N)/`total_count'196.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"197.                 local SP10_P_7_Master = r(N)/`total_count'198.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"199.                 local SP10_P_8_Master = r(N)/`total_count'200.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"201.                 local SP10_P_9_Master = r(N)/`total_count'202.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_9"203.                 local total_count = r(N)204.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"205.                 local SP10_P_1_g2000 = r(N)/`total_count'206.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"207.                 local SP10_P_2_g2000 = r(N)/`total_count'208.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"209.                 local SP10_P_3_g2000 = r(N)/`total_count'210.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"211.                 local SP10_P_4_g2000 = r(N)/`total_count'212.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"213.                 local SP10_P_5_g2000 = r(N)/`total_count'214.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"215.                 local SP10_P_6_g2000 = r(N)/`total_count'216.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"217.                 local SP10_P_7_g2000 = r(N)/`total_count'218.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"219.                 local SP10_P_8_g2000 = r(N)/`total_count'220.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"221.                 local SP10_P_9_g2000 = r(N)/`total_count'222.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_9"223.                 local total_count = r(N)224.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"225.                 local SP10_P_1_l2000 = r(N)/`total_count'226.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"227.                 local SP10_P_2_l2000 = r(N)/`total_count'228.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"229.                 local SP10_P_3_l2000 = r(N)/`total_count'230.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"231.                 local SP10_P_4_l2000 = r(N)/`total_count'232.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"233.                 local SP10_P_5_l2000 = r(N)/`total_count'234.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"235.                 local SP10_P_6_l2000 = r(N)/`total_count' 236.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"237.                 local SP10_P_7_l2000 = r(N)/`total_count'238.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"239.                 local SP10_P_8_l2000 = r(N)/`total_count'240.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"241.                 local SP10_P_9_l2000 = r(N)/`total_count'242.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_9"243.                 local total_count = r(N)244.                 count if sp10number == 1 & game1 == "SP_9"245.                 local SP10_P_1 = round(r(N)/`total_count', .001) 246.                 count if sp10number == 12 & game1 == "SP_9"247.                 local SP10_P_2 = round(r(N)/`total_count', .001)248.                 count if sp10number == 23 & game1 == "SP_9"249.                 local SP10_P_3 = round(r(N)/`total_count', .001)250.                 count if sp10number == 34 & game1 == "SP_9"251.                 local SP10_P_4 = round(r(N)/`total_count', .001)252.                 count if sp10number == 45 & game1 == "SP_9"253.                 local SP10_P_5 = round(r(N)/`total_count', .001)254.                 count if sp10number == 56 & game1 == "SP_9"255.                 local SP10_P_6 = round(r(N)/`total_count', .001)256.                 count if sp10number == 67 & game1 == "SP_9"257.                 local SP10_P_7 = round(r(N)/`total_count', .001)258.                 count if sp10number == 78 & game1 == "SP_9"259.                 local SP10_P_8 = round(r(N)/`total_count', .001)260.                 count if sp10number == 89 & game1 == "SP_9"261.                 local SP10_P_9 = round(r(N)/`total_count', .001)262.                                         . .                                 di ""263.                                 di as green     "                       Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"264.                                 di as green     "                               Number at which Game Solved (1-9)"265.                                 di as green     "                               Number at which Game Solved (1-10)"266.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"267.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"268. .                 headermaker9_3C269.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'270.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'271.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'272.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'273.                 .         }274.                  cd "$tabledir"275.                 file open table7a using table7a.tex, write replace276.                 file write table7a "\begin{table}[!h]" _n277.                 file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on>  (1-9) Played First}} \\" _n  278.                 file write table7a "\hline \hline" _n 279.                 file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6}>  & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 280.                 file write table7a "\hline" _n 281.                 file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9> _N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 282.                 file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P> _7' & `SP9_P_8' & `SP9_P_9'\\" _n 283.                 file write table7a "\hline" _n284.                 file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6'>  & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 285.                 file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' &>  `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n286.                 file write table7a "\end{tabular}" _n 287.                 file write table7a "\end{table}" _n288.                 file close table7a289.         .         .         ************************************.         *Among those who played SP_10 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_10"290.                 local total_count = r(N)291.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"292.                 local SP9_P_1_GM = r(N)/`total_count'293.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"294.                 local SP9_P_2_GM = r(N)/`total_count'295.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"296.                 local SP9_P_3_GM = r(N)/`total_count'297.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"298.                 local SP9_P_4_GM = r(N)/`total_count'299.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"300.                 local SP9_P_5_GM = r(N)/`total_count'301.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"302.                 local SP9_P_6_GM = r(N)/`total_count'303.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"304.                 local SP9_P_7_GM = r(N)/`total_count'305.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"306.                 local SP9_P_8_GM = r(N)/`total_count'307.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"308.                 local SP9_P_9_GM = r(N)/`total_count'309.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_10"310.                 local total_count = r(N)311.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"312.                 local SP9_P_1_IM = r(N)/`total_count'313.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"314.                 local SP9_P_2_IM = r(N)/`total_count'315.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"316.                 local SP9_P_3_IM = r(N)/`total_count'317.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"318.                 local SP9_P_4_IM = r(N)/`total_count'319.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"320.                 local SP9_P_5_IM = r(N)/`total_count'321.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"322.                 local SP9_P_6_IM = r(N)/`total_count'323.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"324.                 local SP9_P_7_IM = r(N)/`total_count'325.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"326.                 local SP9_P_8_IM = r(N)/`total_count'327.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"328.                 local SP9_P_9_IM = r(N)/`total_count'329.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_10"330.                 local total_count = r(N)331.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"332.                 local SP9_P_1_Master = r(N)/`total_count'333.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"334.                 local SP9_P_2_Master = r(N)/`total_count'335.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"336.                 local SP9_P_3_Master = r(N)/`total_count'337.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"338.                 local SP9_P_4_Master = r(N)/`total_count'339.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"340.                 local SP9_P_5_Master = r(N)/`total_count'341.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"342.                 local SP9_P_6_Master = r(N)/`total_count'343.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"344.                 local SP9_P_7_Master = r(N)/`total_count' 345.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"346.                 local SP9_P_8_Master = r(N)/`total_count'347.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"348.                 local SP9_P_9_Master = r(N)/`total_count'349.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_10"350.                 local total_count = r(N)351.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"352.                 local SP9_P_1_g2000 = r(N)/`total_count'353.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"354.                 local SP9_P_2_g2000 = r(N)/`total_count'355.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"356.                 local SP9_P_3_g2000 = r(N)/`total_count'357.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"358.                 local SP9_P_4_g2000 = r(N)/`total_count'359.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"360.                 local SP9_P_5_g2000 = r(N)/`total_count'361.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"362.                 local SP9_P_6_g2000 = r(N)/`total_count'363.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"364.                 local SP9_P_7_g2000 = r(N)/`total_count'365.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"366.                 local SP9_P_8_g2000 = r(N)/`total_count'367.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"368.                 local SP9_P_9_g2000 = r(N)/`total_count'369.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_10"370.                 local total_count = r(N)371.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"372.                 local SP9_P_1_l2000 = r(N)/`total_count'373.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"374.                 local SP9_P_2_l2000 = r(N)/`total_count'375.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"376.                 local SP9_P_3_l2000 = r(N)/`total_count'377.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"378.                 local SP9_P_4_l2000 = r(N)/`total_count'379.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"380.                 local SP9_P_5_l2000 = r(N)/`total_count'381.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"382.                 local SP9_P_6_l2000 = r(N)/`total_count'383.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"384.                 local SP9_P_7_l2000 = r(N)/`total_count'385.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"386.                 local SP9_P_8_l2000 = r(N)/`total_count'387.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"388.                 local SP9_P_9_l2000 = r(N)/`total_count'389.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_10"390.                 local total_count = r(N)391.                 count if  sp9number == 10 & game1 == "SP_10"392.                 local SP9_P_1 = round(r(N)/`total_count', .001)393.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)394.                 count if  sp9number == 20 & game1 == "SP_10"395.                 local SP9_P_2 = round(r(N)/`total_count', .001)396.                 count if  sp9number == 30 & game1 == "SP_10"397.                 local SP9_P_3 = round(r(N)/`total_count', .001)398.                 count if  sp9number == 40 & game1 == "SP_10"399.                 local SP9_P_4 = round(r(N)/`total_count', .001)400.                 count if  sp9number == 50 & game1 == "SP_10"401.                 local SP9_P_5 = round(r(N)/`total_count', .001)402.                 count if  sp9number == 60 & game1 == "SP_10"403.                 local SP9_P_6 = round(r(N)/`total_count', .001)404.                 count if  sp9number == 70 & game1 == "SP_10"405.                 local SP9_P_7 = round(r(N)/`total_count', .001)406.                 count if  sp9number == 80 & game1 == "SP_10"407.                 local SP9_P_8 = round(r(N)/`total_count', .001)408.                 count if  sp9number == 90 & game1 == "SP_10"409.                 local SP9_P_9 = round(r(N)/`total_count', .001)410.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_10"411.                 local total_count = r(N)412.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"413.                 local SP10_P_1_GM = r(N)/`total_count'414.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"415.                 local SP10_P_2_GM = r(N)/`total_count'416.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"417.                 local SP10_P_3_GM = r(N)/`total_count'418.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"419.                 local SP10_P_4_GM = r(N)/`total_count'420.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"421.                 local SP10_P_5_GM = r(N)/`total_count'422.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"423.                 local SP10_P_6_GM = r(N)/`total_count'424.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"425.                 local SP10_P_7_GM = r(N)/`total_count'426.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"427.                 local SP10_P_8_GM = r(N)/`total_count'428.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"429.                 local SP10_P_9_GM = r(N)/`total_count'430.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_10"431.                 local total_count = r(N)432.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"433.                 local SP10_P_1_IM = r(N)/`total_count'434.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"435.                 local SP10_P_2_IM = r(N)/`total_count'436.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"437.                 local SP10_P_3_IM = r(N)/`total_count'438.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"439.                 local SP10_P_4_IM = r(N)/`total_count'440.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"441.                 local SP10_P_5_IM = r(N)/`total_count'442.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"443.                 local SP10_P_6_IM = r(N)/`total_count'444.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"445.                 local SP10_P_7_IM = r(N)/`total_count'446.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"447.                 local SP10_P_8_IM = r(N)/`total_count'448.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"449.                 local SP10_P_9_IM = r(N)/`total_count'450.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_10"451.                 local total_count = r(N)452.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"453.                 local SP10_P_1_Master = r(N)/`total_count'454.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"455.                 local SP10_P_2_Master = r(N)/`total_count'456.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"457.                 local SP10_P_3_Master = r(N)/`total_count'458.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"459.                 local SP10_P_4_Master = r(N)/`total_count'460.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"461.                 local SP10_P_5_Master = r(N)/`total_count'462.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"463.                 local SP10_P_6_Master = r(N)/`total_count'464.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"465.                 local SP10_P_7_Master = r(N)/`total_count'466.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"467.                 local SP10_P_8_Master = r(N)/`total_count'468.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"469.                 local SP10_P_9_Master = r(N)/`total_count'470.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_10"471.                 local total_count = r(N)472.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"473.                 local SP10_P_1_g2000 = r(N)/`total_count'474.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"475.                 local SP10_P_2_g2000 = r(N)/`total_count'476.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"477.                 local SP10_P_3_g2000 = r(N)/`total_count'478.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"479.                 local SP10_P_4_g2000 = r(N)/`total_count'480.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"481.                 local SP10_P_5_g2000 = r(N)/`total_count'482.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"483.                 local SP10_P_6_g2000 = r(N)/`total_count'484.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"485.                 local SP10_P_7_g2000 = r(N)/`total_count'486.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"487.                 local SP10_P_8_g2000 = r(N)/`total_count'488.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"489.                 local SP10_P_9_g2000 = r(N)/`total_count'490.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_10"491.                 local total_count = r(N)492.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"493.                 local SP10_P_1_l2000 = r(N)/`total_count'494.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"495.                 local SP10_P_2_l2000 = r(N)/`total_count'496.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"497.                 local SP10_P_3_l2000 = r(N)/`total_count'498.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"499.                 local SP10_P_4_l2000 = r(N)/`total_count'500.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"501.                 local SP10_P_5_l2000 = r(N)/`total_count'502.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"503.                 local SP10_P_6_l2000 = r(N)/`total_count' 504.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"505.                 local SP10_P_7_l2000 = r(N)/`total_count'506.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"507.                 local SP10_P_8_l2000 = r(N)/`total_count'508.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"509.                 local SP10_P_9_l2000 = r(N)/`total_count'510.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_10"511.                 local total_count = r(N)512.                 count if sp10number == 1 & game1 == "SP_10"513.                 local SP10_P_1 = round(r(N)/`total_count', .001) 514.                 count if sp10number == 12 & game1 == "SP_10"515.                 local SP10_P_2 = round(r(N)/`total_count', .001)516.                 count if sp10number == 23 & game1 == "SP_10"517.                 local SP10_P_3 = round(r(N)/`total_count', .001)518.                 count if sp10number == 34 & game1 == "SP_10"519.                 local SP10_P_4 = round(r(N)/`total_count', .001)520.                 count if sp10number == 45 & game1 == "SP_10"521.                 local SP10_P_5 = round(r(N)/`total_count', .001)522.                 count if sp10number == 56 & game1 == "SP_10"523.                 local SP10_P_6 = round(r(N)/`total_count', .001)524.                 count if sp10number == 67 & game1 == "SP_10"525.                 local SP10_P_7 = round(r(N)/`total_count', .001)526.                 count if sp10number == 78 & game1 == "SP_10"527.                 local SP10_P_8 = round(r(N)/`total_count', .001)528.                 count if sp10number == 89 & game1 == "SP_10"529.                 local SP10_P_9 = round(r(N)/`total_count', .001)530.                 .         .                                 di ""531.                                 di as green     "                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First> "532.                                 di as green     "                               Number at which Game Solved (1-9)"533.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"534.                                 di as green     "                               Number at which Game Solved (1-10)"535.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"536.         .                 headermaker9_3C537.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'538.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'539.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'540.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'541.                 .         }       /Users/trevorgallen/Desktop/Chess/Tables/    3    2    0    0    0    0    0    0    0    1    0    0    0    0    0    0    0    0    0    0   10    5    1    0    1    0    0    0    1    2    9    4    0    0    2    1    1    0    0    1    3    3    0    0    0    0    0    0    0    0   50   28    2    0    6    2    2    0    2    8    5    1    0    0    0    0    0    1    2    0    3    1    0    0    0    0    0    0    0    1    9    1    0    0    0    0    0    1    1    6    5    0    0    0    0    0    0    0    0    5    3    0    1    0    0    0    0    0    1    1   50    6    2    0    0    0    4    4    8   26                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.5600000000000001|.04|0        | .12      | .04      | .04      | 0        | .04      | .161        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.12      | .04      | 0        | 0        | 0        | .08      | .08      | .16      | .52r; t=0.14 15:22:32.                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:32.                 file open table7b using table7b.tex, write replacer; t=0.00 15:22:32.                 file write table7b "\begin{table}[!h]" _nr; t=0.00 15:22:32.                 file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1> -10) Played First}} \\" _n  r; t=0.00 15:22:32.                 file write table7b "\hline \hline" _n r; t=0.00 15:22:32.                 file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & > \textbf{7} & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:22:32.                 file write table7b "\hline" _n r; t=0.00 15:22:32.                 file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_> 7' & `SP9_N_8' & `SP9_N_9'\\" _n r; t=0.00 15:22:32.                 file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7'>  & `SP9_P_8' & `SP9_P_9'\\" _n r; t=0.00 15:22:32.                 file write table7b "\hline" _nr; t=0.00 15:22:32.                 file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & > `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:22:32.                 file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `S> P10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:22:32.                 file write table7b "\end{tabular}" _n r; t=0.00 15:22:32.                 file write table7b "\end{table}" _nr; t=0.01 15:22:32.                 file close table7b      r; t=0.00 15:22:32.         .         . /****************************************************************************************> * STATISTICAL TESTS: > *****************************************************************************************/. forval x = 1/1{  2.         *We compare GM first rates to all other first rates, comparing their dichotomous.         *success rates (bernoulli std. dv) with a t-test (assuming approximation to the .         *normal)..         .                 foreach x in GM IM M g2000 l2000 {  3.                 local SP10_First_`x'_S_T        =       round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)  4.                 local SP9_First_`x'_S_T         =       round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)  5.                 }  6.                 .                 forvalues x = 1/1 {  7.                 di "Table 5"  8.                 local SP10_First_NonGM_C_T =    `SP10_First_IM_C_T'+    `SP10_First_M_C_T'+     `SP10_First_g2000_C_T'  +       `SP10_First_l2000_C_> T'  9.                 local SP9_First_NonGM_C_T =     `SP9_First_IM_C_T'+     `SP9_First_M_C_T'+      `SP9_First_g2000_C_T'   +       `SP9_First_l2000_C_T> '                    10.         .                 local SP10_First_NonGM_S_T =    `SP10_First_IM_S_T'+    `SP10_First_M_S_T'+     `SP10_First_g2000_S_T'  +       `SP10_First_l2000_S_T' 11.                 local SP9_First_NonGM_S_T =     `SP9_First_IM_S_T'+     `SP9_First_M_S_T'+      `SP9_First_g2000_S_T'   +       `SP9_First_l2000_S_T> ' 12.         .                 local SP10_First_NonGM_T =      `SP10_First_NonGM_S_T'  /       `SP10_First_NonGM_C_T' 13.                 local SP9_First_NonGM_T =       `SP9_First_NonGM_S_T'   /       `SP9_First_NonGM_C_T' 14.         .                 local SP10_First_NonGM_SD_T     = (`SP10_First_NonGM_T' *       (1-`SP10_First_NonGM_T'))^.5 15.                 local SP10_First_GM_SD_T        = (`SP10_First_GM_T'    *       (1-`SP10_First_GM_T'))^.5 16.         .                 local SP9_First_NonGM_SD_T      = (`SP9_First_NonGM_T'  *       (1-`SP9_First_NonGM_T'))^.5 17.                 local SP9_First_GM_SD_T = (`SP9_First_GM_T'     *       (1-`SP9_First_GM_T'))^.5 18.                 } 19.         .                 di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 20.                 di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_> SD_T'" 21.                 ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T> ' 22.         .                 di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 23.                 di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'" 24.                 ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'     >      25.         .         *Now we compare SP9 First vs. SP10 First.                 *Counts and Percentages.                         *SP9.                         *9 First.                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 26.                         local 9F_N = r(N)/2 27.                         di "`9F_N'" 28.                         *9 Second.                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))  29.                         local 10F_N = r(N)/2     30.         .                         *SP9First, 10 or 20.                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 31.                         local SP9_9F_P_10and20 = r(N)/`SP9_9F_N' 32.                         di `SP9_9F_P_10and20' 33.                 .                         *SP10First, 10 or 20.                         .                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_10and20 = r(N)/`SP9_10F_N' 35.                         di `SP9_10F_P_10and20' 36.         .                         *SP10.                         *SP10First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 37.                         local SP10_10F_P_1and12 = r(N)/`10F_N' 38.                         di `SP10_10F_P_1and12'           39. .                         *SP9First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 40.                         local SP10_9F_P_1and12 = r(N)/`9F_N' 41.                         di `SP10_9F_P_1and12' 42.                 *Standard Errors.                         local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5 43.                         local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5 44.                         local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5 45.                         local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5  46. .                 di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second." 47.                 di "    ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD'" 48.                 ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD' 49.                 di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second." 50.                 di "    ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_10F_1and20SD'      `10F_N'        `SP10_10F_P_1and12'     `SP10_9F_1and20SD'" 51.                 ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_9F_1and20SD'      `10F_N' `SP10_10F_P_1and12'     `SP10_10F_1and20SD' 52. }Table 5We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 25 .2 .4 168 .0833333333333333 .2763853991962832Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      25          .2         .08          .4    .0348881    .3651119       y |     168    .0833333    .0213236    .2763854    .0412348    .1254319---------+--------------------------------------------------------------------combined |     193    .0984456    .0213514    .2966229    .0563322     .140559---------+--------------------------------------------------------------------    diff |            .1166667    .0631904               -.0079741    .2413074------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.8463Ho: diff = 0                                     degrees of freedom =      191    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9668         Pr(|T| > |t|) = 0.0664          Pr(T > t) = 0.0332We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 16 .5 .5 142 .3802816901408451 .4854559982989883Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      16          .5        .125          .5    .2335688    .7664312       y |     142    .3802817    .0407386     .485456    .2997443     .460819---------+--------------------------------------------------------------------combined |     158    .3924051    .0387175    .4866709    .3159308    .4688794---------+--------------------------------------------------------------------    diff |            .1197183    .1283927               -.1338942    .3733308------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   0.9324Ho: diff = 0                                     degrees of freedom =      156    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.8237         Pr(|T| > |t|) = 0.3526          Pr(T > t) = 0.1763  10452  102   76.73076923   60.58823529   14.2745098   30.57692308For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second.    ttesti 52   .7307692307692307      .4435600997950306      51 .5882352941176471     .4921529567847503Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .7307692    .0615107    .4435601    .6072813    .8542572       y |      51    .5882353    .0689152     .492153     .449815    .7266555---------+--------------------------------------------------------------------combined |     103    .6601942    .0464501    .4714167    .5680607    .7523277---------+--------------------------------------------------------------------    diff |            .1425339    .0922798               -.0405243    .3255922------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.5446Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9372         Pr(|T| > |t|) = 0.1256          Pr(T > t) = 0.0628For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second.    ttesti 52   .5769230769230769      .4462669284996488      51        .2745098039215687     .4940474068717357Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .5769231     .068512    .4940474    .4393794    .7144668       y |      51    .2745098    .0624899    .4462669    .1489952    .4000244---------+--------------------------------------------------------------------combined |     103    .4271845     .048547    .4926981    .3308917    .5234772---------+--------------------------------------------------------------------    diff |            .3024133    .0928224                .1182786    .4865479------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   3.2580Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9992         Pr(|T| > |t|) = 0.0015          Pr(T > t) = 0.0008r; t=0.03 15:22:33. .                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:22:33. .                 . end of do-filer; t=2.85 15:22:33. do "/var/folders/oI/oImtjy6lGxij1V9v0Zt6hk+++TI/-Tmp-//SD48396.000000". /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **              Chess.do: This .do file will analyze data for Levitt & List's           **> **              chess project of Spring & Summer 2008.                                  **> **                                                                                      **> **                                                                                      **> **              Project(s): Chess (Levitt & List)                                       **> **                                                                                      **> **              Creators: Trevor Gallen                                                 **> **              Date Started: 06/28/2008                                                **> **              Last Update: 12/20/2009                                                 **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/. . /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      SETTINGS                                        **> **              These are my preferred settings.  Changing the global                   **> **              directory name should be all that is necessary to properly              **> **              run this .do file.                                                      **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         clear r; t=0.01 15:22:52.         set rmsg onr; t=0.00 15:22:52.         set more 1r; t=0.00 15:22:52.         set virtual onr; t=0.00 15:22:52.         pause offr; t=0.00 15:22:52. .         *****************************************************************.         **AN INDIVIDUAL USER NEEDS ONLY TO FILL IN THE LINE BELOW THIS **.         **WITH THE DIRECTORY IN WHICH THE ZIPPED FILE "CHESS" IS FOUND.**.         **THE REST WILL BE AUTOMATIC!                                  **.         *****************************************************************.         .         global dir = "/Users/trevorgallen/Desktop/Chess"r; t=0.00 15:22:52.         global datadir = "$dir/Data"r; t=0.00 15:22:52.         global logdir = "$dir/Logs"r; t=0.00 15:22:52.         global codedir = "$dir/Code"r; t=0.00 15:22:52.         global figsdir = "$dir/Figures"r; t=0.00 15:22:52.         global tabledir = "$dir/tables"r; t=0.00 15:22:52. .         local projectname = "ChessInduction"r; t=0.00 15:22:52.         local hour = substr("`c(current_time)'", 1,2)r; t=0.00 15:22:52.         local minute = substr("`c(current_time)'", 4,2)r; t=0.00 15:22:52.         local day = substr("`c(current_date)'", 1,2)r; t=0.00 15:22:52.         local month = substr("`c(current_date)'", 3,3)r; t=0.00 15:22:52.         local year = substr("`c(current_date)'", 8,4)r; t=0.00 15:22:52.         .         cd $logdir/Users/trevorgallen/Desktop/Chess/Logs/r; t=0.00 15:22:52.         capture log close 



Logs/logChessInduction_2009_De_20_15_22.log
---------------------------------------------------------------------------------------------------------------------------------------------------------       log:  /Users/trevorgallen/Desktop/Chess/Logs/logChessInduction_2009_De_20_15_22.log  log type:  text opened on:  20 Dec 2009, 15:22:52r; t=0.00 15:22:52. .         cd $dir/Users/trevorgallen/Desktop/Chess/r; t=0.00 15:22:52. /*****************************************************************************************> ******************************************************************************************> **                                                                                      **> **                                      Programs                                        **> **                                                                                      **> ******************************************************************************************> *****************************************************************************************/.         global SEPAR `" _n in green _d(100) "{text:{c -}}" _n "'r; t=0.00 15:22:52.         global SEPAR2 `" _n in green _d(100) "{text:{c -}}" "'r; t=0.00 15:22:52. .         global SEPAR3 `" _n in green _d(120) "{text:{c -}}" _n "'r; t=0.00 15:22:52.         global SEPAR4 `" _n in green _d(120) "{text:{c -}}" "'r; t=0.00 15:22:52. .         *       Headermaker4_1A.                 cap program drop headermaker4_1Ar; t=0.00 15:22:52.                 program define headermaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in green _col(1) "USCF Rating">                         in green _col(22) "{text:{c |}}">                         in green _col(24) "FIDE Rating">                         in green _col(46) "{text:{c |}}">                         in green _col(48) "LLS: Chess">                         in green _col(70) "{text:{c }}">                         in green _col(72) "PHV: Chess">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Tablemaker4_1A.                 cap program drop tablemaker4_1Ar; t=0.00 15:22:52.                 program define tablemaker4_1A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Headermaker7_2A.                 cap program drop headermaker7_2Ar; t=0.00 15:22:52.                 program define headermaker7_2A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Node 3">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "Node 4">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Node 5">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "Node 6">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Tablemaker 7_2A.                 cap program drop tablemaker7_2Ar; t=0.00 15:22:52.                 program define tablemaker7_2A  1.                         forval x = 1/7 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`di_4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`di_6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`di_7'"; 17.                         #d crdelimiter now cr.                 endr; t=0.01 15:22:52. .         *       Tablemaker 7_4A.                 cap program drop tablemaker7_4Ar; t=0.00 15:22:52.                 program define tablemaker7_4A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`3'">                         in green _col(34) "{text:{c |}}">                         in yellow _col(36) "`4'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`5'">                         in green _col(58) "{text:{c |}}">                         in yellow _col(60) "`6'">                         in green _col(62) "{text:{c |}}">                         in yellow _col(72) "`7'";  2.                         #d crdelimiter now cr.                 endr; t=0.01 15:22:52. .         *       Headermaker8_3A.                 cap program drop headermaker8_3Ar; t=0.00 15:22:52.                 program define headermaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Headermaker3_4C.                 cap program drop headermaker3_4Cr; t=0.00 15:22:52.                 program define headermaker3_4C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "1st Chance">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "Middle Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Headermaker4_6B.                 cap program drop headermaker4_6Br; t=0.00 15:22:52.                 program define headermaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR>                         in yellow _col(1) "N">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "1st Chance">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "Middle Chance">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "Last Chance">                         $SEPAR2;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52.         *       Tablemaker 4_6B.                 cap program drop tablemaker4_6Br; t=0.00 15:22:52.                 program define tablemaker4_6B  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`3'">                         in green _col(70) "{text:{c |}}">                         in yellow _col(72) "`4'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. . . .         *       Tablemaker3_4C.                 cap program drop tablemaker3_4Cr; t=0.00 15:22:52.                 program define tablemaker3_4C  1.                                         forval x = 1/3 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(22) "{text:{c |}}">                         in yellow _col(24) "`di_2'">                         in green _col(46) "{text:{c |}}">                         in yellow _col(48) "`di_3'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. . .         *       Tablemaker 8_3A.                 cap program drop tablemaker8_3Ar; t=0.00 15:22:52.                 program define tablemaker8_3A  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Headermaker9_3C.                 cap program drop headermaker9_3Cr; t=0.00 15:22:52.                 program define headermaker9_3C  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "Node 1">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 2">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 3">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 4">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 5">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 6">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 7">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 8">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Headermaker10_6A.                 cap program drop headermaker10_6Ar; t=0.00 15:22:52.                 program define headermaker10_6A  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "N">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "Node 1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "Node 2">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "Node 3">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "Node 4">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "Node 5">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "Node 6">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "Node 7">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "Node 8">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "Node 9">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52.         . .         *       Tablemaker 10_6A_P.                 cap program drop tablemaker10_6Ar; t=0.00 15:22:52.                 program define tablemaker10_6A  1.                         forval x = 1/10 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'">                         in green _col(96) "{text:{c |}}">                         in yellow _col(98) "`di_10'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Tablemaker 9_3C_P.                 cap program drop tablemaker9_3C_Pr; t=0.00 15:22:52.                 program define tablemaker9_3C_P  1.                         forval x = 1/9 {  2.                 cap {  3.                         if ``x'' < 0.0006 & ``x'' != 0 local di_`x' = "<0.001"  4.                         else local di_`x' = round(``x'',0.001)  5.                 }  6.                 if _rc != 0 local di_`x' = "N/A"  7.                 if ``x'' == . local di_`x' = "N/A"  8.                 cap gen __temp = string(`di_`x'')  9.                 cap destring __temp, replace 10.                 if _rc == 0 { 11.                         format __temp %9.2f 12.                         local di_`x' = __temp[1] 13.                         cap drop __temp 14.                 } 15.                 } 16.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`di_1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`di_2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`di_3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`di_4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`di_5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`di_6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`di_7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`di_8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`di_9'"; 17.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Tablemaker 9_3C_N.                 cap program drop tablemaker9_3C_Nr; t=0.00 15:22:52.                 program define tablemaker9_3C_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Tablemaker 11_4X_N.                 cap program drop tablemaker11_4X_Nr; t=0.00 15:22:52.                 program define tablemaker11_4X_N  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "`7'">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "`8'">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "`9'">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "`10'";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .                 *       Headermaker11_4X_10_N.                 cap program drop headermaker11_4X_10_Nr; t=0.00 15:22:52.                 program define headermaker11_4X_10_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "12">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "23">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "34">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "45">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "56">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "67">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "78">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "89">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .                 *       Headermaker11_4X_9_N.                 cap program drop headermaker11_4X_9_Nr; t=0.00 15:22:52.                 program define headermaker11_4X_9_N  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "First">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "20">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "30">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "40">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "50">                         in green _col(65) "{text:{c |}}">                         in yellow _col(67) "60">                         in green _col(76) "{text:{c |}}">                         in yellow _col(78) "70">                         in green _col(87) "{text:{c |}}">                         in yellow _col(89) "80">                         in green _col(98) "{text:{c |}}">                         in yellow _col(100) "90">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Headermaker6_4E.                 cap program drop headermaker6_4Er; t=0.00 15:22:52.                 program define headermaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         $SEPAR3>                         in yellow _col(1) "1-9">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "1-10">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "1-9">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "1-10">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "1-9">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "1-10">                         in green _col(65) "{text:{c |}}">                         $SEPAR4;  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. .         *       Tablemaker 6_4E.                 cap program drop tablemaker6_4Er; t=0.00 15:22:52.                 program define tablemaker6_4E  1.                         #d ;delimiter now ;.                         di as green>                         in yellow _col(1) "`1'">                         in green _col(10) "{text:{c |}}">                         in yellow _col(12) "`2'">                         in green _col(21) "{text:{c |}}">                         in yellow _col(23) "`3'">                         in green _col(32) "{text:{c |}}">                         in yellow _col(34) "`4'">                         in green _col(43) "{text:{c |}}">                         in yellow _col(45) "`5'">                         in green _col(54) "{text:{c |}}">                         in yellow _col(56) "`6'">                         in green _col(65) "{text:{c |}}";  2.                         #d crdelimiter now cr.                 endr; t=0.00 15:22:52. . /*********************************************************************************> *******************************PRELIMINARIES**************************************> **                                                                              **> **      We clean up the data a bit and label variables for easier access.       **> **                                                                              **> **********************************************************************************> **********************************************************************************/.         use "$datadir/Chess Data.dta", clearr; t=0.00 15:22:52. .         *We drop our cleaned data if it has remained in the data folder..         cap erase $datadir/FullChess.dta"r; t=0.00 15:22:52. . .         rename var41 Player_Coder; t=0.00 15:22:52.         label var Player_Code "Internal Code for Player Name"r; t=0.00 15:22:52.         replace Player_Code = upper(Player_Code)(0 real changes made)r; t=0.00 15:22:52. .         *Here we mark down the player's title by the following rules:.                 *Master = anyone who had c, d, or FIDE listed.                 *>2000 = anyone who was not ranked (e or f) and whose rankings (USCF and FIDE) were both above 2000.                 *<2000 = anyone who was not ranked (e or f) and at least one of their rankings (USCF and FIDE) were below 2000 . .                 replace titles = "f" if titles == ""(7 real changes made)r; t=0.00 15:22:52.                 gen title = "GM" if titles == "a"(180 missing values generated)r; t=0.00 15:22:52.                 replace title = "IM" if titles == "b"(20 real changes made)r; t=0.00 15:22:52.                 replace title = "Master" if (titles == "c"|titles == "d"|titles == "c,d" | titles == "c,d FIDE" |titles == "FIDE master" | titles == "c> , d")title was str2 now str6(61 real changes made)r; t=0.00 15:22:52.                 replace title = ">2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf>=2000 & fide>=2000)(46 real changes made)r; t=0.00 15:22:52.                 replace title = "<2000" if (titles == "e"|titles == "f"|titles == "e, WFM (women's FIDE master)") & (uscf<2000 | fide<2000)(53 real changes made)r; t=0.00 15:22:52. .         /*In the data, the "color" column isn't entirely filled in, so I generated a column that included the first letter of the ID number.>         (The ID numbers started with either an S or a W for white players, or an M or a B for Black players.)>         I replaced the "color" variable with "White" or "Black" depending on which letter was in the "color_2" column.*/. .                 generate color_2 = substr(Player_Code,1,1)r; t=0.00 15:22:52.                 tab color_2    color_2 |      Freq.     Percent        Cum.------------+-----------------------------------          B |         53       25.73       25.73          M |         50       24.27       50.00          S |         50       24.27       74.27          W |         53       25.73      100.00------------+-----------------------------------      Total |        206      100.00r; t=0.00 15:22:52.                 replace color="White" if color_2=="W"|color_2=="S"(53 real changes made)r; t=0.00 15:22:52.                 replace color="Black" if color_2=="B"|color_2=="M"(53 real changes made)r; t=0.00 15:22:52. .         /*I generated two new columns--SP9 and SP10--to mean the number that each game locked in on>         *To ensure that it didn't double count, only "Black" players are counted.*/. .                 gen wonsp9 = .(206 missing values generated)r; t=0.00 15:22:52.                 forval x = 10(10)90 {  2.                         replace wonsp9 = `x' if color == "Black" & sp9number == `x'  3.                 }(59 real changes made)(9 real changes made)(3 real changes made)(4 real changes made)(2 real changes made)(1 real change made)(3 real changes made)(8 real changes made)(14 real changes made)r; t=0.01 15:22:52. .                 tab wonsp9     wonsp9 |      Freq.     Percent        Cum.------------+-----------------------------------         10 |         59       57.28       57.28         20 |          9        8.74       66.02         30 |          3        2.91       68.93         40 |          4        3.88       72.82         50 |          2        1.94       74.76         60 |          1        0.97       75.73         70 |          3        2.91       78.64         80 |          8        7.77       86.41         90 |         14       13.59      100.00------------+-----------------------------------      Total |        103      100.00r; t=0.00 15:22:52. .                 gen wonsp10 = .(206 missing values generated)r; t=0.00 15:22:52.                 forval x = 1(11)89 {  2.                         replace wonsp10 = `x' if color == "Black" & sp10number == `x'  3.                 }(13 real changes made)(9 real changes made)(2 real changes made)(1 real change made)(1 real change made)(3 real changes made)(5 real changes made)(22 real changes made)(46 real changes made)r; t=0.00 15:22:52. .                 tab wonsp10     wonsp10 |      Freq.     Percent        Cum.------------+-----------------------------------          1 |         13       12.75       12.75         12 |          9        8.82       21.57         23 |          2        1.96       23.53         34 |          1        0.98       24.51         45 |          1        0.98       25.49         56 |          3        2.94       28.43         67 |          5        4.90       33.33         78 |         22       21.57       54.90         89 |         46       45.10      100.00------------+-----------------------------------      Total |        102      100.00r; t=0.00 15:22:52. .         *For aesthetics/uniformity, we make all our winners lowercase letters. .                 replace sp9winner = lower(sp9winner)(100 real changes made)r; t=0.00 15:22:52.                 replace sp10winner = lower(sp10winner)(98 real changes made)r; t=0.00 15:22:52. .         *Generate individual dummies for ease of conditional probability calculations. .                 gen GM = (title=="GM")r; t=0.00 15:22:52.                 gen IM = (title=="IM")r; t=0.00 15:22:52.                 gen Master = (title=="Master")r; t=0.00 15:22:52.                 gen greaterthan2000 = (title==">2000")r; t=0.00 15:22:52.                 gen lessthan2000 = (title=="<2000")r; t=0.00 15:22:52. .         *Generate SP9 and SP10 so in later steps we can easily ensure the the computer did not double count.                 gen sp9 = ((color=="White"&sp9winner=="white") | (color=="Black"&sp9winner=="black"))r; t=0.00 15:22:52.                 gen sp10 = ((color=="White"&sp10winner=="white") | (color=="Black"&sp10winner=="black"))r; t=0.00 15:22:52. .         *Some Blanks are filled in from paper data because manual data-entry failed:.                 replace game1 = "SP_10" if Player_Code == "W46"(1 real change made)r; t=0.00 15:22:52.                 replace game2 = "SP_9" if Player_Code == "W46"(1 real change made)r; t=0.00 15:22:52.                 replace game3 = "CP" if Player_Code == "W46"(1 real change made)r; t=0.00 15:22:52. .                 replace game1 = "CP" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:22:52.                 replace game2 = "SP_9" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:22:52.                 replace game3 = "SP_10" if Player_Code == "W21" | Player_Code == "W45"(2 real changes made)r; t=0.00 15:22:52. . .         *Generate shorthand globals for easy reading in conditionals..                 *Win SP9 First: .                 global SP9First = `"((color == "Black" & sp9round == 2) | (color == "White" & sp9round == 3) & sp9 == 1)"'r; t=0.00 15:22:52.                 *Win SP10 First: .                 global SP10First = `"((color == "Black" & sp10round == 2)|(color == "White" & sp10round == 1) & sp10 == 1)"'r; t=0.00 15:22:52.                 *Win SP9 Middle: .                 global SP9Middle = `"(sp9round!= 2 & sp9round!= 3 &(sp9number == 10 | sp9number == 20 | sp9number == 30 | sp9number == 40 | sp9number => = 50 | sp9number == 60 | sp9number == 70 | sp9number == 80)& sp9 == 1)"'r; t=0.00 15:22:52.                 *Win SP10 Middle: .                 global SP10Middle = `"(sp10round != 2 & sp10round != 1 & (sp10number == 12|sp10number == 23|sp10number == 34|sp10number == 45|sp10numbe> r == 56|sp10number == 67|sp10number == 78) & sp10 == 1)"'r; t=0.00 15:22:52.                 *Win SP9 Last: .                 global SP9Last = `"(sp9number == 90 & sp9 == 1)"'r; t=0.00 15:22:52.                 *Win SP10 Last: .                 global SP10Last = `"(sp10number == 89 & sp10 == 1)"'r; t=0.00 15:22:52. .         *Generating the Best Inductors.                 *Best inductors were anyone who won both games at the first chance they had or any white player who won SP10 and did not have a chance > to win SP9.                 gen bestinductors=1 if (($SP9First) & ($SP10First)) | (($SP10First ) & (sp9round == 2 & color == "White"))(191 missing values generated)r; t=0.00 15:22:52.                 *Second best inductors were anyone who won one of the games first OR won both in the middle (and not bestinductor).                 gen secondbestinductors=1 if ((($SP9First) | ($SP10First)) | (($SP9Middle) & ($SP10Middle))) & bestinductors != 1(139 missing values generated)r; t=0.00 15:22:52.                 *Good inductors won something in the middle.                 gen goodinductors=1 if (($SP9Middle) | ($SP10Middle)) & bestinductors != 1 & secondbestinductors != 1(170 missing values generated)r; t=0.00 15:22:52.                 *Bad inductors were anyone else.                 gen badinductors=1 if  bestinductors != 1 & secondbestinductors != 1 & goodinductors != 1(118 missing values generated)r; t=0.00 15:22:52.                 *Create a string title for inductor status.                 generate inductortitle = "."r; t=0.00 15:22:52.                 replace inductortitle = "best" if bestinductors == 1inductortitle was str1 now str4(15 real changes made)r; t=0.00 15:22:52.                 replace inductortitle = "second" if secondbestinductors == 1inductortitle was str4 now str6(67 real changes made)r; t=0.00 15:22:52.                 replace inductortitle = "good" if goodinductors == 1(36 real changes made)r; t=0.00 15:22:52.                 replace inductortitle = "bad" if badinductors == 1(88 real changes made)r; t=0.00 15:22:52. .         *We put Games in uniform format.                 replace game1 = "SP_10" if game1 == "SP 10"(25 real changes made)r; t=0.01 15:22:52.                 replace game2 = "SP_10" if game2 == "SP 10"(52 real changes made)r; t=0.00 15:22:52.                 replace game3 = "SP_10" if game3 == "SP 10"(26 real changes made)r; t=0.00 15:22:52.                 replace game1 = "SP_9" if game1 == "SP 9"(26 real changes made)r; t=0.00 15:22:52.                 replace game2 = "SP_9" if game2 == "SP 9"(51 real changes made)r; t=0.00 15:22:52.                 replace game3 = "SP_9" if game3 == "SP 9"(26 real changes made)r; t=0.00 15:22:52. .         *Generate codes for city, then merge in Race Data.                 generate code_for_city = substr( Player_Code,1,1)r; t=0.00 15:22:52.                 generate city = "C" if code_for_city == "M"(156 missing values generated)r; t=0.00 15:22:52.                 replace city = "C" if code_for_city == "S"(50 real changes made)r; t=0.00 15:22:52.                 replace city = "P" if code_for_city == "B"(53 real changes made)r; t=0.00 15:22:52.                 replace city = "P" if code_for_city == "W"(53 real changes made)r; t=0.00 15:22:52. .                 generate playernumber = substr(Player_Code,2,2)r; t=0.00 15:22:52.                 destring playernumber, replaceplayernumber has all characters numeric; replaced as byter; t=0.00 15:22:52.                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:22:52. .                 insheet using "$dir/Data/ChessRaceData.csv", clear(59 vars, 103 obs)r; t=0.00 15:22:52.                 sort city playernumberr; t=0.00 15:22:52.                 save "$datadir/Chess Race Data.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/Chess Race Data.dta savedr; t=0.00 15:22:52. .                 use "$datadir/FullChess.dta", clearr; t=0.00 15:22:52.                 sort city playernumberr; t=0.00 15:22:52.                 merge city playernumber using "$dir/Data/Chess Race Data.dta", uniqusingvariables city playernumber do not uniquely identify observations in the master datar; t=0.01 15:22:52. .         *Finally, I also make the blank .tex table format..                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:52.                 file open FullTables using FullTables.tex, write replacer; t=0.00 15:22:52.                 file write FullTables "\documentclass{article}" _nr; t=0.00 15:22:52.                 file write FullTables "\usepackage{fullpage}" _nr; t=0.00 15:22:52.                 file write FullTables "\usepackage{natbib}" _nr; t=0.00 15:22:52.                 file write FullTables "\usepackage{graphicx}" _nr; t=0.00 15:22:52.                 file write FullTables "\usepackage{multirow}" _nr; t=0.00 15:22:52.                 file write FullTables "\usepackage{lscape}" _nr; t=0.00 15:22:52.                 file write FullTables "\bibliographystyle{plainnat}" _nr; t=0.00 15:22:52.                 file write FullTables "\begin{document}" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table1.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table2.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table3.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table4a.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table4b.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\begin{landscape}" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table5.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\end{landscape}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table6.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\newpage" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table7a.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\input{table7b.tex}" _nr; t=0.00 15:22:52.                 file write FullTables "\end{document}" _nr; t=0.00 15:22:52.                 file close FullTablesr; t=0.00 15:22:52. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 1:  Summary of Participants> *****************************************************************************************/.         qui {  3. .         *USCF Ratings:.         sum uscf if title == "GM"  4.         local USCF_Rating_1 = "`r(min)'-`r(max)'"  5.         sum uscf if title == "IM"  6.         local USCF_Rating_2 = "`r(min)'-`r(max)'"  7.         sum uscf if title == "Master"  8.         local USCF_Rating_3 = "`r(min)'-`r(max)'"  9.         sum uscf if title == ">2000" 10.         local USCF_Rating_4 = "`r(min)'-`r(max)'" 11.         sum uscf if title == "<2000" 12.         local USCF_Rating_5 = "`r(min)'-`r(max)'" 13.         local USCF_Rating_6 = "N/A" 14.         local USCF_Rating_7 = "N/A" 15. .         *FIDE Ratings:.         sum fide if title == "GM" 16.         local FIDE_Rating_1 = "`r(min)'-`r(max)'" 17.         sum fide if title == "IM" 18.         local FIDE_Rating_2 = "`r(min)'-`r(max)'" 19.         sum fide if title == "Master" 20.         local FIDE_Rating_3 = "`r(min)'-`r(max)'" 21.         sum fide if title == ">2000" 22.         local FIDE_Rating_4 = "`r(min)'-`r(max)'" 23.         sum fide if title == "<2000" 24.         local FIDE_Rating_5 = "`r(min)'-`r(max)'" 25.         local FIDE_Rating_6 = "N/A" 26.         local FIDE_Rating_7 = "N/A" 27. .         *LLS.         count if title == "GM" 28.         local LLS_Chess_1 = r(N) 29.         count if title == "IM" 30.         local LLS_Chess_2 =  r(N) 31.         count if title == "Master" 32.         local LLS_Chess_3 = r(N) 33.         count if title == ">2000" 34.         local LLS_Chess_4 =  r(N) 35.         count if title == "<2000" 36.         local LLS_Chess_5 =  r(N) 37.         local LLS_Chess_6 =  "N/A" 38.         count 39.         local LLS_Chess_7 = r(N) 40. .         *PHV: From "Field Centipedes" Ignacio Palacios-Huerta Oscar Volij, Nov. 2006, Page 6.         local PHV_Chess_1 = 41 41.         local PHV_Chess_2 =  45 42.         local PHV_Chess_3 =  29 43.         local PHV_Chess_4 =  141 44.         local PHV_Chess_5 =  "N/A" 45.         local PHV_Chess_6 =  80 46.         local PHV_Chess_7 = 41+45+29+141+80 47.         } 48. .                 di "" 49.                 di as green     "                       Table 1: Summary of Participants" 50.                 di as green     "                               Grandmasters:" 51.                 di as green     "                               International Masters:" 52.                 di as green     "                               FIDE & UCSF Masters:" 53.                 di as green     "                               Other Chess Players > 2000" 54.                 di as green     "                               Other Chess Players < 2000" 55.                 di as green     "                               Students" 56.                 di as green     "                               Total" 57. .                 headermaker4_1A 58.                 tablemaker4_1A `USCF_Rating_1' `FIDE_Rating_1' `LLS_Chess_1' `PHV_Chess_1' 59.                 tablemaker4_1A `USCF_Rating_2' `FIDE_Rating_2' `LLS_Chess_2' `PHV_Chess_2' 60.                 tablemaker4_1A `USCF_Rating_3' `FIDE_Rating_3' `LLS_Chess_3' `PHV_Chess_3' 61.                 tablemaker4_1A `USCF_Rating_4' `FIDE_Rating_4' `LLS_Chess_4' `PHV_Chess_4' 62.                 tablemaker4_1A `USCF_Rating_5' `FIDE_Rating_5' `LLS_Chess_5' `PHV_Chess_5' 63.                 tablemaker4_1A `USCF_Rating_6' `FIDE_Rating_6' `LLS_Chess_6' `PHV_Chess_6' 64.                 tablemaker4_1A `USCF_Rating_7' `FIDE_Rating_7' `LLS_Chess_7' `PHV_Chess_7' 65. . . .         }                       Table 1: Summary of Participants                               Grandmasters:                               International Masters:                               FIDE & UCSF Masters:                               Other Chess Players > 2000                               Other Chess Players < 2000                               Students                               Total----------------------------------------------------------------------------------------------------USCF Rating          | FIDE Rating           | LLS: Chess            {c }PHV: Chess----------------------------------------------------------------------------------------------------2472-2763            | 2265-2637             | 26                    | 412273-2538            | 2227-2488             | 20                    | 452009-2497            | 2037-2497             | 61                    | 292000-2610            | 2026-2531             | 46                    | 141852-2064             | 1789-2341             | 53                    | N/AN/A                  | N/A                   | N/A                   | 80N/A                  | N/A                   | 206                   | 336r; t=0.00 15:22:52. . . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:52. file open table1 using table1.tex, write replacer; t=0.00 15:22:52. file write table1 "\begin{table}" _nr; t=0.00 15:22:52. file write table1 "\begin{tabular}{lccc} \multicolumn{4}{c}{\textbf{Table 1: Summary of Participants}} \\" _n  r; t=0.00 15:22:52. file write table1 "\hline \hline" _n r; t=0.00 15:22:52. file write table1 "\textbf{Participant Title} & \textbf{USCF Rating}  & \textbf{FIDE Rating} & \textbf{LLS: Chess} \\" _n r; t=0.00 15:22:52. file write table1 "\hline " _n r; t=0.00 15:22:52. file write table1 "Grandmasters                 & `USCF_Rating_1'       & `FIDE_Rating_1' & `LLS_Chess_1'  \\" _n r; t=0.00 15:22:52. file write table1 "International Masters        & `USCF_Rating_2'       & `FIDE_Rating_2' & `LLS_Chess_2'  \\" _n r; t=0.00 15:22:52. file write table1 "FIDE \& USCF Masters         & `USCF_Rating_3'       & `FIDE_Rating_3' & `LLS_Chess_3'  \\" _n r; t=0.00 15:22:52. file write table1 "Other Chess Players $>$ 2000 & `USCF_Rating_4'       & `FIDE_Rating_4' & `LLS_Chess_4'  \\ " _n r; t=0.00 15:22:52. file write table1 "Other Chess Players $<$ 2000 & `USCF_Rating_5'       & `FIDE_Rating_5' & `LLS_Chess_5'  \\" _n r; t=0.00 15:22:52. file write table1 "Students                     & `USCF_Rating_6'       & `FIDE_Rating_6' & `LLS_Chess_6'  \\" _n r; t=0.00 15:22:52. file write table1 "Total                        & `USCF_Rating_7'       & `FIDE_Rating_7' & `LLS_Chess_7'  \\" _n r; t=0.00 15:22:52. file write table1 "\end{tabular}" _n r; t=0.00 15:22:52. file write table1 "\end{table} " _nr; t=0.00 15:22:52. file close table1r; t=0.01 15:22:52. . . /****************************************************************************************> *Table 2:  Summary of Centipede Results: Implied Probabilities (ALL)> *****************************************************************************************/. .         qui {r; t=0.02 15:22:52.         forval x = 1/1 {  2.                                 di ""  3.                                 di as green     "                       Table 2: Summary of Centipede Results: Implied Stop Probabilities"  4.                                 di as green     "                               Grandmasters:"  5.                                 di as green     "                               International Masters:"  6.                                 di as green     "                               USCF/FIDE Masters > 2000"  7.                                 di as green     "                               >2000"  8.                                 di as green     "                               <2000"  9.                                 di as green     "                               Total" 10.         .                 headermaker7_2A 11.                 tablemaker7_2A `GM_White_1'             `GM_Black_2'            `GM_White_3'            `GM_Black_4'            `GM_White_5'        >     `GM_Black_6'            `GM_White_7' 12.                 tablemaker7_2A `GM_White_1_D'           `GM_Black_2_D'          `GM_White_3_D'          `GM_Black_4_D'          `GM_White_5_D'      >     `GM_Black_6_D'          `GM_White_7_D' 13.                 tablemaker7_2A `IM_White_1'             `IM_Black_2'            `IM_White_3'            `IM_Black_4'            `IM_White_5'        >     `IM_Black_6'            `IM_White_7' 14.                 tablemaker7_2A `IM_White_1_D'           `IM_Black_2_D'          `IM_White_3_D'          `IM_Black_4_D'          `IM_White_5_D'      >     `IM_Black_6_D'          `IM_White_7_D'   15.                 tablemaker7_2A `Master_White_1'         `Master_Black_2'        `Master_White_3'        `Master_Black_4'        `Master_White_5'    >     `Master_Black_6'        `Master_White_7' 16.                 tablemaker7_2A `Master_White_1_D'       `Master_Black_2_D'      `Master_White_3_D'      `Master_Black_4_D'      `Master_White_5_D'  >     `Master_Black_6_D'      `Master_White_7_D' 17.                 tablemaker7_2A `gr2000_White_1'         `gr2000_Black_2'        `gr2000_White_3'        `gr2000_Black_4'        `gr2000_White_5'    >     `gr2000_Black_6'        `gr2000_White_7' 18.                 tablemaker7_2A `gr2000_White_1_D'       `gr2000_Black_2_D'      `gr2000_White_3_D'      `gr2000_Black_4_D'      `gr2000_White_5_D'  >     `gr2000_Black_6_D'      `gr2000_White_7_D' 19.                 tablemaker7_2A `l2000_White_1'          `l2000_Black_2'         `l2000_White_3'         `l2000_Black_4'         `l2000_White_5'     >     `l2000_Black_6'         `l2000_White_7' 20.                 tablemaker7_2A `l2000_White_1_D'        `l2000_Black_2_D'       `l2000_White_3_D'       `l2000_Black_4_D'       `l2000_White_5_D'   >     `l2000_Black_6_D'       `l2000_White_7_D' 21.                 tablemaker7_2A `total_1'                `total_2'               `total_3'               `total_4'               `total_5'           >     `total_6'               `total_7' 22.                 tablemaker7_2A `total_1_D'              `total_2_D'             `total_3_D'             `total_4_D'             `total_5_D'         >     `total_6_D'             `total_7_D' 23.         }                       Table 2: Summary of Centipede Results: Implied Stop Probabilities                               Grandmasters:                               International Masters:                               USCF/FIDE Masters > 2000                               >2000                               <2000                               Total----------------------------------------------------------------------------------------------------Node 1   | Node 2    | Node 3    | Node 4    | Node 5    | Node 6|     Node 7----------------------------------------------------------------------------------------------------0        | .111      | .067      | 0         | .636      | 1 |         116       | 9         | 15        | 7         | 11        | 2 |         20        | 0         | .083      | .625      | .625      | 0 |         112       | 8         | 12        | 8         | 8         | 1 |         2.063     | .077      | .259      | .318      | .455      | .5|         132       | 26        | 27        | 22        | 11        | 8 |         2.056     | .154      | .154      | .2        | .5        | 1 |         118       | 26        | 13        | 15        | 6         | 2 |         1.042     | .103      | .286      | .526      | .7        | .667|       N/A24       | 29        | 21        | 19        | 10        | 6 |         0.039     | .102      | .193      | .352      | .587      | .632|       1102      | 98        | 88        | 71        | 46        | 19|         7r; t=0.17 15:22:52. . cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:52. file open table2 using table2.tex, write replacer; t=0.01 15:22:52. file write table2 "\begin{table}" _nr; t=0.00 15:22:52. file write table2 "\begin{tabular}{lcccccc} \multicolumn{7}{c}{\textbf{Table 2a: Summary of Participant Titles and Ratings (All)}} \\" _n  r; t=0.00 15:22:52. file write table2 "\hline \hline" _n r; t=0.00 15:22:52. file write table2 "\textbf{Participant Title} & \textbf{Node 1} & \textbf{Node 2} & \textbf{Node 3} & \textbf{Node 4} & \textbf{Node 5} & \textbf{Node > 6}\\" _n r; t=0.00 15:22:52. file write table2 "\hline" _n r; t=0.00 15:22:52. file write table2 "All Chess Players & `total_1' & `total_2' & `total_3' & `total_4' & `total_5' & `total_6'\\" _n r; t=0.00 15:22:52. file write table2 " & (`total_1_D') & (`total_2_D') & (`total_3_D') & (`total_4_D') & (`total_5_D') & (`total_6_D')\\" _n r; t=0.00 15:22:52. file write table2 "Grandmasters & `GM_White_1'  & `GM_Black_2' & `GM_White_3' & `GM_Black_4' & `GM_White_5' & `GM_Black_6'\\" _n r; t=0.00 15:22:52. file write table2 " & (`GM_White_1_D') & (`GM_Black_2_D') & (`GM_White_3_D') & (`GM_Black_4_D') & (`GM_White_5_D') & (`GM_Black_6_D')\\" _nr; t=0.00 15:22:52. file write table2 "International Masters & `IM_White_1' & `IM_Black_2' & `IM_White_3' & `IM_Black_4' & `IM_White_5' & `IM_Black_6'\\" _nr; t=0.00 15:22:52. file write table2 " & (`IM_White_1_D') & (`IM_Black_2_D') & (`IM_White_3_D') & (`IM_Black_4_D') & (`IM_White_5_D') & (`IM_Black_6_D')\\" _nr; t=0.00 15:22:52. file write table2 "Masters & `Master_White_1' & `Master_Black_2' & `Master_White_3' & `Master_Black_4' & `Master_White_5' & `Master_Black_6'\\" _nr; t=0.00 15:22:52. file write table2 " & (`Master_White_1_D') & (`Master_Black_2_D') & (`Master_White_3_D') & (`Master_Black_4_D') & (`Master_White_5_D') & (`Master_Black> _6_D')\\" _nr; t=0.00 15:22:52. file write table2 "$>$ 2000 & `gr2000_White_1' & `gr2000_Black_2' & `gr2000_White_3' & `gr2000_Black_4' & `gr2000_White_5' & `gr2000_Black_6'\\" _nr; t=0.00 15:22:52. file write table2 " & (`gr2000_White_1_D') & (`gr2000_Black_2_D') & (`gr2000_White_3_D') & (`gr2000_Black_4_D') & (`gr2000_White_5_D') & (`gr2000_Black> _6_D')\\" _nr; t=0.00 15:22:52. file write table2 "$<$ 2000 & `l2000_White_1' & `l2000_Black_2' & `l2000_White_3' & `l2000_Black_4' & `l2000_White_5' & `l2000_Black_6'\\" _nr; t=0.00 15:22:52. file write table2 " & (`l2000_White_1_D') & (`l2000_Black_2_D') & (`l2000_White_3_D') & (`l2000_Black_4_D') & (`l2000_White_5_D') & (`l2000_Black_6_D')> \\" _nr; t=0.00 15:22:52. file write table2 "\end{tabular}" _n r; t=0.00 15:22:52. file write table2 "\end{table}" _nr; t=0.00 15:22:52. file close table2r; t=0.00 15:22:52. . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 3:  Summary of Race to 100 Results> *****************************************************************************************/.         qui {  3. .         *Number at which SP9 is solved by node:.         local SP9_N_1 = 10  4.         local SP9_N_2 = 20  5.         local SP9_N_3 = 30  6.         local SP9_N_4 = 40  7.         local SP9_N_5 = 50  8.         local SP9_N_6 = 60  9.         local SP9_N_7 = 70 10.         local SP9_N_8 = 80 11.         local SP9_N_9 = 90 12. .         *Number at which SP10 is solved by node:.         local SP10_N_1 = 1 13.         local SP10_N_2 = 12 14.         local SP10_N_3 = 23 15.         local SP10_N_4 = 34 16.         local SP10_N_5 = 45 17.         local SP10_N_6 = 56 18.         local SP10_N_7 = 67 19.         local SP10_N_8 = 78 20.         local SP10_N_9 = 89 21. .         *Percentage of Stops by Node 1-9:GM.         count if title == "GM" & sp9 == 1 22.         local total_count = r(N) 23.         count if  sp9number == 10 & title == "GM" & sp9 == 1 24.         local SP9_P_1_GM = r(N)/`total_count' 25.         count if  sp9number == 20 & title == "GM" & sp9 == 1 26.         local SP9_P_2_GM = r(N)/`total_count' 27.         count if  sp9number == 30 & title == "GM" & sp9 == 1 28.         local SP9_P_3_GM = r(N)/`total_count' 29.         count if  sp9number == 40 & title == "GM" & sp9 == 1 30.         local SP9_P_4_GM = r(N)/`total_count' 31.         count if  sp9number == 50 & title == "GM" & sp9 == 1 32.         local SP9_P_5_GM = r(N)/`total_count' 33.         count if  sp9number == 60 & title == "GM" & sp9 == 1 34.         local SP9_P_6_GM = r(N)/`total_count' 35.         count if  sp9number == 70 & title == "GM" & sp9 == 1 36.         local SP9_P_7_GM = r(N)/`total_count' 37.         count if  sp9number == 80 & title == "GM" & sp9 == 1 38.         local SP9_P_8_GM = r(N)/`total_count' 39.         count if  sp9number == 90 & title == "GM" & sp9 == 1 40.         local SP9_P_9_GM = r(N)/`total_count' 41. .         *Percentage of Stops by Node 1-9:IM.         count if title == "IM" & sp9 == 1 42.         local total_count = r(N) 43.         count if  sp9number == 10 & title == "IM" & sp9 == 1 44.         local SP9_P_1_IM = r(N)/`total_count' 45.         count if  sp9number == 20 & title == "IM" & sp9 == 1 46.         local SP9_P_2_IM = r(N)/`total_count' 47.         count if  sp9number == 30 & title == "IM" & sp9 == 1 48.         local SP9_P_3_IM = r(N)/`total_count' 49.         count if  sp9number == 40 & title == "IM" & sp9 == 1 50.         local SP9_P_4_IM = r(N)/`total_count' 51.         count if  sp9number == 50 & title == "IM" & sp9 == 1 52.         local SP9_P_5_IM = r(N)/`total_count' 53.         count if  sp9number == 60 & title == "IM" & sp9 == 1 54.         local SP9_P_6_IM = r(N)/`total_count' 55.         count if  sp9number == 70 & title == "IM" & sp9 == 1 56.         local SP9_P_7_IM = r(N)/`total_count' 57.         count if  sp9number == 80 & title == "IM" & sp9 == 1 58.         local SP9_P_8_IM = r(N)/`total_count' 59.         count if  sp9number == 90 & title == "IM" & sp9 == 1 60.         local SP9_P_9_IM = r(N)/`total_count' 61. .         *Percentage of Stops by Node 1-9:Master.         count if title == "Master" & sp9 == 1 62.         local total_count = r(N) 63.         count if  sp9number == 10 & title == "Master" & sp9 == 1 64.         local SP9_P_1_Master = r(N)/`total_count' 65.         count if  sp9number == 20 & title == "Master" & sp9 == 1 66.         local SP9_P_2_Master = r(N)/`total_count' 67.         count if  sp9number == 30 & title == "Master" & sp9 == 1 68.         local SP9_P_3_Master = r(N)/`total_count' 69.         count if  sp9number == 40 & title == "Master" & sp9 == 1 70.         local SP9_P_4_Master = r(N)/`total_count' 71.         count if  sp9number == 50 & title == "Master" & sp9 == 1 72.         local SP9_P_5_Master = r(N)/`total_count' 73.         count if  sp9number == 60 & title == "Master" & sp9 == 1 74.         local SP9_P_6_Master = r(N)/`total_count' 75.         count if  sp9number == 70 & title == "Master" & sp9 == 1 76.         local SP9_P_7_Master = r(N)/`total_count' 77.         count if  sp9number == 80 & title == "Master" & sp9 == 1 78.         local SP9_P_8_Master = r(N)/`total_count' 79.         count if  sp9number == 90 & title == "Master" & sp9 == 1 80.         local SP9_P_9_Master = r(N)/`total_count' 81. .         *Percentage of Stops by Node 1-9:g2000.         count if title == ">2000" & sp9 == 1 82.         local total_count = r(N) 83.         count if  sp9number == 10 & title == ">2000" & sp9 == 1 84.         local SP9_P_1_g2000 = r(N)/`total_count' 85.         count if  sp9number == 20 & title == ">2000" & sp9 == 1 86.         local SP9_P_2_g2000 = r(N)/`total_count' 87.         count if  sp9number == 30 & title == ">2000" & sp9 == 1 88.         local SP9_P_3_g2000 = r(N)/`total_count' 89.         count if  sp9number == 40 & title == ">2000" & sp9 == 1 90.         local SP9_P_4_g2000 = r(N)/`total_count' 91.         count if  sp9number == 50 & title == ">2000" & sp9 == 1 92.         local SP9_P_5_g2000 = r(N)/`total_count' 93.         count if  sp9number == 60 & title == ">2000" & sp9 == 1 94.         local SP9_P_6_g2000 = r(N)/`total_count' 95.         count if  sp9number == 70 & title == ">2000" & sp9 == 1 96.         local SP9_P_7_g2000 = r(N)/`total_count' 97.         count if  sp9number == 80 & title == ">2000" & sp9 == 1 98.         local SP9_P_8_g2000 = r(N)/`total_count' 99.         count if  sp9number == 90 & title == ">2000" & sp9 == 1100.         local SP9_P_9_g2000 = r(N)/`total_count'101. .         *Percentage of Stops by Node 1-9:l2000.         count if title == "<2000" & sp9 == 1102.         local total_count = r(N)103.         count if  sp9number == 10 & title == "<2000" & sp9 == 1104.         local SP9_P_1_l2000 = r(N)/`total_count'105.         count if  sp9number == 20 & title == "<2000" & sp9 == 1106.         local SP9_P_2_l2000 = r(N)/`total_count'107.         count if  sp9number == 30 & title == "<2000" & sp9 == 1108.         local SP9_P_3_l2000 = r(N)/`total_count'109.         count if  sp9number == 40 & title == "<2000" & sp9 == 1110.         local SP9_P_4_l2000 = r(N)/`total_count'111.         count if  sp9number == 50 & title == "<2000" & sp9 == 1112.         local SP9_P_5_l2000 = r(N)/`total_count'113.         count if  sp9number == 60 & title == "<2000" & sp9 == 1114.         local SP9_P_6_l2000 = r(N)/`total_count'115.         count if  sp9number == 70 & title == "<2000" & sp9 == 1116.         local SP9_P_7_l2000 = r(N)/`total_count'117.         count if  sp9number == 80 & title == "<2000" & sp9 == 1118.         local SP9_P_8_l2000 = r(N)/`total_count'119.         count if  sp9number == 90 & title == "<2000" & sp9 == 1120.         local SP9_P_9_l2000 = r(N)/`total_count'121. .         *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).         .         count122.         local total_count = r(N)123.         count if  sp9number == 10124.         local SP9_P_1 = round(r(N)/`total_count', .001)125.         *For Latex tables, because Stata messes up on storing decimals in binary:.         local SP9_P_1 = substr("`SP9_P_1'",1,4)126.         count if  sp9number == 20127.         local SP9_P_2 = round(r(N)/`total_count', .001)128.         count if  sp9number == 30129.         local SP9_P_3 = round(r(N)/`total_count', .001)130.         count if  sp9number == 40131.         local SP9_P_4 = round(r(N)/`total_count', .001)132.         count if  sp9number == 50133.         local SP9_P_5 = round(r(N)/`total_count', .001)134.         count if  sp9number == 60135.         local SP9_P_6 = round(r(N)/`total_count', .001)136.         count if  sp9number == 70137.         local SP9_P_7 = round(r(N)/`total_count', .001)138.         count if  sp9number == 80139.         local SP9_P_8 = round(r(N)/`total_count', .001)140.         count if  sp9number == 90141.         local SP9_P_9 = round(r(N)/`total_count', .001)142. .         *Percentage of Stops by Node 1-10:GM.         count if title == "GM" & sp10 == 1143.         local total_count = r(N)144.         count if  sp10number == 1 & title == "GM" & sp10 == 1145.         local SP10_P_1_GM = r(N)/`total_count'146.         count if  sp10number == 12 & title == "GM" & sp10 == 1147.         local SP10_P_2_GM = r(N)/`total_count'148.         count if  sp10number == 23 & title == "GM" & sp10 == 1149.         local SP10_P_3_GM = r(N)/`total_count'150.         count if  sp10number == 34 & title == "GM" & sp10 == 1151.         local SP10_P_4_GM = r(N)/`total_count'152.         count if  sp10number == 45 & title == "GM" & sp10 == 1153.         local SP10_P_5_GM = r(N)/`total_count'154.         count if  sp10number == 54 & title == "GM" & sp10 == 1155.         local SP10_P_6_GM = r(N)/`total_count'156.         count if  sp10number == 67 & title == "GM" & sp10 == 1157.         local SP10_P_7_GM = r(N)/`total_count'158.         count if  sp10number == 78 & title == "GM" & sp10 == 1159.         local SP10_P_8_GM = r(N)/`total_count'160.         count if  sp10number == 89 & title == "GM" & sp10 == 1161.         local SP10_P_9_GM = r(N)/`total_count'162. .         *Percentage of Stops by Node 1-10:IM.         count if title == "IM" & sp10 == 1163.         local total_count = r(N)164.         count if  sp10number == 1 & title == "IM" & sp10 == 1165.         local SP10_P_1_IM = r(N)/`total_count'166.         count if  sp10number == 12 & title == "IM" & sp10 == 1167.         local SP10_P_2_IM = r(N)/`total_count'168.         count if  sp10number == 23 & title == "IM" & sp10 == 1169.         local SP10_P_3_IM = r(N)/`total_count'170.         count if  sp10number == 34 & title == "IM" & sp10 == 1171.         local SP10_P_4_IM = r(N)/`total_count'172.         count if  sp10number == 45 & title == "IM" & sp10 == 1173.         local SP10_P_5_IM = r(N)/`total_count'174.         count if  sp10number == 54 & title == "IM" & sp10 == 1175.         local SP10_P_6_IM = r(N)/`total_count'176.         count if  sp10number == 67 & title == "IM" & sp10 == 1177.         local SP10_P_7_IM = r(N)/`total_count'178.         count if  sp10number == 78 & title == "IM" & sp10 == 1179.         local SP10_P_8_IM = r(N)/`total_count'180.         count if  sp10number == 89 & title == "IM" & sp10 == 1181.         local SP10_P_9_IM = r(N)/`total_count'182. .         *Percentage of Stops by Node 1-10:Master.         count if title == "Master" & sp10 == 1183.         local total_count = r(N)184.         count if  sp10number == 1 & title == "Master" & sp10 == 1185.         local SP10_P_1_Master = r(N)/`total_count'186.         count if  sp10number == 12 & title == "Master" & sp10 == 1187.         local SP10_P_2_Master = r(N)/`total_count'188.         count if  sp10number == 23 & title == "Master" & sp10 == 1189.         local SP10_P_3_Master = r(N)/`total_count'190.         count if  sp10number == 34 & title == "Master" & sp10 == 1191.         local SP10_P_4_Master = r(N)/`total_count'192.         count if  sp10number == 45 & title == "Master" & sp10 == 1193.         local SP10_P_5_Master = r(N)/`total_count'194.         count if  sp10number == 54 & title == "Master" & sp10 == 1195.         local SP10_P_6_Master = r(N)/`total_count'196.         count if  sp10number == 67 & title == "Master" & sp10 == 1197.         local SP10_P_7_Master = r(N)/`total_count'198.         count if  sp10number == 78 & title == "Master" & sp10 == 1199.         local SP10_P_8_Master = r(N)/`total_count'200.         count if  sp10number == 89 & title == "Master" & sp10 == 1201.         local SP10_P_9_Master = r(N)/`total_count'202. .         *Percentage of Stops by Node 1-10:g2000.         count if title == ">2000" & sp10 == 1203.         local total_count = r(N)204.         count if  sp10number == 1 & title == ">2000" & sp10 == 1205.         local SP10_P_1_g2000 = r(N)/`total_count'206.         count if  sp10number == 12 & title == ">2000" & sp10 == 1207.         local SP10_P_2_g2000 = r(N)/`total_count'208.         count if  sp10number == 23 & title == ">2000" & sp10 == 1209.         local SP10_P_3_g2000 = r(N)/`total_count'210.         count if  sp10number == 34 & title == ">2000" & sp10 == 1211.         local SP10_P_4_g2000 = r(N)/`total_count'212.         count if  sp10number == 45 & title == ">2000" & sp10 == 1213.         local SP10_P_5_g2000 = r(N)/`total_count'214.         count if  sp10number == 54 & title == ">2000" & sp10 == 1215.         local SP10_P_6_g2000 = r(N)/`total_count'216.         count if  sp10number == 67 & title == ">2000" & sp10 == 1217.         local SP10_P_7_g2000 = r(N)/`total_count'218.         count if  sp10number == 78 & title == ">2000" & sp10 == 1219.         local SP10_P_8_g2000 = r(N)/`total_count'220.         count if  sp10number == 89 & title == ">2000" & sp10 == 1221.         local SP10_P_9_g2000 = r(N)/`total_count'222. .         *Percentage of Stops by Node 1-10:l2000.         count if title == "<2000" & sp10 == 1223.         local total_count = r(N)224.         count if  sp10number == 1 & title == "<2000" & sp10 == 1225.         local SP10_P_1_l2000 = r(N)/`total_count'226.         count if  sp10number == 12 & title == "<2000" & sp10 == 1227.         local SP10_P_2_l2000 = r(N)/`total_count'228.         count if  sp10number == 23 & title == "<2000" & sp10 == 1229.         local SP10_P_3_l2000 = r(N)/`total_count'230.         count if  sp10number == 34 & title == "<2000" & sp10 == 1231.         local SP10_P_4_l2000 = r(N)/`total_count'232.         count if  sp10number == 45 & title == "<2000" & sp10 == 1233.         local SP10_P_5_l2000 = r(N)/`total_count'234.         count if  sp10number == 54 & title == "<2000" & sp10 == 1235.         local SP10_P_6_l2000 = r(N)/`total_count'236.         count if  sp10number == 67 & title == "<2000" & sp10 == 1237.         local SP10_P_7_l2000 = r(N)/`total_count'238.         count if  sp10number == 78 & title == "<2000" & sp10 == 1239.         local SP10_P_8_l2000 = r(N)/`total_count'240.         count if  sp10number == 89 & title == "<2000" & sp10 == 1241.         local SP10_P_9_l2000 = r(N)/`total_count'242. .         *Percentage of Stops by Node.         count243.         local total_count = r(N)244.         count if sp10number == 1245.         local SP10_P_1 = round(r(N)/`total_count', .001)246.         count if sp10number == 12247.         local SP10_P_2 = round(r(N)/`total_count', .001)248.         count if sp10number == 23249.         local SP10_P_3 = round(r(N)/`total_count', .001)250.         count if sp10number == 34251.         local SP10_P_4 = round(r(N)/`total_count', .001)252.         count if sp10number == 45253.         local SP10_P_5 = round(r(N)/`total_count', .001)254.         count if sp10number == 56255.         local SP10_P_6 = round(r(N)/`total_count', .001)256.         count if sp10number == 67257.         local SP10_P_7 = round(r(N)/`total_count', .001)258.         count if sp10number == 78259.         local SP10_P_8 = round(r(N)/`total_count', .001)260.         count if sp10number == 89261.         local SP10_P_9 = round(r(N)/`total_count', .001)262.         }263. .                         di ""264.                         di as green     "                       Table 3: Summary of Race to 100 Results"265.                         di as green     "                               Number at which Game Solved (1-9)"266.                         di as green     "                               Percentage of time solved (1-9):All Pairs"267.                         di as green     "                               Number at which Game Solved (1-10)"268.                         di as green     "                               Percentage of time solved (1-10) All Pairs"269. .         headermaker9_3C270.         tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'           >     `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'271.         tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'           >     `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'272.         tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'          >     `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'273.         tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'          >     `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'274.         }                       Table 3: Summary of Race to 100 Results                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.573     | .087     | .029     | .039     | .019     | .01      | .029     | .078     | .1361        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.126     | .087     | .019     | .01      | .01      | .029     | .049     | .214     | .447r; t=0.05 15:22:52. .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:52.         file open table3 using table3.tex, write replacer; t=0.00 15:22:52.         file write table3 "\begin{table}[!h]" _nr; t=0.00 15:22:52.         file write table3 "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 3: Summary of Race to 100 Results}} \\" _n  r; t=0.00 15:22:52.         file write table3 "\hline \hline" _n r; t=0.00 15:22:52.         file write table3 "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7> } & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:22:52.         file write table3 "\hline" _n r; t=0.00 15:22:52.         file write table3 "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_7' & `SP9> _N_8' & `SP9_N_9'\\" _n r; t=0.00 15:22:52.         file write table3 "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7' & `SP9_P> _8' & `SP9_P_9'\\" _n r; t=0.00 15:22:52.         file write table3 "\hline" _nr; t=0.00 15:22:52.         file write table3 "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & `SP10_N_7> ' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:22:52.         file write table3 "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `SP10_P_7' > & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:22:52.         file write table3 "\end{tabular}" _n r; t=0.00 15:22:52.         file write table3 "\end{table}" _nr; t=0.00 15:22:52.         file close table3r; t=0.00 15:22:52. . .         *histogram wonsp9, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B1: SP9).         *graph export "$figsdir/F2B1_SP9.wmf", replace.         *histogram wonsp10, percent ytitle(Frequency) xtitle(Number won on) title(Figure 2B2: SP10).         *graph export "$figsdir/F2B2_SP10.wmf", replace. . forval x = 1/1 {  2. /****************************************************************************************> * tables 4A & 4B:  True Implied Solve Probabilities at Each Opportunity: 1-9 and 1-10> *****************************************************************************************/.         qui {  3.         sort  Player_Code  4.         *RACE 9.         preserve  5.         *       All Players.         drop if color != "White"  6.                         forval y = 10(10)100 {  7. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 4/31 {  8.                                         generate rc9_rnd`x'_cat`y'_i = .  9.                                 } 10.                                 forval x = 4/31 { 11.                                         generate rc9_rnd`x'_mcat`y'_i = . 12.                                 } 13. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 10 14.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4/31 { 15.                                         local x = `v'-1 16.                                         replace rc9_rnd`v'_cat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x'  17.                                         replace rc9_rnd`v'_mcat`y'_i = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9> _`v' 18.                                         } 19.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc9_cat`y' = rowtotal(rc9_rnd4_cat`y'_i-rc9_rnd31_cat`y'_i)  20.                                 egen rc9_mcat`y' = rowtotal(rc9_rnd4_mcat`y'_i-rc9_rnd31_mcat`y'_i) 21.                                 } 22. .                 *       All Pairs 1st Chance *Note we switch colors but also winning condition*.                 count if ((sp9round == 2) | (sp9round == 3))  23.                 local N=r(N) 24.                 count 25.                 local NBlack = r(N) 26.                 count if color == "White" & sp9round!= 2 27.                 local SP9_C_First=r(N)+`NBlack' 28.                 local SP9_First =round(`N'/`SP9_C_First',.001) 29. .                 *       All Pairs All other Chances.                 forvalues x = 10(10)100 { 30.                         egen mc_all_`x' =total( rc9_mcat`x') 31.                         sum mc_all_`x' 32.                         local SP9_MC`x' = r(mean) 33.                         egen c_all_`x' = total( rc9_cat`x') 34.                         sum c_all_`x' 35.                         local SP9_C`x' = r(mean) 36.                         local SP9_`x' =  round(1-(`SP9_MC`x''/`SP9_C`x''), .001) 37.                 } 38.         restore 39. .         *       Grandmasters.                 preserve 40.                 drop if title != "GM" 41.                 forval y = 10(10)100 { 42. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 43.                                 generate rc9_rnd`x'_cat`y'_i_GM = . 44.                         } 45.                         forval x = 4/31 { 46.                                 generate rc9_rnd`x'_mcat`y'_i_GM = . 47.                         } 48. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 49.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 50.                                 local x = `v'-1 51.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 52.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 53.                                 } 54.         .                         forval v = 5(2)31 { 55.                                 local x = `v'-1 56.                                 replace rc9_rnd`v'_cat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 57.                                 replace rc9_rnd`v'_mcat`y'_i_GM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 58.                                 } 59.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_GM = rowtotal(rc9_rnd4_cat`y'_i_GM-rc9_rnd31_cat`y'_i_GM) 60.                         egen rc9_mcat`y'_GM = rowtotal(rc9_rnd4_mcat`y'_i_GM-rc9_rnd31_mcat`y'_i_GM) 61. .                         } 62. .                 *       Grandmasters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "GM") | (color == "White" & sp9round == 3 & title == "GM")) & sp9 == 1 63.                 local N=r(N) 64.                 count if (color == "Black" & title == "GM") | (color == "White" & sp9round!= 2 & title == "GM") 65.                 local SP9_C_First_GM=r(N) 66.                 local SP9_First_GM=round(`N'/`SP9_C_First_GM',.001) 67. .                 *       Grandmasters all other Chances.                 forvalues x = 10(10)100 { 68.                         egen mc_all_`x'_GM =total( rc9_mcat`x'_GM) 69.                         sum mc_all_`x'_GM 70.                         local SP9_MC`x'_GM = r(mean) 71.                         egen c_all_`x'_GM = total( rc9_cat`x'_GM) 72.                         sum c_all_`x'_GM 73.                         local SP9_C`x'_GM = r(mean) 74.                         local SP9_`x'_GM =  round(1-(`SP9_MC`x'_GM'/`SP9_C`x'_GM'), .001) 75.                         drop mc_all_`x' c_all_`x' 76.                 } 77.                 restore 78. .         *       International Masters.                 preserve 79.                 drop if title != "IM" 80.                 forval y = 10(10)100 { 81. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 { 82.                                 generate rc9_rnd`x'_cat`y'_i_IM = . 83.                         } 84.                         forval x = 4/31 { 85.                                 generate rc9_rnd`x'_mcat`y'_i_IM = . 86.                         } 87. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10 88.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 { 89.                                 local x = `v'-1 90.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black" 91.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "Black" 92.                                 } 93.         .                         forval v = 5(2)31 { 94.                                 local x = `v'-1 95.                                 replace rc9_rnd`v'_cat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White" 96.                                 replace rc9_rnd`v'_mcat`y'_i_IM = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' > &  color == "White" 97.                                 } 98.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_IM = rowtotal(rc9_rnd4_cat`y'_i_IM-rc9_rnd31_cat`y'_i_IM) 99.                         egen rc9_mcat`y'_IM = rowtotal(rc9_rnd4_mcat`y'_i_IM-rc9_rnd31_mcat`y'_i_IM)100. .                         }101. .                 *       International Masters 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "IM") | (color == "White" & sp9round == 3 & title == "IM")) & sp9 == 1102.                 local N=r(N)103.                 count if (color == "Black" & title == "IM") | (color == "White" & sp9round!= 2 & title == "IM")104.                 local SP9_C_First_IM=r(N)105.                 local SP9_First_IM=round(`N'/`SP9_C_First_IM',.001)106. .                 *       International Masters all other Chances.                 forvalues x = 10(10)100 {107.                         egen mc_all_`x'_IM =total( rc9_mcat`x'_IM)108.                         sum mc_all_`x'_IM109.                         local SP9_MC`x'_IM = r(mean)110.                         egen c_all_`x'_IM = total( rc9_cat`x'_IM)111.                         sum c_all_`x'_IM112.                         local SP9_C`x'_IM = r(mean)113.                         local SP9_`x'_IM =  round(1-(`SP9_MC`x'_IM'/`SP9_C`x'_IM'), .001)114.                         drop mc_all_`x' c_all_`x'115.                 }116.                 restore117. .         *       Masters.                 preserve118.                 drop if title != "Master"119.                 forval y = 10(10)100 {120. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {121.                                 generate rc9_rnd`x'_cat`y'_i_M = .122.                         }123.                         forval x = 4/31 {124.                                 generate rc9_rnd`x'_mcat`y'_i_M = .125.                         }126. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10127.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {128.                                 local x = `v'-1129.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"130.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "Black"131.                                 }132.         .                         forval v = 5(2)31 {133.                                 local x = `v'-1134.                                 replace rc9_rnd`v'_cat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"135.                                 replace rc9_rnd`v'_mcat`y'_i_M = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`v' &>   color == "White"136.                                 }137.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_M = rowtotal(rc9_rnd4_cat`y'_i_M-rc9_rnd31_cat`y'_i_M)138.                         egen rc9_mcat`y'_M = rowtotal(rc9_rnd4_mcat`y'_i_M-rc9_rnd31_mcat`y'_i_M)139.                         }140. .                 *       M 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "Master") | (color == "White" & sp9round == 3 & title == "Master")) & sp9 == 1141.                 local N=r(N)142.                 count if (color == "Black" & title == "Master") | (color == "White" & sp9round!= 2 & title == "Master")         143.                 local SP9_C_First_M=r(N)144.                 local SP9_First_M=round(`N'/`SP9_C_First_M',.001)145. .                 *       M all other Chances.                 forvalues x = 10(10)100 {146.                         egen mc_all_`x'_M =total( rc9_mcat`x'_M)147.                         sum mc_all_`x'_M148.                         local SP9_MC`x'_M = r(mean)149.                         egen c_all_`x'_M = total( rc9_cat`x'_M)150.                         sum c_all_`x'_M151.                         local SP9_C`x'_M = r(mean)152.                         local SP9_`x'_M =  round(1-(`SP9_MC`x'_M'/`SP9_C`x'_M'), .001)153.                         drop mc_all_`x' c_all_`x'154.                 }155.                 restore156. .         *       Greater than 2000.                 preserve157.                 drop if title != ">2000"158.                 forval y = 10(10)100 {159. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {160.                                 generate rc9_rnd`x'_cat`y'_i_g2000 = .161.                         }162.                         forval x = 4/31 {163.                                 generate rc9_rnd`x'_mcat`y'_i_g2000 = .164.                         }165. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10166.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {167.                                 local x = `v'-1168.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"169.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"170.                                 }171.         .                         forval v = 5(2)31 {172.                                 local x = `v'-1173.                                 replace rc9_rnd`v'_cat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"174.                                 replace rc9_rnd`v'_mcat`y'_i_g2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"175.                                 }176.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_g2000 = rowtotal(rc9_rnd4_cat`y'_i_g2000-rc9_rnd31_cat`y'_i_g2000)177.                         egen rc9_mcat`y'_g2000 = rowtotal(rc9_rnd4_mcat`y'_i_g2000-rc9_rnd31_mcat`y'_i_g2000)178. .                         }179. .                 *       Greater than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == ">2000") | (color == "White" & sp9round == 3 & title == ">2000")) & sp9 == 1180.                 local N=r(N)181.                 count if (color == "Black" & title == ">2000") | (color == "White" & sp9round!= 2 & title == ">2000")182.                 local SP9_C_First_g2000=r(N)183.                 local SP9_First_g2000=round(`N'/`SP9_C_First_g2000',.001)184. .                 *       Greater than 2000, all other Chances.                 forvalues x = 10(10)100 {185.                         egen mc_all_`x'_g2000 =total( rc9_mcat`x'_g2000)186.                         sum mc_all_`x'_g2000187.                         local SP9_MC`x'_g2000 = r(mean)188.                         egen c_all_`x'_g2000 = total( rc9_cat`x'_g2000)189.                         sum c_all_`x'_g2000190.                         local SP9_C`x'_g2000 = r(mean)191.                         local SP9_`x'_g2000 =  round(1-(`SP9_MC`x'_g2000'/`SP9_C`x'_g2000'), .001)192.                         drop mc_all_`x' c_all_`x'193.                 }194.                 restore195. .         *       Less than 2000.                 preserve196.                 drop if title != "<2000"197.                 forval y = 10(10)100 {198. .                         *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for egens)..                         *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                         forval x = 4/31 {199.                                 generate rc9_rnd`x'_cat`y'_i_l2000 = .200.                         }201.                         forval x = 4/31 {202.                                 generate rc9_rnd`x'_mcat`y'_i_l2000 = .203.                         }204. .                         *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                         local z = `y' - 10205.                         .                         *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about all subs> equent rounds..                         *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution did not > go to the "winning" number..                         *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose the proper>  node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                         forval v = 4(2)30 {206.                                 local x = `v'-1207.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "Black"208.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "Black"209.                                 }210.         .                         forval v = 5(2)31 {211.                                 local x = `v'-1212.                                 replace rc9_rnd`v'_cat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & sp9number >= r_9_`x' & color == "White"213.                                 replace rc9_rnd`v'_mcat`y'_i_l2000 = 1 if  r_9_`x' > `z' & r_9_`x' < `y' & r_9_`v' != sp9number & sp9number >= r_9_`> v' &  color == "White"214.                                 }215.                         *       Then we sum over our indicator rows to get the total missed chances for that pair..                         egen rc9_cat`y'_l2000 = rowtotal(rc9_rnd4_cat`y'_i_l2000-rc9_rnd31_cat`y'_i_l2000)216.                         egen rc9_mcat`y'_l2000 = rowtotal(rc9_rnd4_mcat`y'_i_l2000-rc9_rnd31_mcat`y'_i_l2000)217. .                         }218. .                 *       Less than 2000, 1st Chance.                 count if ((color == "Black" & sp9round == 2 & title == "<2000") | (color == "White" & sp9round == 3 & title == "<2000")) & sp9 == 1219.                 local N=r(N)220.                 count if (color == "Black" & title == "<2000") | (color == "White" & sp9round!= 2 & title == "<2000")221.                 local SP9_C_First_l2000=r(N)222.                 local SP9_First_l2000=round(`N'/`SP9_C_First_l2000',.001)223. .                 *       Less than 2000, all other Chances.                 forvalues x = 10(10)100 {224.                         egen mc_all_`x'_l2000 =total( rc9_mcat`x'_l2000)225.                         sum mc_all_`x'_l2000226.                         local SP9_MC`x'_l2000 = r(mean)227.                         egen c_all_`x'_l2000 = total( rc9_cat`x'_l2000)228.                         sum c_all_`x'_l2000229.                         local SP9_C`x'_l2000 = r(mean)230.                         local SP9_`x'_l2000 =  round(1-(`SP9_MC`x'_l2000'/`SP9_C`x'_l2000'), .001)231.                         drop mc_all_`x' c_all_`x'232.                 }233.                 restore234. .         *RACE 10,  Opportunities, Lost & Found:.                 *       All Players.                 preserve235.                 drop if color != "White"236.                         forval y = 1(11)100 {237. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {238.                                         generate rc10_rnd`x'_cat`y'_i = .239.                                 }240.                                 forval x = 3/26 {241.                                         generate rc10_rnd`x'_mcat`y'_i = .242.                                 }243. .                                 *       We have a range of numbers we care about (10-20, 20-30, etc--z provides the lower bound).. .                                 local z = `y' - 11244.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3/26 {245.                                         local x = `v'-1246.                                         replace rc10_rnd`v'_cat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x'247.                                         replace rc10_rnd`v'_mcat`y'_i = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10number > >= r_10_`v'248.                                         }249.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y' = rowtotal(rc10_rnd4_cat`y'_i-rc10_rnd26_cat`y'_i)250.                                 egen rc10_mcat`y' = rowtotal(rc10_rnd4_mcat`y'_i-rc10_rnd26_mcat`y'_i)251.                                 drop rc10_rnd3_cat`y'_i- rc10_rnd26_mcat`y'_i252.                                 }253. . .                 *       All Pairs 1st Chance.                 count if ((sp10round == 1) | (sp10round == 2))254.                 local SP10_TCFirst=r(N)255.                 count256.                 local WNumber = r(N)257.                 count if  sp10round!= 1258.                 local SP10_C_First =r(N)+`WNumber'259.                 local SP10_First = round(`SP10_TCFirst'/`SP10_C_First',.001)260. .                 *       All Pairs All other Chances.                 forvalues x = 12(11)100 {261.                         egen mc_all_`x' =total( rc10_mcat`x')262.                         sum mc_all_`x'263.                         local SP10_MC`x' = r(mean)264.                         egen c_all_`x' = total( rc10_cat`x')265.                         sum c_all_`x'266.                         local SP10_C`x' = r(mean)267.                         local SP10_`x' = round(1-(`SP10_MC`x''/`SP10_C`x''), .001)268.                 }269.                 restore270. .                 *       Grandmasters.                         preserve271.                         drop if title != "GM"272.                         forval y = 1(11)100 {273. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing. > (Or,.                                 forval x = 3/26 {274.                                         generate rc10_rnd`x'_cat`y'_i_GM = .275.                                 }276.                                 forval x = 3/26 {277.                                         generate rc10_rnd`x'_mcat`y'_i_GM = .278.                                 }279. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11280.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 3(2)25 {281.                                         local x = `v'-1282.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"283.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"284.                                         }285.                 .                                 forval v = 3(2)26 {286.                                         local x = `v'-1287.                                         replace rc10_rnd`v'_cat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"288.                                         replace rc10_rnd`v'_mcat`y'_i_GM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"289.                                         }290.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_GM = rowtotal(rc10_rnd4_cat`y'_i_GM-rc10_rnd26_cat`y'_i_GM)291.                                 egen rc10_mcat`y'_GM = rowtotal(rc10_rnd4_mcat`y'_i_GM-rc10_rnd26_mcat`y'_i_GM)292. .                                 }293. .                         *       Grandmasters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "GM") | (color == "Black" & sp10round == 2 & title == "GM")) & > sp10 == 1294.                                 local SP10_TCFirst_GM=r(N)295.                                 count if (color == "White" & title == "GM") | (color == "Black" & sp10round!= 1 & title == "GM")296.                                 local SP10_C_First_GM =r(N)297.                                 local SP10_First_GM = round(`SP10_TCFirst_GM'/`SP10_C_First_GM',.001)298. .                         *       Grandmasters all other Chances.                         forvalues x = 12(11)100 {299.                                 egen mc_all_`x'_GM =total( rc10_mcat`x'_GM)300.                                 sum mc_all_`x'_GM301.                                 local SP10_MC`x'_GM = r(mean)302.                                 egen c_all_`x'_GM = total( rc10_cat`x'_GM)303.                                 sum c_all_`x'_GM304.                                 local SP10_C`x'_GM = r(mean)305.                                 local SP10_`x'_GM =  round(1-(`SP10_MC`x'_GM'/`SP10_C`x'_GM'), .001)306.                                 drop mc_all_`x' c_all_`x'307.                         }308.                         restore309. .                 *       International Masters.                         preserve310.                         drop if title != "IM"311.                         forval y = 1(11)100 {312. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {313.                                         generate rc10_rnd`x'_cat`y'_i_IM = .314.                                 }315.                                 forval x = 3/26 {316.                                         generate rc10_rnd`x'_mcat`y'_i_IM = .317.                                 }318. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11319.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {320.                                         local x = `v'-1321.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "Black"322.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "Black"323.                                         }324.                 .                                 forval v = 5(2)26 {325.                                         local x = `v'-1326.                                         replace rc10_rnd`v'_cat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == > "White"327.                                         replace rc10_rnd`v'_mcat`y'_i_IM = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numb> er >= r_10_`v' &  color == "White"328.                                         }329.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_IM = rowtotal(rc10_rnd4_cat`y'_i_IM-rc10_rnd26_cat`y'_i_IM)330.                                 egen rc10_mcat`y'_IM = rowtotal(rc10_rnd4_mcat`y'_i_IM-rc10_rnd26_mcat`y'_i_IM)331. .                                 }332. .                         *       International Masters 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "IM") | (color == "Black" & sp10round == 2 & title == "IM")) & > sp10 == 1333.                                 local SP10_TCFirst_IM=r(N)334.                                 count if (color == "White" & title == "IM") | (color == "Black" & sp10round!= 1 & title == "IM")335.                                 local SP10_C_First_IM =r(N)336.                                 local SP10_First_IM = round(`SP10_TCFirst_IM'/`SP10_C_First_IM',.001)337.                 .                         *       International Masters all other Chances.                         forvalues x = 12(11)100 {338.                                 egen mc_all_`x'_IM =total( rc10_mcat`x'_IM)339.                                 sum mc_all_`x'_IM340.                                 local SP10_MC`x'_IM = r(mean)341.                                 egen c_all_`x'_IM = total( rc10_cat`x'_IM)342.                                 sum c_all_`x'_IM343.                                 local SP10_C`x'_IM = r(mean)344.                                 local SP10_`x'_IM =  round(1-(`SP10_MC`x'_IM'/`SP10_C`x'_IM'), .001)345.                                 drop mc_all_`x' c_all_`x'346.                         }347.                         restore348. .                 *       Masters.                         preserve349.                         drop if title != "Master"350.                         forval y = 1(11)100 {351. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {352.                                         generate rc10_rnd`x'_cat`y'_i_M = .353.                                 }354.                                 forval x = 3/26 {355.                                         generate rc10_rnd`x'_mcat`y'_i_M = .356.                                 }357. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11358.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {359.                                         local x = `v'-1360.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> Black"361.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "Black"362.                                         }363.                 .                                 forval v = 5(2)26 {364.                                         local x = `v'-1365.                                         replace rc10_rnd`v'_cat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color == "> White"366.                                         replace rc10_rnd`v'_mcat`y'_i_M = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10numbe> r >= r_10_`v' &  color == "White"367.                                         }368.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_M = rowtotal(rc10_rnd4_cat`y'_i_M-rc10_rnd26_cat`y'_i_M)369.                                 egen rc10_mcat`y'_M = rowtotal(rc10_rnd4_mcat`y'_i_M-rc10_rnd26_mcat`y'_i_M)370. .                                 }371. .                         *       M 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "Master") | (color == "Black" & sp10round == 2 & title == "Mast> er")) & sp10 == 1372.                                 local SP10_TCFirst_M=r(N)373.                                 count if (color == "White" & title == "Master") | (color == "Black" & sp10round!= 1 & title == "Master")374.                                 local SP10_C_First_M =r(N)375.                                 local SP10_First_M = round(`SP10_TCFirst_M'/`SP10_C_First_M',.001)376.                 .                         *       M all other Chances.                         forvalues x = 12(11)100 {377.                                 egen mc_all_`x'_M =total( rc10_mcat`x'_M)378.                                 sum mc_all_`x'_M379.                                 local SP10_MC`x'_M = r(mean)380.                                 egen c_all_`x'_M = total( rc10_cat`x'_M)381.                                 sum c_all_`x'_M382.                                 local SP10_C`x'_M = r(mean)383.                                 local SP10_`x'_M =  round(1-(`SP10_MC`x'_M'/`SP10_C`x'_M'), .001)384. .                                 drop mc_all_`x' c_all_`x'385.                         }386.                         restore387. .                 *       Greater than 2000.                         preserve388.                         drop if title != ">2000"389.                         forval y = 1(11)100 {390. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {391.                                         generate rc10_rnd`x'_cat`y'_i_g2000 = .392.                                 }393.                                 forval x = 3/26 {394.                                         generate rc10_rnd`x'_mcat`y'_i_g2000 = .395.                                 }396. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11397. .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {398.                                         local x = `v'-1399.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"400.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"401.                                         }402.                 .                                 forval v = 5(2)26 {403.                                         local x = `v'-1404.                                         replace rc10_rnd`v'_cat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"405.                                         replace rc10_rnd`v'_mcat`y'_i_g2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"406.                                         }407.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_g2000 = rowtotal(rc10_rnd4_cat`y'_i_g2000-rc10_rnd26_cat`y'_i_g2000)408.                                 egen rc10_mcat`y'_g2000 = rowtotal(rc10_rnd4_mcat`y'_i_g2000-rc10_rnd26_mcat`y'_i_g2000)409. .                                 }410. .                         *       Greater than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == ">2000") | (color == "Black" & sp10round == 2 & title == ">2000> ")) & sp10 == 1411.                                 local SP10_TCFirst_g2000=r(N)412.                                 count if (color == "White" & title == ">2000") | (color == "Black" & sp10round!= 1 & title == ">2000")413.                                 local SP10_C_First_g2000 =r(N)414.                                 local SP10_First_g2000 = round(`SP10_TCFirst_g2000'/`SP10_C_First_g2000',.001)415.                 .                         *       Greater than 2000, all other Chances.                         forvalues x = 12(11)100 {416.                                 egen mc_all_`x'_g2000 =total( rc10_mcat`x'_g2000)417.                                 sum mc_all_`x'_g2000418.                                 local SP10_MC`x'_g2000 = r(mean)419.                                 egen c_all_`x'_g2000 = total( rc10_cat`x'_g2000)420.                                 sum c_all_`x'_g2000421.                                 local SP10_C`x'_g2000 = r(mean)422.                                 local SP10_`x'_g2000 =  round(1-(`SP10_MC`x'_g2000'/`SP10_C`x'_g2000'), .001)423.                                 drop mc_all_`x' c_all_`x'424.                         }425.                         restore426. .                 *       Less than 2000.                         preserve427.                         drop if title != "<2000"428.                         forval y = 1(11)100 {429. .                                 *       Create the base indicator variables: We generate over two loops because we would otherwise have to reorder (for>  egens)..                                 *       Do not disturb what looks like bad code but is not (the next 6 lines) unless you understand what you're doing..                                 forval x = 3/26 {430.                                         generate rc10_rnd`x'_cat`y'_i_l2000 = .431.                                 }432.                                 forval x = 3/26 {433.                                         generate rc10_rnd`x'_mcat`y'_i_l2000 = .434.                                 }435. .                                 *       We have a range of numbers we care about (10-20, 20-25, etc--z provides the lower bound).. .                                 local z = `y'  - 11436.                                 .                                 *       We do not care about the first three rounds, which are included in our "first chance" category.  We care about > all subsequent rounds..                                 *       We do not use the last round because one cannot "miss" a chance on that round.  We only count if your solution > did not go to the "winning" number..                                 *       The "if" command can be read as: "Count me if I am between solution[x] & solution[x+1], AND I did not choose th> e proper node AND I could choose the proper node BUT if I did choose a good node, but that wasn't the winning number, don't count me..                                 forval v = 4(2)25 {437.                                         local x = `v'-1438.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "Black"439.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "Black"440.                                         }441.                 .                                 forval v = 5(2)26 {442.                                         local x = `v'-1443.                                         replace rc10_rnd`v'_cat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & sp10number >= r_10_`x' & color > == "White"444.                                         replace rc10_rnd`v'_mcat`y'_i_l2000 = 1 if  r_10_`x' > `z' & r_10_`x' < `y' & r_10_`v' != sp10number & sp10n> umber >= r_10_`v' &  color == "White"445.                                         }446.                                 *       Then we sum over our indicator rows to get the total missed chances for that pair..                                 egen rc10_cat`y'_l2000 = rowtotal(rc10_rnd4_cat`y'_i_l2000-rc10_rnd26_cat`y'_i_l2000)447.                                 egen rc10_mcat`y'_l2000 = rowtotal(rc10_rnd4_mcat`y'_i_l2000-rc10_rnd26_mcat`y'_i_l2000)448. .                                 }449. .                         *       Less than 2000, 1st Chance.                                 count if ((color == "White" & sp10round == 1 & title == "<2000") | (color == "Black" & sp10round == 2 & title == "<2000> ")) & sp10 == 1450.                                 local SP10_TCFirst_l2000=r(N)451.                                 count if (color == "White" & title == "<2000") | (color == "Black" & sp10round!= 1 & title == "<2000")452.                                 local SP10_C_First_l2000 =r(N)453.                                 local SP10_First_l2000 = round(`SP10_TCFirst_l2000'/`SP10_C_First_l2000',.001)454. .                         *       Less than 2000, all other Chances.                         forvalues x = 12(11)100 {455.                                 egen mc_all_`x'_l2000 =total( rc10_mcat`x'_l2000)456.                                 sum mc_all_`x'_l2000457.                                 local SP10_MC`x'_l2000 = r(mean)458.                                 egen c_all_`x'_l2000 = total( rc10_cat`x'_l2000)459.                                 sum c_all_`x'_l2000460.                                 local SP10_C`x'_l2000 = r(mean)461.                                 local SP10_`x'_l2000 =  round(1-(`SP10_MC`x'_l2000'/`SP10_C`x'_l2000'), .001)462.                                 drop mc_all_`x' c_all_`x'463.                         }464.                         restore465.         }466. .         di ""467.         di as green     "                       Table 4B: Implied Probabilities: Race to 100 1-10"468.         di as green     "                       Total"469.         di as green     "                       GM"470.         di as green     "                       IM"471.         di as green     "                       M"472.         di as green     "                       Greater than 2000"473.         di as green     "                       Less than 2000"474.         headermaker11_4X_10_N475.         tablemaker11_4X_N `SP10_First'                  "."     `SP10_12'               `SP10_23'               `SP10_34'               `SP10_45'   >             `SP10_56'               `SP10_67'               `SP10_78'               `SP10_89'476.         tablemaker11_4X_N (`SP10_C_First')              "(.)"   (`SP10_C12')            (`SP10_C23')            (`SP10_C34')            (`SP10_C45')>             (`SP10_C56')            (`SP10_C67')            (`SP10_C78')            (`SP10_C89')477.         tablemaker11_4X_N `SP10_First_GM'               "."     `SP10_12_GM'            `SP10_23_GM'            `SP10_34_GM'            `SP10_45_GM'>             `SP10_56_GM'            `SP10_67_GM'            `SP10_78_GM'            `SP10_89_GM'478.         tablemaker11_4X_N (`SP10_C_First_GM')           "(.)"   (`SP10_C12_GM')         (`SP10_C23_GM')         (`SP10_C34_GM')         (`SP10_C45_G> M')         (`SP10_C56_GM')         (`SP10_C67_GM')         (`SP10_C78_GM')         (`SP10_C89_GM')479.         tablemaker11_4X_N `SP10_First_IM'               "."     `SP10_12_IM'            `SP10_23_IM'            `SP10_34_IM'            `SP10_45_IM'>             `SP10_56_IM'            `SP10_67_IM'            `SP10_78_IM'            `SP10_89_IM'480.         tablemaker11_4X_N (`SP10_C_First_IM')           "(.)"   (`SP10_C12_IM')         (`SP10_C23_IM')         (`SP10_C34_IM')         (`SP10_C45_I> M')         (`SP10_C56_IM')         (`SP10_C67_IM')         (`SP10_C78_IM')         (`SP10_C89_IM')481.         tablemaker11_4X_N `SP10_First_M'                "."     `SP10_12_M'             `SP10_23_M'             `SP10_34_M'             `SP10_45_M' >             `SP10_56_M'             `SP10_67_M'             `SP10_78_M'             `SP10_89_M'482.         tablemaker11_4X_N (`SP10_C_First_M')            "(.)"   (`SP10_C12_M')          (`SP10_C23_M')          (`SP10_C34_M')          (`SP10_C45_M> ')          (`SP10_C56_M')          (`SP10_C67_M')          (`SP10_C78_M')          (`SP10_C89_M')483.         tablemaker11_4X_N `SP10_First_g2000'            "."     `SP10_12_g2000'         `SP10_23_g2000'         `SP10_34_g2000'         `SP10_45_g20> 00'         `SP10_56_g2000'         `SP10_67_g2000'         `SP10_78_g2000'         `SP10_89_g2000'484.         tablemaker11_4X_N (`SP10_C_First_g2000')        "(.)"   (`SP10_C12_g2000')      (`SP10_C23_g2000')      (`SP10_C34_g2000')      (`SP10_C45_g> 2000')      (`SP10_C56_g2000')      (`SP10_C67_g2000')      (`SP10_C78_g2000')      (`SP10_C89_g2000')485.         tablemaker11_4X_N `SP10_First_l2000'            "."     `SP10_12_l2000'         `SP10_23_l2000'         `SP10_34_l2000'         `SP10_45_l20> 00'         `SP10_56_l2000'         `SP10_67_l2000'         `SP10_78_l2000'         `SP10_89_l2000'486.         tablemaker11_4X_N (`SP10_C_First_l2000')        "(.)"   (`SP10_C12_l2000')      (`SP10_C23_l2000')      (`SP10_C34_l2000')      (`SP10_C45_l> 2000')      (`SP10_C56_l2000')      (`SP10_C67_l2000')      (`SP10_C78_l2000')      (`SP10_C89_l2000')487. .         cd "$tabledir"488.         file open table4b using table4b.tex, write replace489.         file write table4b "\begin{table}" _n490.         file write table4b "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4b: Implied Probabilities (1-10)}} \\" _n  491.         file write table4b "\hline \hline" _n 492.         file write table4b "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf> {70} & \textbf{80} & \textbf{90}\\" _n 493.         file write table4b "\hline" _n 494.         file write table4b "All & `SP10_First' & . & `SP10_12' & `SP10_23' & `SP10_34' & `SP10_45' & `SP10_56' & `SP10_67' & `SP10_78' & `SP10_89'\\> " _n 495.         file write table4b " & (`SP10_C_First') & (.) & (`SP10_C12') & (`SP10_C23') & (`SP10_C34') & (`SP10_C45') & (`SP10_C56') & (`SP10_C67') & (`> SP10_C78') & (`SP10_C89')\\" _n 496.         file write table4b "GM & `SP10_First_GM' & . & `SP10_12_GM' & `SP10_23_GM' & `SP10_34_GM' & `SP10_45_GM' & `SP10_56_GM' & `SP10_67_GM' & `SP> 10_78_GM' & `SP10_89_GM'\\" _n 497.         file write table4b " & (`SP10_C_First_GM') & (.) & (`SP10_C12_GM') & (`SP10_C23_GM') & (`SP10_C34_GM') & (`SP10_C45_GM') & (`SP10_C56_GM') &>  (`SP10_C67_GM') & (`SP10_C78_GM') & (`SP10_C89_GM')\\" _n498.         file write table4b "IM  & `SP10_First_IM' & . & `SP10_12_IM' & `SP10_23_IM' & `SP10_34_IM' & `SP10_45_IM' & `SP10_56_IM' & `SP10_67_IM' & `S> P10_78_IM' & `SP10_89_IM' \\" _n499.         file write table4b " & (`SP10_C_First_IM') & (.) & (`SP10_C12_IM') & (`SP10_C23_IM') & (`SP10_C34_IM') & (`SP10_C45_IM') & (`SP10_C56_IM') &>  (`SP10_C67_IM') & (`SP10_C78_IM') & (`SP10_C89_IM')\\" _n500.         file write table4b "Master & `SP10_First_M' & . & `SP10_12_M' & `SP10_23_M' & `SP10_34_M' & `SP10_45_M' & `SP10_56_M' & `SP10_67_M' & `SP10_> 78_M' & `SP10_89_M'\\" _n501.         file write table4b " & (`SP10_C_First_M') & (.) & (`SP10_C12_M') & (`SP10_C23_M') & (`SP10_C34_M') & (`SP10_C45_M') & (`SP10_C56_M') & (`SP1> 0_C67_M') & (`SP10_C78_M') & (`SP10_C89_M')\\" _n502.         file write table4b "$>$ 2000 & `SP10_First_g2000' & . & `SP10_12_g2000' & `SP10_23_g2000' & `SP10_34_g2000' & `SP10_45_g2000' & `SP10_56_g20> 00' & `SP10_67_g2000' & `SP10_78_g2000' & `SP10_89_g2000'\\" _n503.         file write table4b " & (`SP10_C_First_g2000') & (.) & (`SP10_C12_g2000') & (`SP10_C23_g2000') & (`SP10_C34_g2000') & (`SP10_C45_g2000') & (`> SP10_C56_g2000') & (`SP10_C67_g2000') & (`SP10_C78_g2000') & (`SP10_C89_g2000')\\" _n504.         file write table4b "$<$ 2000 & `SP10_First_l2000' & . & `SP10_12_l2000' & `SP10_23_l2000' & `SP10_34_l2000' & `SP10_45_l2000' & `SP10_56_l20> 00' & `SP10_67_l2000' & `SP10_78_l2000' & `SP10_89_l2000' \\" _n505.         file write table4b " & (`SP10_C_First_l2000') & (.) & (`SP10_C12_l2000') & (`SP10_C23_l2000') & (`SP10_C34_l2000') & (`SP10_C45_l2000') & (`> SP10_C56_l2000') & (`SP10_C67_l2000') & (`SP10_C78_l2000') & (`SP10_C89_l2000')\\" _n506.         file write table4b "\end{tabular}" _n 507.         file write table4b "\end{table}" _n508.         file close table4b509. . .         foreach x in GM IM M g2000 l2000 {510.         local SP10_First_`x'_T =  `SP10_First_`x''511.         local SP10_First_`x'_C_T =  `SP10_C_First_`x''512.         }513. .         di ""514.         di as green     "                       Table 4A: Implied Probabilities: Race to 100 1-9"515.         di as green     "                       Total"516.         di as green     "                       GM"517.         di as green     "                       IM"518.         di as green     "                       M"519.         di as green     "                       Greater than 2000"520.         di as green     "                       Less than 2000"521.         headermaker11_4X_9_N522.         tablemaker11_4X_N `SP9_First'           `SP9_10'                `SP9_20'                `SP9_30'                `SP9_40'                `SP9> _50'                `SP9_60'                `SP9_70'                `SP9_80'                `SP9_90'523.         tablemaker11_4X_N (`SP9_C_First')       (`SP9_C10')             (`SP9_C20')             (`SP9_C30')             (`SP9_C40')             (`SP> 9_C50')             (`SP9_C60')             (`SP9_C70')             (`SP9_C80')             (`SP9_C90') 524.         tablemaker11_4X_N `SP9_First_GM'        `SP9_10_GM'             `SP9_20_GM'             `SP9_30_GM'             `SP9_40_GM'             `SP9> _50_GM'             `SP9_60_GM'             `SP9_70_GM'             `SP9_80_GM'             `SP9_90_GM' 525.         tablemaker11_4X_N (`SP9_C_First_GM')    (`SP9_C10_GM')          (`SP9_C20_GM')          (`SP9_C30_GM')          (`SP9_C40_GM')          (`SP> 9_C50_GM')          (`SP9_C60_GM')          (`SP9_C70_GM')          (`SP9_C80_GM')          (`SP9_C90_GM')526.         tablemaker11_4X_N `SP9_First_IM'        `SP9_10_IM'             `SP9_20_IM'             `SP9_30_IM'             `SP9_40_IM'             `SP9> _50_IM'             `SP9_60_IM'             `SP9_70_IM'             `SP9_80_IM'             `SP9_90_IM' 527.         tablemaker11_4X_N (`SP9_C_First_IM')    (`SP9_C10_IM')          (`SP9_C20_IM')          (`SP9_C30_IM')          (`SP9_C40_IM')          (`SP> 9_C50_IM')          (`SP9_C60_IM')          (`SP9_C70_IM')          (`SP9_C80_IM')          (`SP9_C90_IM')528.         tablemaker11_4X_N `SP9_First_M'         `SP9_10_M'              `SP9_20_M'              `SP9_30_M'              `SP9_40_M'              `SP9> _50_M'              `SP9_60_M'              `SP9_70_M'              `SP9_80_M'              `SP9_90_M' 529.         tablemaker11_4X_N (`SP9_C_First_M')     (`SP9_C10_M')           (`SP9_C20_M')           (`SP9_C30_M')           (`SP9_C40_M')           (`SP> 9_C50_M')           (`SP9_C60_M')           (`SP9_C70_M')           (`SP9_C80_M')           (`SP9_C90_M')530.         tablemaker11_4X_N `SP9_First_g2000'     `SP9_10_g2000'          `SP9_20_g2000'          `SP9_30_g2000'          `SP9_40_g2000'          `SP9> _50_g2000'          `SP9_60_g2000'          `SP9_70_g2000'          `SP9_80_g2000'          `SP9_90_g2000' 531.         tablemaker11_4X_N (`SP9_C_First_g2000') (`SP9_C10_g2000')       (`SP9_C20_g2000')       (`SP9_C30_g2000')       (`SP9_C40_g2000')       (`SP> 9_C50_g2000')       (`SP9_C60_g2000')       (`SP9_C70_g2000')       (`SP9_C80_g2000')       (`SP9_C90_g2000')532.         tablemaker11_4X_N `SP9_First_l2000'     `SP9_10_l2000'          `SP9_20_l2000'          `SP9_30_l2000'          `SP9_40_l2000'          `SP9> _50_l2000'          `SP9_60_l2000'          `SP9_70_l2000'          `SP9_80_l2000'          `SP9_90_l2000' 533.         tablemaker11_4X_N (`SP9_C_First_l2000') (`SP9_C10_l2000')       (`SP9_C20_l2000')       (`SP9_C30_l2000')       (`SP9_C40_l2000')       (`SP> 9_C50_l2000')       (`SP9_C60_l2000')       (`SP9_C70_l2000')       (`SP9_C80_l2000')       (`SP9_C90_l2000')534.         }                       Table 4B: Implied Probabilities: Race to 100 1-10                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 1        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89------------------------------------------------------------------------------------------------------------------------.098     | .        | .095     | .022     | .008     | .008     | .026     | .047     | .198     | .754(193)    | (.)      | (21)     | (91)     | (120)    | (125)    | (116)    | (107)    | (111)    | (61).2       | .        | 0        | 0        | 0        | .071     | .077     | .1       | .286     | .75(25)     | (.)      | (2)      | (5)      | (16)     | (14)     | (13)     | (10)     | (14)     | (4).105     | .        | .333     | 0        | 0        | 0        | .091     | .083     | .167     | 1(19)     | (.)      | (3)      | (9)      | (11)     | (10)     | (11)     | (12)     | (12)     | (5).107     | .        | 0        | .043     | 0        | 0        | 0        | .04      | .226     | .8(56)     | (.)      | (5)      | (23)     | (26)     | (36)     | (31)     | (25)     | (31)     | (20).024     | .        | .167     | 0        | 0        | 0        | .034     | .103     | .045     | .647(42)     | (.)      | (6)      | (21)     | (36)     | (36)     | (29)     | (29)     | (22)     | (17).098     | .        | 0        | 0        | .031     | 0        | 0        | 0        | .219     | .75(51)     | (.)      | (5)      | (28)     | (32)     | (28)     | (32)     | (33)     | (32)     | (16)/Users/trevorgallen/Desktop/Chess/Tables/                       Table 4A: Implied Probabilities: Race to 100 1-9                       Total                       GM                       IM                       M                       Greater than 2000                       Less than 2000------------------------------------------------------------------------------------------------------------------------First    | 10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90------------------------------------------------------------------------------------------------------------------------.392     | .333     | .147     | .061     | .083     | .048     | .026     | .086     | .242     | .737(158)    | (3)      | (34)     | (49)     | (48)     | (42)     | (38)     | (35)     | (33)     | (19).5       | .        | 0        | 0        | .167     | 0        | 0        | 0        | 0        | .5(16)     | (0)      | (4)      | (4)      | (6)      | (5)      | (5)      | (4)      | (5)      | (2).333     | .        | 0        | .333     | 0        | 0        | 0        | 0        | .75      | .(12)     | (0)      | (4)      | (3)      | (4)      | (4)      | (2)      | (2)      | (4)      | (0).422     | .        | .4       | 0        | .077     | .083     | 0        | .111     | .222     | 1(45)     | (0)      | (5)      | (10)     | (13)     | (12)     | (9)      | (9)      | (9)      | (5).357     | .333     | 0        | .118     | .167     | .091     | .091     | 0        | 0        | .6(42)     | (3)      | (13)     | (17)     | (12)     | (11)     | (11)     | (8)      | (6)      | (5).372     | .        | .375     | 0        | 0        | 0        | 0        | .167     | .333     | .714(43)     | (0)      | (8)      | (15)     | (13)     | (10)     | (11)     | (12)     | (9)      | (7)r; t=2.20 15:22:55. .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:55.         file open table4a using table4a.tex, write replacer; t=0.00 15:22:55.         file write table4a "\begin{table}[!h]" _nr; t=0.00 15:22:55.         file write table4a "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\" _n  r; t=0.00 15:22:55.         file write table4a "\hline \hline" _n r; t=0.00 15:22:55.         file write table4a "\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70> } & \textbf{80} & \textbf{90}\\" _n r; t=0.00 15:22:55.         file write table4a "\hline" _n r; t=0.00 15:22:55.         file write table4a "All & `SP9_First' & `SP9_10' & `SP9_20' & `SP9_30' & `SP9_40' & `SP9_50' & `SP9_60' & `SP9_70' & `SP9_80' & `SP9_90'\\" _n r; t=0.00 15:22:55.         file write table4a " & (`SP9_C_First') & (`SP9_C10') & (`SP9_C20') & (`SP9_C30') & (`SP9_C40') & (`SP9_C50') & (`SP9_C60') & (`SP9_C70') & (`SP> 9_C80') & (`SP9_C90') \\" _n r; t=0.00 15:22:55.         file write table4a "GM & `SP9_First_GM' & `SP9_10_GM' & `SP9_20_GM' & `SP9_30_GM' & `SP9_40_GM' & `SP9_50_GM' & `SP9_60_GM' & `SP9_70_GM' & `SP> 9_80_GM' & `SP9_90_GM' \\" _n r; t=0.00 15:22:55.         file write table4a " & (`SP9_C_First_GM') & (`SP9_C10_GM') & (`SP9_C20_GM') & (`SP9_C30_GM') & (`SP9_C40_GM') & (`SP9_C50_GM') & (`SP9_C60_GM')>  & (`SP9_C70_GM') & (`SP9_C80_GM') & (`SP9_C90_GM')\\" _nr; t=0.00 15:22:55.         file write table4a "IM  & `SP9_First_IM' & `SP9_10_IM' & `SP9_20_IM' & `SP9_30_IM' & `SP9_40_IM' & `SP9_50_IM' & `SP9_60_IM' & `SP9_70_IM' & `S> P9_80_IM' & `SP9_90_IM' \\" _nr; t=0.00 15:22:55.         file write table4a " & (`SP9_C_First_IM') & (`SP9_C10_IM') & (`SP9_C20_IM') & (`SP9_C30_IM') & (`SP9_C40_IM') & (`SP9_C50_IM') & (`SP9_C60_IM')>  & (`SP9_C70_IM') & (`SP9_C80_IM') & (`SP9_C90_IM')\\" _nr; t=0.00 15:22:55.         file write table4a "Master & `SP9_First_M' & `SP9_10_M' & `SP9_20_M' & `SP9_30_M' & `SP9_40_M' & `SP9_50_M' & `SP9_60_M' & `SP9_70_M' & `SP9_80> _M' & `SP9_90_M' \\" _nr; t=0.00 15:22:55.         file write table4a " & (`SP9_C_First_M') & (`SP9_C10_M') & (`SP9_C20_M') & (`SP9_C30_M') & (`SP9_C40_M') & (`SP9_C50_M') & (`SP9_C60_M') & (`SP> 9_C70_M') & (`SP9_C80_M') & (`SP9_C90_M')\\" _nr; t=0.00 15:22:55.         file write table4a "$>$ 2000 & `SP9_First_g2000' & `SP9_10_g2000' & `SP9_20_g2000' & `SP9_30_g2000' & `SP9_40_g2000' & `SP9_50_g2000' & `SP9_60> _g2000' & `SP9_70_g2000' & `SP9_80_g2000' & `SP9_90_g2000' \\" _nr; t=0.00 15:22:55.         file write table4a " & (`SP9_C_First_g2000') & (`SP9_C10_g2000') & (`SP9_C20_g2000') & (`SP9_C30_g2000') & (`SP9_C40_g2000') & (`SP9_C50_g2000'> ) & (`SP9_C60_g2000') & (`SP9_C70_g2000') & (`SP9_C80_g2000') & (`SP9_C90_g2000')\\" _nr; t=0.00 15:22:55.         file write table4a "$<$ 2000 & `SP9_First_l2000' & `SP9_10_l2000' & `SP9_20_l2000' & `SP9_30_l2000' & `SP9_40_l2000' & `SP9_50_l2000' & `SP9_60> _l2000' & `SP9_70_l2000' & `SP9_80_l2000' & `SP9_90_l2000' \\" _nr; t=0.00 15:22:55.         file write table4a " & (`SP9_C_First_l2000') & (`SP9_C10_l2000') & (`SP9_C20_l2000') & (`SP9_C30_l2000') & (`SP9_C40_l2000') & (`SP9_C50_l2000'> ) & (`SP9_C60_l2000') & (`SP9_C70_l2000') & (`SP9_C80_l2000') & (`SP9_C90_l2000')\\" _nr; t=0.00 15:22:55.         file write table4a "\end{tabular}" _n r; t=0.00 15:22:55.         file write table4a "\end{table}" _nr; t=0.00 15:22:55.         file close table4ar; t=0.00 15:22:55. .         foreach x in GM IM M g2000 l2000 {  2.         local SP9_First_`x'_T =  `SP9_First_`x''  3.         local SP9_First_`x'_C_T =  `SP9_C_First_`x''  4.         }r; t=0.01 15:22:55. . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 5:  Percentage of games solved at each Node> *****************************************************************************************/.         qui {  3. .         *SP9's:.                 *Percentage of Stops by Node SP9: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  4.                         local SP9_9F_N = r(N)  5.                         count if  sp9number == 10 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  6.                         local SP9_9F_P_1 = round(r(N)/`SP9_9F_N', .001)  7.                         count if  sp9number == 20 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10"))  8.                         local SP9_9F_P_2 = round(r(N)/`SP9_9F_N', .001)  9.                         count if  sp9number == 30 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 10.                         local SP9_9F_P_3 = round(r(N)/`SP9_9F_N', .001) 11.                         count if  sp9number == 40 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 12.                         local SP9_9F_P_4 = round(r(N)/`SP9_9F_N', .001) 13.                         count if  sp9number == 50 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 14.                         local SP9_9F_P_5 = round(r(N)/`SP9_9F_N', .001) 15.                         count if  sp9number == 60 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 16.                         local SP9_9F_P_6 = round(r(N)/`SP9_9F_N', .001) 17.                         count if  sp9number == 70 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 18.                         local SP9_9F_P_7 = round(r(N)/`SP9_9F_N', .001) 19.                         count if  sp9number == 80 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 20.                         local SP9_9F_P_8 = round(r(N)/`SP9_9F_N', .001) 21.                         count if  sp9number == 90 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 22.                         local SP9_9F_P_9 = round(r(N)/`SP9_9F_N', .001) 23. .                 *Percentage of Stops by Node SP9: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 24.                         local SP9_10F_N = r(N) 25.                         count if  sp9number == 10 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 26.                         local SP9_10F_P_1 = round(r(N)/`SP9_10F_N', .001) 27.                         count if  sp9number == 20 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 28.                         local SP9_10F_P_2 = round(r(N)/`SP9_10F_N', .001) 29.                         count if  sp9number == 30 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 30.                         local SP9_10F_P_3 = round(r(N)/`SP9_10F_N', .001) 31.                         count if  sp9number == 40 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 32.                         local SP9_10F_P_4 = round(r(N)/`SP9_10F_N', .001) 33.                         count if  sp9number == 50 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_5 = round(r(N)/`SP9_10F_N', .001) 35.                         count if  sp9number == 60 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 36.                         local SP9_10F_P_6 = round(r(N)/`SP9_10F_N', .001) 37.                         count if  sp9number == 70 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 38.                         local SP9_10F_P_7 = round(r(N)/`SP9_10F_N', .001) 39.                         count if  sp9number == 80 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 40.                         local SP9_10F_P_8 = round(r(N)/`SP9_10F_N', .001) 41.                         count if  sp9number == 90 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 42.                         local SP9_10F_P_9 = round(r(N)/`SP9_10F_N', .001) 43. . . .         *SP10.                 *Percentage of Stops by Node SP10: 1-9 First (double counting pair outcomes is negated by double counting pairs).                         count if (game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10") & sp10number != . & sp10number != . 44.                         local SP10_9F_N = r(N) 45.                         count if  sp10number == 1 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 46.                         local SP10_9F_1 = round(r(N)/`SP10_9F_N', .001) 47.                         count if  sp10number == 12 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 48.                         local SP10_9F_2 = round(r(N)/`SP10_9F_N', .001) 49.                         count if  sp10number == 23 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 50.                         local SP10_9F_3 = round(r(N)/`SP10_9F_N', .001) 51.                         count if  sp10number == 34 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 52.                         local SP10_9F_4 = round(r(N)/`SP10_9F_N', .001) 53.                         count if  sp10number == 45 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 54.                         local SP10_9F_5 = round(r(N)/`SP10_9F_N', .001) 55.                         count if  sp10number == 56 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 56.                         local SP10_9F_6 = round(r(N)/`SP10_9F_N', .001) 57.                         count if  sp10number == 67 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 58.                         local SP10_9F_7 = round(r(N)/`SP10_9F_N', .001) 59.                         count if  sp10number == 78 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 60.                         local SP10_9F_8 = round(r(N)/`SP10_9F_N', .001) 61.                         count if  sp10number == 89 & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 62.                         local SP10_9F_9 = round(r(N)/`SP10_9F_N', .001) 63. .                 *Percentage of Stops by Node SP10: 1-10 First (double counting pair outcomes is negated by double counting pairs).                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) & sp10number != . & sp10number != . 64.                         local SP10_10F_N = r(N) 65.                         count if  sp10number == 1 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 66.                         local SP10_10F_1 = round(r(N)/`SP10_10F_N', .001) 67.                         count if  sp10number == 12 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 68.                         local SP10_10F_2 = round(r(N)/`SP10_10F_N', .001) 69.                         count if  sp10number == 23 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 70.                         local SP10_10F_3 = round(r(N)/`SP10_10F_N', .001) 71.                         count if  sp10number == 34 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 72.                         local SP10_10F_4 = round(r(N)/`SP10_10F_N', .001) 73.                         count if  sp10number == 45 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 74.                         local SP10_10F_5 = round(r(N)/`SP10_10F_N', .001) 75.                         count if  sp10number == 56 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 76.                         local SP10_10F_6 = round(r(N)/`SP10_10F_N', .001) 77.                         count if  sp10number == 67 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 78.                         local SP10_10F_7 = round(r(N)/`SP10_10F_N', .001) 79.                         count if  sp10number == 78 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 80.                         local SP10_10F_8 = round(r(N)/`SP10_10F_N', .001) 81.                         count if  sp10number == 89 & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 82.                         local SP10_10F_9 = round(r(N)/`SP10_10F_N', .001) 83.                         *For Latex tables, because Stata messes up on storing decimals in binary:.                         local SP10_10F_9 = substr("`SP10_10F_9'",1,4) 84.         } 85.         *We report number of pairs not number of individuals (N.B.: the above is not wrong, of course, as we double counted individuals and solution> s!).                 local SP9_9F_N = `SP9_9F_N'/2 86.                 local SP9_10F_N = `SP9_10F_N'/2 87.                 local SP10_10F_N = `SP10_10F_N'/2 88.                 local SP10_9F_N = `SP10_9F_N'/2 89.                 .                         di "" 90.                         di as green     "                       Table 5: Percentage of Games Solved At Each Node" 91.                         di as green     "                               Race 1-9:  1-9 played first" 92.                         di as green     "                               Race 1-9:  1-10 played first" 93.                         di as green     "                               Race 1-10:  1-9 played first" 94.                         di as green     "                               Race 1-10:  1-10 played first" 95. .         headermaker10_6A 96.         tablemaker10_6A  `SP9_9F_N'             `SP9_9F_P_1'            `SP9_9F_P_2'            `SP9_9F_P_3'            `SP9_9F_P_4'            `SP9> _9F_P_5'            `SP9_9F_P_6'            `SP9_9F_P_7'            `SP9_9F_P_8'            `SP9_9F_P_9' 97.         tablemaker10_6A  `SP9_10F_N'            `SP9_10F_P_1'           `SP9_10F_P_2'           `SP9_10F_P_3'           `SP9_10F_P_4'           `SP9> _10F_P_5'           `SP9_10F_P_6'           `SP9_10F_P_7'           `SP9_10F_P_8'           `SP9_10F_P_9' 98.         tablemaker10_6A  `SP10_10F_N'           `SP10_10F_1'            `SP10_10F_2'            `SP10_10F_3'            `SP10_10F_4'            `SP1> 0_10F_5'            `SP10_10F_6'            `SP10_10F_7'            `SP10_10F_8'            `SP10_10F_9' 99.         tablemaker10_6A  `SP10_9F_N'            `SP10_9F_1'             `SP10_9F_2'             `SP10_9F_3'             `SP10_9F_4'             `SP1> 0_9F_5'             `SP10_9F_6'             `SP10_9F_7'             `SP10_9F_8'             `SP10_9F_9'100. .         }                       Table 5: Percentage of Games Solved At Each Node                               Race 1-9:  1-9 played first                               Race 1-9:  1-10 played first                               Race 1-10:  1-9 played first                               Race 1-10:  1-10 played first------------------------------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8 | Node 9------------------------------------------------------------------------------------------------------------------------52       | .615     | .115     | .038     | .019     | .019     | 0        | .019     | .058   | .11551       | .529     | .059     | .02      | .059     | .02      | .02      | .039     | .098   | .15751       | .078     | .059     | 0        | .02      | 0        | .059     | .039     | .176   | .56951       | .176     | .118     | .039     | 0        | .02      | 0        | .059     | .255   | .333r; t=0.11 15:22:55.  .         cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:55.         file open table5 using table5.tex, write replacer; t=0.00 15:22:55.         file write table5 "\begin{table}[!h]" _nr; t=0.00 15:22:55.         file write table5 "\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 5: Percentage of Games Solved at Each Node}} \\" _n  r; t=0.00 15:22:55.         file write table5 "\hline \hline" _n r; t=0.00 15:22:55.         file write table5 "\textbf{} & \textbf{\# of pairs} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & \textbf{7} > & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:22:55.         file write table5 "\hline" _n r; t=0.00 15:22:55.         file write table5 "Race to 100 1-9 & \# & 10 & 20 & 30 & 40 & 50 & 60 & 70 & 80 & 90\\" _n r; t=0.00 15:22:55.         file write table5 "  1-9 Played First  & `SP9_9F_N' & `SP9_9F_P_1' & `SP9_9F_P_2' & `SP9_9F_P_3' & `SP9_9F_P_4' & `SP9_9F_P_5' & `SP9_9F_P_6' &>  `SP9_9F_P_7' & `SP9_9F_P_8' & `SP9_9F_P_9'\\" _n r; t=0.00 15:22:55.         file write table5 "  1-9 Played Second &  `SP9_10F_N' & `SP9_10F_P_1' & `SP9_10F_P_2' & `SP9_10F_P_3' & `SP9_10F_P_4' & `SP9_10F_P_5' & `SP9_10> F_P_6' & `SP9_10F_P_7' & `SP9_10F_P_8' & `SP9_10F_P_9'\\" _n r; t=0.00 15:22:55.         file write table5 "\hline" _nr; t=0.00 15:22:55.         file write table5 "Race to 100 1-10 & \# & 1 & 12 & 23 & 34 & 45 & 56 & 67 & 78 & 89\\" _n r; t=0.00 15:22:55.         file write table5 "  1-10 Played First  & `SP10_10F_N' & `SP10_10F_1' & `SP10_10F_2' & `SP10_10F_3' & `SP10_10F_4' & `SP10_10F_5' & `SP10_10F_6> ' & `SP10_10F_7' & `SP10_10F_8' & `SP10_10F_9'\\" _n r; t=0.00 15:22:55.         file write table5 "  1-10 Played Second & `SP10_9F_N' & `SP10_9F_1' & `SP10_9F_2' & `SP10_9F_3' & `SP10_9F_4' & `SP10_9F_5' & `SP10_9F_6' & `SP> 10_9F_7' & `SP10_9F_8' & `SP10_9F_9'\\" _n r; t=0.00 15:22:55.         file write table5 "\end{tabular}" _n r; t=0.00 15:22:55.         file write table5 "\end{table}" _nr; t=0.00 15:22:55.         file close table5r; t=0.00 15:22:55. .         *We revert back to counting individuals not pairs..                 local SP9_9F_N = `SP9_9F_N'*2r; t=0.00 15:22:55.                 local SP9_10F_N = `SP9_10F_N'*2r; t=0.00 15:22:55.                 local SP10_10F_N = `SP10_10F_N'*2r; t=0.00 15:22:55.                 local SP10_9F_N = `SP10_9F_N'*2r; t=0.00 15:22:55.                 . forval x = 1/1 {  2. /****************************************************************************************> * TABLE 6:  Centipede Behavior by Induction Ability> Implied stop probabilities pi at each Terminal Node - Chess Players> *****************************************************************************************/.         qui {  3.         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1  4.                 local N=r(N)  5.                 count if bestinductors == 1 & color == "White" & cpnode != .  6.                 local D=r(N)  7.                 local bestinductors_White_1=`N'/`D'  8.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1  9. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 10.                 local N=r(N) 11.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 12.                 local D=r(N) 13.                 local bestinductors_Black_2=`N'/`D' 14.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 15. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 16.                 local N=r(N) 17.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 18.                 local D=r(N) 19.                 local bestinductors_White_3=`N'/`D' 20.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 21. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 22.                 local N=r(N) 23.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 24.                 local D=r(N) 25.                 local bestinductors_Black_4=`N'/`D' 26.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 27. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 28.                 local N=r(N) 29.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 30.                 local D=r(N) 31.                 local bestinductors_White_5=`N'/`D' 32.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 33. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 34.                 local N=r(N) 35.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 36.                 local D=r(N) 37.                 local bestinductors_Black_6=`N'/`D' 38.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 39. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 40.                 local N=r(N) 41.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 42.                 local D=r(N) 43.                 local bestinductors_White_7=`N'/`D' 44.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 45. .                 drop cp_bestinductors 46.                 count if bestinductors == 1 & cpnode != . 47.                 local BI_N = r(N) 48. .         *Best Inductors who stopped at the 1st node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 1 49.                 local BN_1=r(N) 50.                 count if bestinductors == 1 & color == "White" & cpnode != . 51.                 local DN_1=r(N) 52.                 local bestinductors_White_1 = round(`BN_1'/`DN_1', .001) 53.                 generate cp_bestinductors = 1 if bestinductors == 1 & color == "White" & cpnode == 1 54. .         *Best Inductors who stopped at the 2nd node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 2 55.                 local BN_2=r(N) 56.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != . 57.                 local DN_2=r(N) 58.                 local bestinductors_Black_2 =round(`BN_2'/`DN_2', .001) 59.                 replace cp_bestinductors = 2 if bestinductors == 1 & color == "Black" & cpnode == 2 60. .         *Best Inductors who stopped at the 3rd node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 3 61.                 local BN_3=r(N) 62.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != . 63.                 local DN_3=r(N) 64.                 local bestinductors_White_3 =round(`BN_3'/`DN_3', .001) 65.                 replace cp_bestinductors = 3 if bestinductors == 1 & color == "White" & cpnode == 3 66. .         *Best Inductors who stopped at the 4th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 4 67.                 local BN_4=r(N) 68.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != . 69.                 local DN_4=r(N) 70.                 local bestinductors_Black_4 =round(`BN_4'/`DN_4', .001) 71.                 replace cp_bestinductors = 4 if bestinductors == 1 & color == "Black" & cpnode == 4 72. .         *Best Inductors who stopped at the 5th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 5 73.                 local BN_5=r(N) 74.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != . 75.                 local DN_5=r(N) 76.                 local bestinductors_White_5 =round(`BN_5'/`DN_5', .001) 77.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local bestinductors_White_5 = substr("`bestinductors_White_5'",1,4) 78.                 replace cp_bestinductors = 5 if bestinductors == 1 & color == "White" & cpnode == 5 79. .         *Best Inductors who stopped at the 6th node and could.                 count if bestinductors == 1 & color == "Black" & cpnode == 6 80.                 local BN_6=r(N) 81.                 count if bestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != . 82.                 local DN_6=r(N) 83.                 local bestinductors_Black_6=round(`BN_6'/`DN_6', .001) 84.                 replace cp_bestinductors = 6 if bestinductors == 1 & color == "Black" & cpnode == 6 85. .         *Best Inductors who stopped at the 7th node and could.                 count if bestinductors == 1 & color == "White" & cpnode == 7 86.                 local BN_7=r(N) 87.                 count if bestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != . 88.                 local DN_7=r(N) 89.                 local bestinductors_White_7=round(`BN_7'/`DN_7', .001) 90.                 replace cp_bestinductors = 7 if bestinductors == 1 & color == "White" & cpnode == 7 & cpnode != . 91. .                 count if secondbestinductors == 1 & cpnode != . 92.                 local SBI_N = r(N) 93. .         *Second Best Inductors who stopped at the 1st node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 1 94.                 local SN_1=r(N) 95.                 count if secondbestinductors == 1 & color == "White" & cpnode != . 96.                 local DSN_1=r(N) 97.                 local secondbestinductors_White_1 =round(`SN_1'/`DSN_1', .001) 98.                 generate cp_secondbestinductors = 1 if secondbestinductors == 1 & color == "White" & cpnode == 1 99. .         *Second Best Inductors who stopped at the 2nd node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 2100.                 local SN_2=r(N)101.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .102.                 local DSN_2=r(N)103.                 local secondbestinductors_Black_2=round(`SN_2'/`DSN_2', .001)104.                 replace cp_secondbestinductors = 2 if secondbestinductors == 1 & color == "Black" & cpnode == 2105. .         *Second Best Inductors who stopped at the 3rd node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 3106.                 local SN_3=r(N)107.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .108.                 local DSN_3=r(N)109.                 local secondbestinductors_White_3=round(`SN_3'/`DSN_3', .001)110.                 replace cp_secondbestinductors = 3 if secondbestinductors == 1 & color == "White" & cpnode == 3111. .         *Second Best Inductors who stopped at the 4th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 4112.                 local SN_4=r(N)113.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .114.                 local DSN_4=r(N)115.                 local secondbestinductors_Black_4=round(`SN_4'/`DSN_4', .001)116.                 replace cp_secondbestinductors = 4 if secondbestinductors == 1 & color == "Black" & cpnode == 4117. .         *Second Best Inductors who stopped at the 5th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 5118.                 local SN_5=r(N)119.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .120.                 local DSN_5=r(N)121.                 local secondbestinductors_White_5=round(`SN_5'/`DSN_5', .001)122.                 replace cp_secondbestinductors = 5 if secondbestinductors == 1 & color == "White" & cpnode == 5123. .         *Second Best Inductors who stopped at the 6th node and could.                 count if secondbestinductors == 1 & color == "Black" & cpnode == 6124.                 local SN_6=r(N)125.                 count if secondbestinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != .126.                 local DSN_6=r(N)127.                 local secondbestinductors_Black_6=round(`SN_6'/`DSN_6', .001)128.                 replace cp_secondbestinductors = 6 if secondbestinductors == 1 & color == "Black" & cpnode == 6129. .         *Second Best Inductors who stopped at the 7th node and could.                 count if secondbestinductors == 1 & color == "White" & cpnode == 7130.                 local SN_7=r(N)131.                 count if secondbestinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode > != 6 & cpnode != .132.                 local DSN_7=r(N)133.                 local secondbestinductors_White_7=round(`SN_7'/`DSN_7', .001)134.                 replace cp_secondbestinductors = 7 if secondbestinductors == 1 & color == "White" & cpnode == 7 & cpnode != .135. .                 count if goodinductors == 1 & cpnode != .136.                 local GI_N = r(N)137. .         *Good Inductors who stopped at the 1st node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 1138.                 local GN_1=r(N)139.                 count if goodinductors == 1 & color == "White" & cpnode != .140.                 local DGN_1=r(N)141.                 local goodinductors_White_1=round(`GN_1'/`DGN_1', .001)142.                 generate cp_goodinductors = 1 if goodinductors == 1 & color == "White" & cpnode == 1143. .         *Good Inductors who stopped at the 2nd node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 2144.                 local GN_2=r(N)145.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .146.                 local DGN_2=r(N)147.                 local goodinductors_Black_2=round(`GN_2'/`DGN_2', .001)148.                 replace cp_goodinductors = 2 if goodinductors == 1 & color == "Black" & cpnode == 2149. .         *Good Inductors who stopped at the 3rd node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 3150.                 local GN_3=r(N)151.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .152.                 local DGN_3=r(N)153.                 local goodinductors_White_3=round(`GN_3'/`DGN_3', .001)154.                 replace cp_goodinductors = 3 if goodinductors == 1 & color == "White" & cpnode == 3155. .         *Good Inductors who stopped at the 4th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 4156.                 local GN_4=r(N)157.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .158.                 local DGN_4=r(N)159.                 local goodinductors_Black_4=round(`GN_4'/`DGN_4', .001)160.                 replace cp_goodinductors = 4 if goodinductors == 1 & color == "Black" & cpnode == 4161. .         *Good Inductors who stopped at the 5th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 5162.                 local GN_5=r(N)163.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .164.                 local DGN_5=r(N)165.                 local goodinductors_White_5=round(`GN_5'/`DGN_5', .001)166.                 replace cp_goodinductors = 5 if goodinductors == 1 & color == "White" & cpnode == 5167. .         *Good Inductors who stopped at the 6th node and could.                 count if goodinductors == 1 & color == "Black" & cpnode == 6168.                 local GN_6=r(N)169.                 count if goodinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .170.                 local DGN_6=r(N)171.                 local goodinductors_Black_6=round(`GN_6'/`DGN_6', .001)172.                 replace cp_goodinductors = 6 if goodinductors == 1 & color == "Black" & cpnode == 6173. .         *Good Inductors who stopped at the 7th node and could.                 count if goodinductors == 1 & color == "White" & cpnode == 7174.                 local GN_7=r(N)175.                 count if goodinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 &>  cpnode != .176.                 local DGN_7=r(N)177.                 local goodinductors_White_7=round(`GN_7'/`DGN_7', .001)178.                 replace cp_goodinductors = 7 if goodinductors == 1 & color == "White" & cpnode == 7 & cpnode != .179. .                 count if badinductors == 1 & cpnode != .180.                 local BD_N = r(N)181. .         *Bad Inductors who stopped at the 1st node and could.                 count if badinductors == 1 & color == "White" & cpnode == 1182.                 local BdN_1=r(N)183.                 count if badinductors == 1 & color == "White" & cpnode != .184.                 local DBN_1=r(N)185.                 local badinductors_White_1=round(`BdN_1'/`DBN_1', .001)186.                 generate cp_badinductors = 1 if badinductors == 1 & color == "White" & cpnode == 1187. .         *Bad Inductors who stopped at the 2nd node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 2188.                 local BdN_2=r(N)189.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != .190.                 local DBN_2=r(N)191.                 local badinductors_Black_2=round(`BdN_2'/`DBN_2', .001)192.                 replace cp_badinductors = 2 if badinductors == 1 & color == "Black" & cpnode == 2193. .         *Bad Inductors who stopped at the 3rd node and could.                 count if badinductors == 1 & color == "White" & cpnode == 3194.                 local BdN_3=r(N)195.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != .196.                 local DBN_3=r(N)197.                 local badinductors_White_3=round(`BdN_3'/`DBN_3', .001)198.                 replace cp_badinductors = 3 if badinductors == 1 & color == "White" & cpnode == 3199. .         *Bad Inductors who stopped at the 4th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 4200.                 local BdN_4=r(N)201.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != .202.                 local DBN_4=r(N)203.                 local badinductors_Black_4=round(`BdN_4'/`DBN_4', .001)204.                 replace cp_badinductors = 4 if badinductors == 1 & color == "Black" & cpnode == 4205. .         *Bad Inductors who stopped at the 5th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 5206.                 local BdN_5=r(N)207.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4  & cpnode != .208.                 local DBN_5=r(N)209.                 local badinductors_White_5=round(`BdN_5'/`DBN_5', .001)210.                 replace cp_badinductors = 5 if badinductors == 1 & color == "White" & cpnode == 5211. .         *Bad Inductors who stopped at the 6th node and could.                 count if badinductors == 1 & color == "Black" & cpnode == 6212.                 local BdN_6=r(N)213.                 count if badinductors == 1 & color == "Black" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != .214.                 local DBN_6=r(N)215.                 local badinductors_Black_6=round(`BdN_6'/`DBN_6', .001)216.                 replace cp_badinductors = 6 if badinductors == 1 & color == "Black" & cpnode == 6217. .         *Bad Inductors who stopped at the 7th node and could.                 count if badinductors == 1 & color == "White" & cpnode == 7218.                 local BdN_7=r(N)219.                 count if badinductors == 1 & color == "White" & cpnode != 1 & cpnode != 2 & cpnode != 3 & cpnode != 4 & cpnode != 5 & cpnode != 6 & > cpnode != .220.                 local DBN_7=r(N)221.                 local badinductors_White_7=round(`BdN_7'/`DBN_7', .001)222.                 replace cp_badinductors = 7 if badinductors == 1 & color == "White" & cpnode == 7 & cpnode != .223.         }224. .                         di ""225.                         di as green     "                       Table 6: Centipede Behavior by Induction Ability"226.                         di as green     "                       Implied stop probabilities at each terminal node"227.                         di as green     "                               Best"228.                         di as green     "                               Second Best"229.                         di as green     "                               Second Worst"230.                         di as green     "                               Worst"231. . .         headermaker8_3A232.         tablemaker8_3A  .       `bestinductors_White_1'         `bestinductors_Black_2'         `bestinductors_White_3'         `bestinductors_Black> _4'         `bestinductors_White_5'         `bestinductors_Black_6'         `bestinductors_White_7'233.         tablemaker8_3A `BI_N'   `DN_1'                          `DN_2'                          `DN_3'                          `DN_4'              >             `DN_5'                          `DN_6'                          `DN_7'234.         tablemaker8_3A  .       `secondbestinductors_White_1'   `secondbestinductors_Black_2'   `secondbestinductors_White_3'   `secondbestinductors> _Black_4'   `secondbestinductors_White_5'   `secondbestinductors_Black_6'   `secondbestinductors_White_7'235.         tablemaker8_3A `SBI_N'  `DSN_1'                         `DSN_2'                         `DSN_3'                         `DSN_4'             >             `DSN_5'                         `DSN_6'                         `DSN_7'236.         tablemaker8_3A  .       `goodinductors_White_1'         `goodinductors_Black_2'         `goodinductors_White_3'         `goodinductors_Black> _4'         `goodinductors_White_5'         `goodinductors_Black_6'         `goodinductors_White_7'237.         tablemaker8_3A  `GI_N'  `DGN_1'                         `DGN_2'                         `DGN_3'                         `DGN_4'             >             `DGN_5'                         `DGN_6'                         `DGN_7'238.         tablemaker8_3A  .       `badinductors_White_1'          `badinductors_Black_2'          `badinductors_White_3'          `badinductors_Black_> 4'          `badinductors_White_5'          `badinductors_Black_6'          `badinductors_White_7'239.         tablemaker8_3A  `BD_N'  `DBN_1'                         `DBN_2'                         `DBN_3'                         `DBN_4'             >             `DBN_5'                         `DBN_6'                         `DBN_7'240. .         }                       Table 6: Centipede Behavior by Induction Ability                       Implied stop probabilities at each terminal node                               Best                               Second Best                               Second Worst                               Worst----------------------------------------------------------------------------------------------------N        | Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7----------------------------------------------------------------------------------------------------.        | 0        | .2       | .125     | .25      | .667     | 0        | 115       | 10       | 5        | 8        | 4        | 3        | 2        | 1.        | 0        | .106     | .375     | .412     | .5710000000000001|.889|166       | 17       | 47       | 16       | 34       | 7        | 9        | 1.        | .1       | .133     | .278     | .417     | .833     | 1        | 136       | 20       | 15       | 18       | 12       | 12       | 1        | 1.        | .036     | .065     | .109     | .238     | .458     | .429     | 187       | 55       | 31       | 46       | 21       | 24       | 7        | 4r; t=0.02 15:22:55.  .          cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:55.         file open table6 using table6.tex, write replacer; t=0.00 15:22:55.         file write table6 "\begin{table}" _nr; t=0.00 15:22:55.         file write table6 "\begin{tabular}{lccccccc} \multicolumn{8}{c}{\textbf{Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabil> ities}} \\" _n  r; t=0.00 15:22:55.         file write table6 "\hline \hline" _n r; t=0.00 15:22:55.         file write table6 "\textbf{Induction Ability} & \textbf{N} & \textbf{F1} & \textbf{F2} & \textbf{F3} & \textbf{F4} & \textbf{F5} & \textbf{F6}\> \" _n r; t=0.00 15:22:55.         file write table6 "\hline" _n r; t=0.00 15:22:55.         file write table6 "\multirow{2}{*}{Best} & \multirow{2}{*}{`BI_N'} & `bestinductors_White_1' & `bestinductors_Black_2' & `bestinductors_White_3> ' & `bestinductors_Black_4' & `bestinductors_White_5' & `bestinductors_Black_6'\\" _n r; t=0.00 15:22:55.         file write table6 "& & (`DN_1') & (`DN_2') & (`DN_3') & (`DN_4') & (`DN_5') & (`DN_6')\\" _n r; t=0.00 15:22:55.         file write table6 "\multirow{2}{*}{Second Best} & \multirow{2}{*}{`SBI_N'} & `secondbestinductors_White_1' & `secondbestinductors_Black_2' & `s> econdbestinductors_White_3' & `secondbestinductors_Black_4' & `secondbestinductors_White_5' & `secondbestinductors_Black_6'\\" _n r; t=0.00 15:22:55.         file write table6 "& & (`DSN_1') & (`DSN_2') & (`DSN_3') & (`DSN_4') & (`DSN_5') & (`DSN_6')\\" _n r; t=0.00 15:22:55.         file write table6 "\multirow{2}{*}{Second Worst} & \multirow{2}{*}{`GI_N'} & `goodinductors_White_1' & `goodinductors_Black_2' & `goodinductors> _White_3' & `goodinductors_Black_4' & `goodinductors_White_5' & `goodinductors_Black_6'\\" _n r; t=0.00 15:22:55.         file write table6 "& & (`DGN_1') & (`DGN_2') & (`DGN_3') & (`DGN_4') & (`DGN_5') & (`DGN_6')\\" _n r; t=0.00 15:22:55.         file write table6 "\multirow{2}{*}{Worst} & \multirow{2}{*}{`BD_N'} & `badinductors_White_1' & `badinductors_Black_2' & `badinductors_White_3' > & `badinductors_Black_4' & `badinductors_White_5' & `badinductors_Black_6'\\" _n r; t=0.00 15:22:55.         file write table6 "& & (`DBN_1') & (`DBN_2') & (`DBN_3') & (`DBN_4') & (`DBN_5') & (`DBN_6')\\" _n r; t=0.00 15:22:55.         file write table6 "\end{tabular}" _n r; t=0.00 15:22:55.         file write table6 "\end{table}" _nr; t=0.00 15:22:55.         file close table6r; t=0.00 15:22:55. . . . . forvalues x = 1/1 {  2. /****************************************************************************************> * TABLE 7:  Summary of Race to 100 Results by First Game> *****************************************************************************************/.                 qui {  3.         .                 *Number at which SP9 is solved by node:.                 local SP9_N_1 = 10  4.                 local SP9_N_2 = 20  5.                 local SP9_N_3 = 30  6.                 local SP9_N_4 = 40  7.                 local SP9_N_5 = 50  8.                 local SP9_N_6 = 60  9.                 local SP9_N_7 = 70 10.                 local SP9_N_8 = 80 11.                 local SP9_N_9 = 90 12.         .                 *Number at which SP10 is solved by node:.                 local SP10_N_1 = 1 13.                 local SP10_N_2 = 12 14.                 local SP10_N_3 = 23 15.                 local SP10_N_4 = 34 16.                 local SP10_N_5 = 45 17.                 local SP10_N_6 = 56 18.                 local SP10_N_7 = 67 19.                 local SP10_N_8 = 78 20.                 local SP10_N_9 = 89 21.         .         ************************************.         *Among those who played SP_9 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_9" 22.                 local total_count = r(N) 23.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_9" 24.                 local SP9_P_1_GM = r(N)/`total_count' 25.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_9" 26.                 local SP9_P_2_GM = r(N)/`total_count' 27.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_9" 28.                 local SP9_P_3_GM = r(N)/`total_count' 29.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_9" 30.                 local SP9_P_4_GM = r(N)/`total_count' 31.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_9" 32.                 local SP9_P_5_GM = r(N)/`total_count' 33.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_9" 34.                 local SP9_P_6_GM = r(N)/`total_count' 35.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_9" 36.                 local SP9_P_7_GM = r(N)/`total_count' 37.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_9" 38.                 local SP9_P_8_GM = r(N)/`total_count' 39.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_9" 40.                 local SP9_P_9_GM = r(N)/`total_count' 41.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_9" 42.                 local total_count = r(N) 43.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_9" 44.                 local SP9_P_1_IM = r(N)/`total_count' 45.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_9" 46.                 local SP9_P_2_IM = r(N)/`total_count' 47.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_9" 48.                 local SP9_P_3_IM = r(N)/`total_count' 49.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_9" 50.                 local SP9_P_4_IM = r(N)/`total_count' 51.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_9" 52.                 local SP9_P_5_IM = r(N)/`total_count' 53.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_9" 54.                 local SP9_P_6_IM = r(N)/`total_count' 55.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_9" 56.                 local SP9_P_7_IM = r(N)/`total_count' 57.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_9" 58.                 local SP9_P_8_IM = r(N)/`total_count' 59.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_9" 60.                 local SP9_P_9_IM = r(N)/`total_count' 61.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_9" 62.                 local total_count = r(N) 63.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_9" 64.                 local SP9_P_1_Master = r(N)/`total_count' 65.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_9" 66.                 local SP9_P_2_Master = r(N)/`total_count' 67.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_9" 68.                 local SP9_P_3_Master = r(N)/`total_count' 69.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_9" 70.                 local SP9_P_4_Master = r(N)/`total_count' 71.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_9" 72.                 local SP9_P_5_Master = r(N)/`total_count' 73.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_9" 74.                 local SP9_P_6_Master = r(N)/`total_count' 75.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_9" 76.                 local SP9_P_7_Master = r(N)/`total_count'  77.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_9" 78.                 local SP9_P_8_Master = r(N)/`total_count' 79.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_9" 80.                 local SP9_P_9_Master = r(N)/`total_count' 81.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_9" 82.                 local total_count = r(N) 83.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 84.                 local SP9_P_1_g2000 = r(N)/`total_count' 85.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 86.                 local SP9_P_2_g2000 = r(N)/`total_count' 87.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 88.                 local SP9_P_3_g2000 = r(N)/`total_count' 89.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 90.                 local SP9_P_4_g2000 = r(N)/`total_count' 91.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 92.                 local SP9_P_5_g2000 = r(N)/`total_count' 93.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 94.                 local SP9_P_6_g2000 = r(N)/`total_count' 95.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 96.                 local SP9_P_7_g2000 = r(N)/`total_count' 97.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_9" 98.                 local SP9_P_8_g2000 = r(N)/`total_count' 99.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_9"100.                 local SP9_P_9_g2000 = r(N)/`total_count'101.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_9"102.                 local total_count = r(N)103.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_9"104.                 local SP9_P_1_l2000 = r(N)/`total_count'105.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_9"106.                 local SP9_P_2_l2000 = r(N)/`total_count'107.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_9"108.                 local SP9_P_3_l2000 = r(N)/`total_count'109.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_9"110.                 local SP9_P_4_l2000 = r(N)/`total_count'111.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_9"112.                 local SP9_P_5_l2000 = r(N)/`total_count'113.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_9"114.                 local SP9_P_6_l2000 = r(N)/`total_count'115.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_9"116.                 local SP9_P_7_l2000 = r(N)/`total_count'117.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_9"118.                 local SP9_P_8_l2000 = r(N)/`total_count'119.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_9"120.                 local SP9_P_9_l2000 = r(N)/`total_count'121.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_9"122.                 local total_count = r(N)123.                 count if  sp9number == 10 & game1 == "SP_9"124.                 local SP9_P_1 = round(r(N)/`total_count', .001)125.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)126.                 count if  sp9number == 20 & game1 == "SP_9"127.                 local SP9_P_2 = round(r(N)/`total_count', .001)128.                 count if  sp9number == 30 & game1 == "SP_9"129.                 local SP9_P_3 = round(r(N)/`total_count', .001)130.                 count if  sp9number == 40 & game1 == "SP_9"131.                 local SP9_P_4 = round(r(N)/`total_count', .001)132.                 count if  sp9number == 50 & game1 == "SP_9"133.                 local SP9_P_5 = round(r(N)/`total_count', .001)134.                 count if  sp9number == 60 & game1 == "SP_9"135.                 local SP9_P_6 = round(r(N)/`total_count', .001)136.                 count if  sp9number == 70 & game1 == "SP_9"137.                 local SP9_P_7 = round(r(N)/`total_count', .001)138.                 count if  sp9number == 80 & game1 == "SP_9"139.                 local SP9_P_8 = round(r(N)/`total_count', .001)140.                 count if  sp9number == 90 & game1 == "SP_9"141.                 local SP9_P_9 = round(r(N)/`total_count', .001)142.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_9"143.                 local total_count = r(N)144.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_9"145.                 local SP10_P_1_GM = r(N)/`total_count'146.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_9"147.                 local SP10_P_2_GM = r(N)/`total_count'148.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_9"149.                 local SP10_P_3_GM = r(N)/`total_count'150.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_9"151.                 local SP10_P_4_GM = r(N)/`total_count'152.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_9"153.                 local SP10_P_5_GM = r(N)/`total_count'154.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_9"155.                 local SP10_P_6_GM = r(N)/`total_count'156.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_9"157.                 local SP10_P_7_GM = r(N)/`total_count'158.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_9"159.                 local SP10_P_8_GM = r(N)/`total_count'160.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_9"161.                 local SP10_P_9_GM = r(N)/`total_count'162.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_9"163.                 local total_count = r(N)164.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_9"165.                 local SP10_P_1_IM = r(N)/`total_count'166.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_9"167.                 local SP10_P_2_IM = r(N)/`total_count'168.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_9"169.                 local SP10_P_3_IM = r(N)/`total_count'170.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_9"171.                 local SP10_P_4_IM = r(N)/`total_count'172.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_9"173.                 local SP10_P_5_IM = r(N)/`total_count'174.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_9"175.                 local SP10_P_6_IM = r(N)/`total_count'176.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_9"177.                 local SP10_P_7_IM = r(N)/`total_count'178.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_9"179.                 local SP10_P_8_IM = r(N)/`total_count'180.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_9"181.                 local SP10_P_9_IM = r(N)/`total_count'182.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_9"183.                 local total_count = r(N)184.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_9"185.                 local SP10_P_1_Master = r(N)/`total_count'186.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_9"187.                 local SP10_P_2_Master = r(N)/`total_count'188.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_9"189.                 local SP10_P_3_Master = r(N)/`total_count'190.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_9"191.                 local SP10_P_4_Master = r(N)/`total_count'192.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_9"193.                 local SP10_P_5_Master = r(N)/`total_count'194.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_9"195.                 local SP10_P_6_Master = r(N)/`total_count'196.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_9"197.                 local SP10_P_7_Master = r(N)/`total_count'198.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_9"199.                 local SP10_P_8_Master = r(N)/`total_count'200.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_9"201.                 local SP10_P_9_Master = r(N)/`total_count'202.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_9"203.                 local total_count = r(N)204.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_9"205.                 local SP10_P_1_g2000 = r(N)/`total_count'206.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_9"207.                 local SP10_P_2_g2000 = r(N)/`total_count'208.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_9"209.                 local SP10_P_3_g2000 = r(N)/`total_count'210.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_9"211.                 local SP10_P_4_g2000 = r(N)/`total_count'212.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_9"213.                 local SP10_P_5_g2000 = r(N)/`total_count'214.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_9"215.                 local SP10_P_6_g2000 = r(N)/`total_count'216.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_9"217.                 local SP10_P_7_g2000 = r(N)/`total_count'218.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_9"219.                 local SP10_P_8_g2000 = r(N)/`total_count'220.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_9"221.                 local SP10_P_9_g2000 = r(N)/`total_count'222.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_9"223.                 local total_count = r(N)224.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_9"225.                 local SP10_P_1_l2000 = r(N)/`total_count'226.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_9"227.                 local SP10_P_2_l2000 = r(N)/`total_count'228.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_9"229.                 local SP10_P_3_l2000 = r(N)/`total_count'230.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_9"231.                 local SP10_P_4_l2000 = r(N)/`total_count'232.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_9"233.                 local SP10_P_5_l2000 = r(N)/`total_count'234.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_9"235.                 local SP10_P_6_l2000 = r(N)/`total_count' 236.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_9"237.                 local SP10_P_7_l2000 = r(N)/`total_count'238.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_9"239.                 local SP10_P_8_l2000 = r(N)/`total_count'240.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_9"241.                 local SP10_P_9_l2000 = r(N)/`total_count'242.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_9"243.                 local total_count = r(N)244.                 count if sp10number == 1 & game1 == "SP_9"245.                 local SP10_P_1 = round(r(N)/`total_count', .001) 246.                 count if sp10number == 12 & game1 == "SP_9"247.                 local SP10_P_2 = round(r(N)/`total_count', .001)248.                 count if sp10number == 23 & game1 == "SP_9"249.                 local SP10_P_3 = round(r(N)/`total_count', .001)250.                 count if sp10number == 34 & game1 == "SP_9"251.                 local SP10_P_4 = round(r(N)/`total_count', .001)252.                 count if sp10number == 45 & game1 == "SP_9"253.                 local SP10_P_5 = round(r(N)/`total_count', .001)254.                 count if sp10number == 56 & game1 == "SP_9"255.                 local SP10_P_6 = round(r(N)/`total_count', .001)256.                 count if sp10number == 67 & game1 == "SP_9"257.                 local SP10_P_7 = round(r(N)/`total_count', .001)258.                 count if sp10number == 78 & game1 == "SP_9"259.                 local SP10_P_8 = round(r(N)/`total_count', .001)260.                 count if sp10number == 89 & game1 == "SP_9"261.                 local SP10_P_9 = round(r(N)/`total_count', .001)262.                                         . .                                 di ""263.                                 di as green     "                       Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First"264.                                 di as green     "                               Number at which Game Solved (1-9)"265.                                 di as green     "                               Number at which Game Solved (1-10)"266.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"267.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"268. .                 headermaker9_3C269.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'270.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'271.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'272.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'273.                 .         }274.                  cd "$tabledir"275.                 file open table7a using table7a.tex, write replace276.                 file write table7a "\begin{table}[!h]" _n277.                 file write table7a "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7a: Summary of Race to 100 Results Conditioning on>  (1-9) Played First}} \\" _n  278.                 file write table7a "\hline \hline" _n 279.                 file write table7a "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6}>  & \textbf{7} & \textbf{8} & \textbf{9}\\" _n 280.                 file write table7a "\hline" _n 281.                 file write table7a "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9> _N_7' & `SP9_N_8' & `SP9_N_9'\\" _n 282.                 file write table7a "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P> _7' & `SP9_P_8' & `SP9_P_9'\\" _n 283.                 file write table7a "\hline" _n284.                 file write table7a "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6'>  & `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n 285.                 file write table7a "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' &>  `SP10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _n286.                 file write table7a "\end{tabular}" _n 287.                 file write table7a "\end{table}" _n288.                 file close table7a289.         .         .         ************************************.         *Among those who played SP_10 first*.         ************************************.         .                 *Percentage of Stops by Node 1-9:GM.                 count if title == "GM" & sp9 == 1 & game1 == "SP_10"290.                 local total_count = r(N)291.                 count if  sp9number == 10 & title == "GM" & sp9 == 1 & game1 == "SP_10"292.                 local SP9_P_1_GM = r(N)/`total_count'293.                 count if  sp9number == 20 & title == "GM" & sp9 == 1 & game1 == "SP_10"294.                 local SP9_P_2_GM = r(N)/`total_count'295.                 count if  sp9number == 30 & title == "GM" & sp9 == 1 & game1 == "SP_10"296.                 local SP9_P_3_GM = r(N)/`total_count'297.                 count if  sp9number == 40 & title == "GM" & sp9 == 1 & game1 == "SP_10"298.                 local SP9_P_4_GM = r(N)/`total_count'299.                 count if  sp9number == 50 & title == "GM" & sp9 == 1 & game1 == "SP_10"300.                 local SP9_P_5_GM = r(N)/`total_count'301.                 count if  sp9number == 60 & title == "GM" & sp9 == 1 & game1 == "SP_10"302.                 local SP9_P_6_GM = r(N)/`total_count'303.                 count if  sp9number == 70 & title == "GM" & sp9 == 1 & game1 == "SP_10"304.                 local SP9_P_7_GM = r(N)/`total_count'305.                 count if  sp9number == 80 & title == "GM" & sp9 == 1 & game1 == "SP_10"306.                 local SP9_P_8_GM = r(N)/`total_count'307.                 count if  sp9number == 90 & title == "GM" & sp9 == 1 & game1 == "SP_10"308.                 local SP9_P_9_GM = r(N)/`total_count'309.         .                 *Percentage of Stops by Node 1-9:IM.                 count if title == "IM" & sp9 == 1 & game1 == "SP_10"310.                 local total_count = r(N)311.                 count if  sp9number == 10 & title == "IM" & sp9 == 1 & game1 == "SP_10"312.                 local SP9_P_1_IM = r(N)/`total_count'313.                 count if  sp9number == 20 & title == "IM" & sp9 == 1 & game1 == "SP_10"314.                 local SP9_P_2_IM = r(N)/`total_count'315.                 count if  sp9number == 30 & title == "IM" & sp9 == 1 & game1 == "SP_10"316.                 local SP9_P_3_IM = r(N)/`total_count'317.                 count if  sp9number == 40 & title == "IM" & sp9 == 1 & game1 == "SP_10"318.                 local SP9_P_4_IM = r(N)/`total_count'319.                 count if  sp9number == 50 & title == "IM" & sp9 == 1 & game1 == "SP_10"320.                 local SP9_P_5_IM = r(N)/`total_count'321.                 count if  sp9number == 60 & title == "IM" & sp9 == 1 & game1 == "SP_10"322.                 local SP9_P_6_IM = r(N)/`total_count'323.                 count if  sp9number == 70 & title == "IM" & sp9 == 1 & game1 == "SP_10"324.                 local SP9_P_7_IM = r(N)/`total_count'325.                 count if  sp9number == 80 & title == "IM" & sp9 == 1 & game1 == "SP_10"326.                 local SP9_P_8_IM = r(N)/`total_count'327.                 count if  sp9number == 90 & title == "IM" & sp9 == 1 & game1 == "SP_10"328.                 local SP9_P_9_IM = r(N)/`total_count'329.         .                 *Percentage of Stops by Node 1-9:Master.                 count if title == "Master" & sp9 == 1 & game1 == "SP_10"330.                 local total_count = r(N)331.                 count if  sp9number == 10 & title == "Master" & sp9 == 1 & game1 == "SP_10"332.                 local SP9_P_1_Master = r(N)/`total_count'333.                 count if  sp9number == 20 & title == "Master" & sp9 == 1 & game1 == "SP_10"334.                 local SP9_P_2_Master = r(N)/`total_count'335.                 count if  sp9number == 30 & title == "Master" & sp9 == 1 & game1 == "SP_10"336.                 local SP9_P_3_Master = r(N)/`total_count'337.                 count if  sp9number == 40 & title == "Master" & sp9 == 1 & game1 == "SP_10"338.                 local SP9_P_4_Master = r(N)/`total_count'339.                 count if  sp9number == 50 & title == "Master" & sp9 == 1 & game1 == "SP_10"340.                 local SP9_P_5_Master = r(N)/`total_count'341.                 count if  sp9number == 60 & title == "Master" & sp9 == 1 & game1 == "SP_10"342.                 local SP9_P_6_Master = r(N)/`total_count'343.                 count if  sp9number == 70 & title == "Master" & sp9 == 1 & game1 == "SP_10"344.                 local SP9_P_7_Master = r(N)/`total_count' 345.                 count if  sp9number == 80 & title == "Master" & sp9 == 1 & game1 == "SP_10"346.                 local SP9_P_8_Master = r(N)/`total_count'347.                 count if  sp9number == 90 & title == "Master" & sp9 == 1 & game1 == "SP_10"348.                 local SP9_P_9_Master = r(N)/`total_count'349.         .                 *Percentage of Stops by Node 1-9:g2000.                 count if title == ">2000" & sp9 == 1 & game1 == "SP_10"350.                 local total_count = r(N)351.                 count if  sp9number == 10 & title == ">2000" & sp9 == 1 & game1 == "SP_10"352.                 local SP9_P_1_g2000 = r(N)/`total_count'353.                 count if  sp9number == 20 & title == ">2000" & sp9 == 1 & game1 == "SP_10"354.                 local SP9_P_2_g2000 = r(N)/`total_count'355.                 count if  sp9number == 30 & title == ">2000" & sp9 == 1 & game1 == "SP_10"356.                 local SP9_P_3_g2000 = r(N)/`total_count'357.                 count if  sp9number == 40 & title == ">2000" & sp9 == 1 & game1 == "SP_10"358.                 local SP9_P_4_g2000 = r(N)/`total_count'359.                 count if  sp9number == 50 & title == ">2000" & sp9 == 1 & game1 == "SP_10"360.                 local SP9_P_5_g2000 = r(N)/`total_count'361.                 count if  sp9number == 60 & title == ">2000" & sp9 == 1 & game1 == "SP_10"362.                 local SP9_P_6_g2000 = r(N)/`total_count'363.                 count if  sp9number == 70 & title == ">2000" & sp9 == 1 & game1 == "SP_10"364.                 local SP9_P_7_g2000 = r(N)/`total_count'365.                 count if  sp9number == 80 & title == ">2000" & sp9 == 1 & game1 == "SP_10"366.                 local SP9_P_8_g2000 = r(N)/`total_count'367.                 count if  sp9number == 90 & title == ">2000" & sp9 == 1 & game1 == "SP_10"368.                 local SP9_P_9_g2000 = r(N)/`total_count'369.         .                 *Percentage of Stops by Node 1-9:l2000.                 count if title == "<2000" & sp9 == 1 & game1 == "SP_10"370.                 local total_count = r(N)371.                 count if  sp9number == 10 & title == "<2000" & sp9 == 1 & game1 == "SP_10"372.                 local SP9_P_1_l2000 = r(N)/`total_count'373.                 count if  sp9number == 20 & title == "<2000" & sp9 == 1 & game1 == "SP_10"374.                 local SP9_P_2_l2000 = r(N)/`total_count'375.                 count if  sp9number == 30 & title == "<2000" & sp9 == 1 & game1 == "SP_10"376.                 local SP9_P_3_l2000 = r(N)/`total_count'377.                 count if  sp9number == 40 & title == "<2000" & sp9 == 1 & game1 == "SP_10"378.                 local SP9_P_4_l2000 = r(N)/`total_count'379.                 count if  sp9number == 50 & title == "<2000" & sp9 == 1 & game1 == "SP_10"380.                 local SP9_P_5_l2000 = r(N)/`total_count'381.                 count if  sp9number == 60 & title == "<2000" & sp9 == 1 & game1 == "SP_10"382.                 local SP9_P_6_l2000 = r(N)/`total_count'383.                 count if  sp9number == 70 & title == "<2000" & sp9 == 1 & game1 == "SP_10"384.                 local SP9_P_7_l2000 = r(N)/`total_count'385.                 count if  sp9number == 80 & title == "<2000" & sp9 == 1 & game1 == "SP_10"386.                 local SP9_P_8_l2000 = r(N)/`total_count'387.                 count if  sp9number == 90 & title == "<2000" & sp9 == 1 & game1 == "SP_10"388.                 local SP9_P_9_l2000 = r(N)/`total_count'389.         .                 *Percentage of Stops by Node (double counting pair outcomes is negated by double counting pairs).                 .                 count if game1 == "SP_10"390.                 local total_count = r(N)391.                 count if  sp9number == 10 & game1 == "SP_10"392.                 local SP9_P_1 = round(r(N)/`total_count', .001)393.                 *For Latex tables, because Stata messes up on storing decimals in binary:.                 local SP9_P_1 = substr("`SP9_P_1'",1,4)394.                 count if  sp9number == 20 & game1 == "SP_10"395.                 local SP9_P_2 = round(r(N)/`total_count', .001)396.                 count if  sp9number == 30 & game1 == "SP_10"397.                 local SP9_P_3 = round(r(N)/`total_count', .001)398.                 count if  sp9number == 40 & game1 == "SP_10"399.                 local SP9_P_4 = round(r(N)/`total_count', .001)400.                 count if  sp9number == 50 & game1 == "SP_10"401.                 local SP9_P_5 = round(r(N)/`total_count', .001)402.                 count if  sp9number == 60 & game1 == "SP_10"403.                 local SP9_P_6 = round(r(N)/`total_count', .001)404.                 count if  sp9number == 70 & game1 == "SP_10"405.                 local SP9_P_7 = round(r(N)/`total_count', .001)406.                 count if  sp9number == 80 & game1 == "SP_10"407.                 local SP9_P_8 = round(r(N)/`total_count', .001)408.                 count if  sp9number == 90 & game1 == "SP_10"409.                 local SP9_P_9 = round(r(N)/`total_count', .001)410.         .                 *Percentage of Stops by Node 1-10:GM.                 count if title == "GM" & sp10 == 1 & game1 == "SP_10"411.                 local total_count = r(N)412.                 count if  sp10number == 1 & title == "GM" & sp10 == 1 & game1 == "SP_10"413.                 local SP10_P_1_GM = r(N)/`total_count'414.                 count if  sp10number == 12 & title == "GM" & sp10 == 1 & game1 == "SP_10"415.                 local SP10_P_2_GM = r(N)/`total_count'416.                 count if  sp10number == 23 & title == "GM" & sp10 == 1 & game1 == "SP_10"417.                 local SP10_P_3_GM = r(N)/`total_count'418.                 count if  sp10number == 34 & title == "GM" & sp10 == 1 & game1 == "SP_10"419.                 local SP10_P_4_GM = r(N)/`total_count'420.                 count if  sp10number == 45 & title == "GM" & sp10 == 1 & game1 == "SP_10"421.                 local SP10_P_5_GM = r(N)/`total_count'422.                 count if  sp10number == 54 & title == "GM" & sp10 == 1 & game1 == "SP_10"423.                 local SP10_P_6_GM = r(N)/`total_count'424.                 count if  sp10number == 67 & title == "GM" & sp10 == 1 & game1 == "SP_10"425.                 local SP10_P_7_GM = r(N)/`total_count'426.                 count if  sp10number == 78 & title == "GM" & sp10 == 1 & game1 == "SP_10"427.                 local SP10_P_8_GM = r(N)/`total_count'428.                 count if  sp10number == 89 & title == "GM" & sp10 == 1 & game1 == "SP_10"429.                 local SP10_P_9_GM = r(N)/`total_count'430.         .                 *Percentage of Stops by Node 1-10:IM.                 count if title == "IM" & sp10 == 1 & game1 == "SP_10"431.                 local total_count = r(N)432.                 count if  sp10number == 1 & title == "IM" & sp10 == 1 & game1 == "SP_10"433.                 local SP10_P_1_IM = r(N)/`total_count'434.                 count if  sp10number == 12 & title == "IM" & sp10 == 1 & game1 == "SP_10"435.                 local SP10_P_2_IM = r(N)/`total_count'436.                 count if  sp10number == 23 & title == "IM" & sp10 == 1 & game1 == "SP_10"437.                 local SP10_P_3_IM = r(N)/`total_count'438.                 count if  sp10number == 34 & title == "IM" & sp10 == 1 & game1 == "SP_10"439.                 local SP10_P_4_IM = r(N)/`total_count'440.                 count if  sp10number == 45 & title == "IM" & sp10 == 1 & game1 == "SP_10"441.                 local SP10_P_5_IM = r(N)/`total_count'442.                 count if  sp10number == 54 & title == "IM" & sp10 == 1 & game1 == "SP_10"443.                 local SP10_P_6_IM = r(N)/`total_count'444.                 count if  sp10number == 67 & title == "IM" & sp10 == 1 & game1 == "SP_10"445.                 local SP10_P_7_IM = r(N)/`total_count'446.                 count if  sp10number == 78 & title == "IM" & sp10 == 1 & game1 == "SP_10"447.                 local SP10_P_8_IM = r(N)/`total_count'448.                 count if  sp10number == 89 & title == "IM" & sp10 == 1 & game1 == "SP_10"449.                 local SP10_P_9_IM = r(N)/`total_count'450.         .                 *Percentage of Stops by Node 1-10:Master.                 count if title == "Master" & sp10 == 1 & game1 == "SP_10"451.                 local total_count = r(N)452.                 count if  sp10number == 1 & title == "Master" & sp10 == 1 & game1 == "SP_10"453.                 local SP10_P_1_Master = r(N)/`total_count'454.                 count if  sp10number == 12 & title == "Master" & sp10 == 1 & game1 == "SP_10"455.                 local SP10_P_2_Master = r(N)/`total_count'456.                 count if  sp10number == 23 & title == "Master" & sp10 == 1 & game1 == "SP_10"457.                 local SP10_P_3_Master = r(N)/`total_count'458.                 count if  sp10number == 34 & title == "Master" & sp10 == 1 & game1 == "SP_10"459.                 local SP10_P_4_Master = r(N)/`total_count'460.                 count if  sp10number == 45 & title == "Master" & sp10 == 1 & game1 == "SP_10"461.                 local SP10_P_5_Master = r(N)/`total_count'462.                 count if  sp10number == 54 & title == "Master" & sp10 == 1 & game1 == "SP_10"463.                 local SP10_P_6_Master = r(N)/`total_count'464.                 count if  sp10number == 67 & title == "Master" & sp10 == 1 & game1 == "SP_10"465.                 local SP10_P_7_Master = r(N)/`total_count'466.                 count if  sp10number == 78 & title == "Master" & sp10 == 1 & game1 == "SP_10"467.                 local SP10_P_8_Master = r(N)/`total_count'468.                 count if  sp10number == 89 & title == "Master" & sp10 == 1 & game1 == "SP_10"469.                 local SP10_P_9_Master = r(N)/`total_count'470.         .                 *Percentage of Stops by Node 1-10:g2000.                 count if title == ">2000" & sp10 == 1 & game1 == "SP_10"471.                 local total_count = r(N)472.                 count if  sp10number == 1 & title == ">2000" & sp10 == 1 & game1 == "SP_10"473.                 local SP10_P_1_g2000 = r(N)/`total_count'474.                 count if  sp10number == 12 & title == ">2000" & sp10 == 1 & game1 == "SP_10"475.                 local SP10_P_2_g2000 = r(N)/`total_count'476.                 count if  sp10number == 23 & title == ">2000" & sp10 == 1 & game1 == "SP_10"477.                 local SP10_P_3_g2000 = r(N)/`total_count'478.                 count if  sp10number == 34 & title == ">2000" & sp10 == 1 & game1 == "SP_10"479.                 local SP10_P_4_g2000 = r(N)/`total_count'480.                 count if  sp10number == 45 & title == ">2000" & sp10 == 1 & game1 == "SP_10"481.                 local SP10_P_5_g2000 = r(N)/`total_count'482.                 count if  sp10number == 54 & title == ">2000" & sp10 == 1 & game1 == "SP_10"483.                 local SP10_P_6_g2000 = r(N)/`total_count'484.                 count if  sp10number == 67 & title == ">2000" & sp10 == 1 & game1 == "SP_10"485.                 local SP10_P_7_g2000 = r(N)/`total_count'486.                 count if  sp10number == 78 & title == ">2000" & sp10 == 1 & game1 == "SP_10"487.                 local SP10_P_8_g2000 = r(N)/`total_count'488.                 count if  sp10number == 89 & title == ">2000" & sp10 == 1 & game1 == "SP_10"489.                 local SP10_P_9_g2000 = r(N)/`total_count'490.         .                 *Percentage of Stops by Node 1-10:l2000.                 count if title == "<2000" & sp10 == 1 & game1 == "SP_10"491.                 local total_count = r(N)492.                 count if  sp10number == 1 & title == "<2000" & sp10 == 1 & game1 == "SP_10"493.                 local SP10_P_1_l2000 = r(N)/`total_count'494.                 count if  sp10number == 12 & title == "<2000" & sp10 == 1 & game1 == "SP_10"495.                 local SP10_P_2_l2000 = r(N)/`total_count'496.                 count if  sp10number == 23 & title == "<2000" & sp10 == 1 & game1 == "SP_10"497.                 local SP10_P_3_l2000 = r(N)/`total_count'498.                 count if  sp10number == 34 & title == "<2000" & sp10 == 1 & game1 == "SP_10"499.                 local SP10_P_4_l2000 = r(N)/`total_count'500.                 count if  sp10number == 45 & title == "<2000" & sp10 == 1 & game1 == "SP_10"501.                 local SP10_P_5_l2000 = r(N)/`total_count'502.                 count if  sp10number == 54 & title == "<2000" & sp10 == 1 & game1 == "SP_10"503.                 local SP10_P_6_l2000 = r(N)/`total_count' 504.                 count if  sp10number == 67 & title == "<2000" & sp10 == 1 & game1 == "SP_10"505.                 local SP10_P_7_l2000 = r(N)/`total_count'506.                 count if  sp10number == 78 & title == "<2000" & sp10 == 1 & game1 == "SP_10"507.                 local SP10_P_8_l2000 = r(N)/`total_count'508.                 count if  sp10number == 89 & title == "<2000" & sp10 == 1 & game1 == "SP_10"509.                 local SP10_P_9_l2000 = r(N)/`total_count'510.         .                 *Percentage of Stops by Node.                 count if game1 == "SP_10"511.                 local total_count = r(N)512.                 count if sp10number == 1 & game1 == "SP_10"513.                 local SP10_P_1 = round(r(N)/`total_count', .001) 514.                 count if sp10number == 12 & game1 == "SP_10"515.                 local SP10_P_2 = round(r(N)/`total_count', .001)516.                 count if sp10number == 23 & game1 == "SP_10"517.                 local SP10_P_3 = round(r(N)/`total_count', .001)518.                 count if sp10number == 34 & game1 == "SP_10"519.                 local SP10_P_4 = round(r(N)/`total_count', .001)520.                 count if sp10number == 45 & game1 == "SP_10"521.                 local SP10_P_5 = round(r(N)/`total_count', .001)522.                 count if sp10number == 56 & game1 == "SP_10"523.                 local SP10_P_6 = round(r(N)/`total_count', .001)524.                 count if sp10number == 67 & game1 == "SP_10"525.                 local SP10_P_7 = round(r(N)/`total_count', .001)526.                 count if sp10number == 78 & game1 == "SP_10"527.                 local SP10_P_8 = round(r(N)/`total_count', .001)528.                 count if sp10number == 89 & game1 == "SP_10"529.                 local SP10_P_9 = round(r(N)/`total_count', .001)530.                 .         .                                 di ""531.                                 di as green     "                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First> "532.                                 di as green     "                               Number at which Game Solved (1-9)"533.                                 di as green     "                               Percentage of time solved (1-9):All Pairs"534.                                 di as green     "                               Number at which Game Solved (1-10)"535.                                 di as green     "                               Percentage of time solved (1-10) All Pairs"536.         .                 headermaker9_3C537.                 tablemaker9_3C_N        `SP9_N_1'               `SP9_N_2'               `SP9_N_3'               `SP9_N_4'               `SP9_N_5'   >             `SP9_N_6'               `SP9_N_7'               `SP9_N_8'               `SP9_N_9'538.                 tablemaker9_3C_P        `SP9_P_1'               `SP9_P_2'               `SP9_P_3'               `SP9_P_4'               `SP9_P_5'   >             `SP9_P_6'               `SP9_P_7'               `SP9_P_8'               `SP9_P_9'539.                 tablemaker9_3C_N        `SP10_N_1'              `SP10_N_2'              `SP10_N_3'              `SP10_N_4'              `SP10_N_5'  >             `SP10_N_6'              `SP10_N_7'              `SP10_N_8'              `SP10_N_9'540.                 tablemaker9_3C_P        `SP10_P_1'              `SP10_P_2'              `SP10_P_3'              `SP10_P_4'              `SP10_P_5'  >             `SP10_P_6'              `SP10_P_7'              `SP10_P_8'              `SP10_P_9'541.                 .         }       /Users/trevorgallen/Desktop/Chess/Tables/    3    2    0    0    0    0    0    0    0    1    0    0    0    0    0    0    0    0    0    0   10    5    1    0    1    0    0    0    1    2    9    4    0    0    2    1    1    0    0    1    3    3    0    0    0    0    0    0    0    0   50   28    2    0    6    2    2    0    2    8    5    1    0    0    0    0    0    1    2    0    3    1    0    0    0    0    0    0    0    1    9    1    0    0    0    0    0    1    1    6    5    0    0    0    0    0    0    0    0    5    3    0    1    0    0    0    0    0    1    1   50    6    2    0    0    0    4    4    8   26                       Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First                               Number at which Game Solved (1-9)                               Percentage of time solved (1-9):All Pairs                               Number at which Game Solved (1-10)                               Percentage of time solved (1-10) All Pairs------------------------------------------------------------------------------------------------------------------------Node 1   | Node 2   | Node 3   | Node 4   | Node 5   | Node 6   | Node 7   | Node 8   | Node 9------------------------------------------------------------------------------------------------------------------------10       | 20       | 30       | 40       | 50       | 60       | 70       | 80       | 90.5600000000000001|.04|0        | .12      | .04      | .04      | 0        | .04      | .161        | 12       | 23       | 34       | 45       | 56       | 67       | 78       | 89.12      | .04      | 0        | 0        | 0        | .08      | .08      | .16      | .52r; t=0.15 15:22:55.                 cd "$tabledir"/Users/trevorgallen/Desktop/Chess/Tables/r; t=0.00 15:22:55.                 file open table7b using table7b.tex, write replacer; t=0.00 15:22:55.                 file write table7b "\begin{table}[!h]" _nr; t=0.00 15:22:55.                 file write table7b "\begin{tabular}{lrrrrrrrrr} \multicolumn{10}{c}{\textbf{Table 7b: Summary of Race to 100 Results Conditioning on (1> -10) Played First}} \\" _n  r; t=0.00 15:22:55.                 file write table7b "\hline \hline" _n r; t=0.00 15:22:55.                 file write table7b "\textbf{Node at which Game Solved} & \textbf{1} & \textbf{2} & \textbf{3} & \textbf{4} & \textbf{5} & \textbf{6} & > \textbf{7} & \textbf{8} & \textbf{9}\\" _n r; t=0.00 15:22:55.                 file write table7b "\hline" _n r; t=0.00 15:22:55.                 file write table7b "Number at which Game Solved (1-9) & `SP9_N_1' & `SP9_N_2' & `SP9_N_3' & `SP9_N_4' & `SP9_N_5' & `SP9_N_6' & `SP9_N_> 7' & `SP9_N_8' & `SP9_N_9'\\" _n r; t=0.00 15:22:55.                 file write table7b "Percentage of Time Solved (1-9) & `SP9_P_1' & `SP9_P_2' & `SP9_P_3' & `SP9_P_4' & `SP9_P_5' & `SP9_P_6' & `SP9_P_7'>  & `SP9_P_8' & `SP9_P_9'\\" _n r; t=0.00 15:22:55.                 file write table7b "\hline" _nr; t=0.00 15:22:55.                 file write table7b "Number at which Game Solved (1-10) & `SP10_N_1' & `SP10_N_2' & `SP10_N_3' & `SP10_N_4' & `SP10_N_5' & `SP10_N_6' & > `SP10_N_7' & `SP10_N_8' & `SP10_N_9'\\" _n r; t=0.00 15:22:55.                 file write table7b "Percentage of Time Solved (1-10) & `SP10_P_1' & `SP10_P_2' & `SP10_P_3' & `SP10_P_4' & `SP10_P_5' & `SP10_P_6' & `S> P10_P_7' & `SP10_P_8' & `SP10_P_9'\\" _nr; t=0.00 15:22:55.                 file write table7b "\end{tabular}" _n r; t=0.00 15:22:55.                 file write table7b "\end{table}" _nr; t=0.00 15:22:55.                 file close table7b      r; t=0.00 15:22:55.         .         . /****************************************************************************************> * STATISTICAL TESTS: > *****************************************************************************************/. forval x = 1/1{  2.         *We compare GM first rates to all other first rates, comparing their dichotomous.         *success rates (bernoulli std. dv) with a t-test (assuming approximation to the .         *normal)..         .                 foreach x in GM IM M g2000 l2000 {  3.                 local SP10_First_`x'_S_T        =       round(`SP10_First_`x'_T'*`SP10_First_`x'_C_T',1)  4.                 local SP9_First_`x'_S_T         =       round(`SP9_First_`x'_T'*`SP9_First_`x'_C_T',1)  5.                 }  6.                 .                 forvalues x = 1/1 {  7.                 di "Table 5"  8.                 local SP10_First_NonGM_C_T =    `SP10_First_IM_C_T'+    `SP10_First_M_C_T'+     `SP10_First_g2000_C_T'  +       `SP10_First_l2000_C_> T'  9.                 local SP9_First_NonGM_C_T =     `SP9_First_IM_C_T'+     `SP9_First_M_C_T'+      `SP9_First_g2000_C_T'   +       `SP9_First_l2000_C_T> '                    10.         .                 local SP10_First_NonGM_S_T =    `SP10_First_IM_S_T'+    `SP10_First_M_S_T'+     `SP10_First_g2000_S_T'  +       `SP10_First_l2000_S_T' 11.                 local SP9_First_NonGM_S_T =     `SP9_First_IM_S_T'+     `SP9_First_M_S_T'+      `SP9_First_g2000_S_T'   +       `SP9_First_l2000_S_T> ' 12.         .                 local SP10_First_NonGM_T =      `SP10_First_NonGM_S_T'  /       `SP10_First_NonGM_C_T' 13.                 local SP9_First_NonGM_T =       `SP9_First_NonGM_S_T'   /       `SP9_First_NonGM_C_T' 14.         .                 local SP10_First_NonGM_SD_T     = (`SP10_First_NonGM_T' *       (1-`SP10_First_NonGM_T'))^.5 15.                 local SP10_First_GM_SD_T        = (`SP10_First_GM_T'    *       (1-`SP10_First_GM_T'))^.5 16.         .                 local SP9_First_NonGM_SD_T      = (`SP9_First_NonGM_T'  *       (1-`SP9_First_NonGM_T'))^.5 17.                 local SP9_First_GM_SD_T = (`SP9_First_GM_T'     *       (1-`SP9_First_GM_T'))^.5 18.                 } 19.         .                 di in yellow "We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 20.                 di "ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_> SD_T'" 21.                 ttesti `SP10_First_GM_C_T' `SP10_First_GM_T' `SP10_First_GM_SD_T' `SP10_First_NonGM_C_T' `SP10_First_NonGM_T' `SP10_First_NonGM_SD_T> ' 22.         .                 di in yellow "We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)" 23.                 di "ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'" 24.                 ttesti `SP9_First_GM_C_T' `SP9_First_GM_T' `SP9_First_GM_SD_T' `SP9_First_NonGM_C_T' `SP9_First_NonGM_T' `SP9_First_NonGM_SD_T'     >      25.         .         *Now we compare SP9 First vs. SP10 First.                 *Counts and Percentages.                         *SP9.                         *9 First.                         count if ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 26.                         local 9F_N = r(N)/2 27.                         di "`9F_N'" 28.                         *9 Second.                         count if ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9"))  29.                         local 10F_N = r(N)/2     30.         .                         *SP9First, 10 or 20.                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 31.                         local SP9_9F_P_10and20 = r(N)/`SP9_9F_N' 32.                         di `SP9_9F_P_10and20' 33.                 .                         *SP10First, 10 or 20.                         .                         count if  (sp9number == 10 | sp9number == 20) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 34.                         local SP9_10F_P_10and20 = r(N)/`SP9_10F_N' 35.                         di `SP9_10F_P_10and20' 36.         .                         *SP10.                         *SP10First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_10" & game2 == "SP_9") | (game2 == "SP_10" & game3 == "SP_9")) 37.                         local SP10_10F_P_1and12 = r(N)/`10F_N' 38.                         di `SP10_10F_P_1and12'           39. .                         *SP9First, 10 or 20.                         count if  (sp10number == 1 | sp10number == 12) & ((game1 == "SP_9" & game2 == "SP_10") | (game2 == "SP_9" & game3 == "SP_10")) 40.                         local SP10_9F_P_1and12 = r(N)/`9F_N' 41.                         di `SP10_9F_P_1and12' 42.                 *Standard Errors.                         local SP9_9F_10and20SD = (`SP9_9F_P_10and20'*(1-`SP9_9F_P_10and20'))^.5 43.                         local SP9_10F_10and20SD = (`SP9_10F_P_10and20'*(1-`SP9_10F_P_10and20'))^.5 44.                         local SP10_10F_1and20SD = (`SP10_10F_P_1and12'*(1-`SP10_10F_P_1and12'))^.5 45.                         local SP10_9F_1and20SD = (`SP10_9F_P_1and12'*(1-`SP10_9F_P_1and12'))^.5  46. .                 di in yellow "For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second." 47.                 di "    ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD'" 48.                 ttesti `9F_N'   `SP9_9F_P_10and20'      `SP9_9F_10and20SD'      `10F_N' `SP9_10F_P_10and20'     `SP9_10F_10and20SD' 49.                 di in yellow "For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second." 50.                 di "    ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_10F_1and20SD'      `10F_N'        `SP10_10F_P_1and12'     `SP10_9F_1and20SD'" 51.                 ttesti `9F_N'   `SP10_9F_P_1and12'      `SP10_9F_1and20SD'      `10F_N' `SP10_10F_P_1and12'     `SP10_10F_1and20SD' 52. }Table 5We compare the SP10 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 25 .2 .4 168 .0833333333333333 .2763853991962832Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      25          .2         .08          .4    .0348881    .3651119       y |     168    .0833333    .0213236    .2763854    .0412348    .1254319---------+--------------------------------------------------------------------combined |     193    .0984456    .0213514    .2966229    .0563322     .140559---------+--------------------------------------------------------------------    diff |            .1166667    .0631904               -.0079741    .2413074------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.8463Ho: diff = 0                                     degrees of freedom =      191    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9668         Pr(|T| > |t|) = 0.0664          Pr(T > t) = 0.0332We compare the SP9 First Implied Stop Rate of GM (x) vs. First Implied Stop Rate of All Others (y)ttesti 16 .5 .5 142 .3802816901408451 .4854559982989883Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      16          .5        .125          .5    .2335688    .7664312       y |     142    .3802817    .0407386     .485456    .2997443     .460819---------+--------------------------------------------------------------------combined |     158    .3924051    .0387175    .4866709    .3159308    .4688794---------+--------------------------------------------------------------------    diff |            .1197183    .1283927               -.1338942    .3733308------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   0.9324Ho: diff = 0                                     degrees of freedom =      156    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.8237         Pr(|T| > |t|) = 0.3526          Pr(T > t) = 0.1763  10452  102   76.73076923   60.58823529   14.2745098   30.57692308For SP9, we compare percentage solving on 10 & 20 for 1-9 first vs. 1-9 second.    ttesti 52   .7307692307692307      .4435600997950306      51 .5882352941176471     .4921529567847503Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .7307692    .0615107    .4435601    .6072813    .8542572       y |      51    .5882353    .0689152     .492153     .449815    .7266555---------+--------------------------------------------------------------------combined |     103    .6601942    .0464501    .4714167    .5680607    .7523277---------+--------------------------------------------------------------------    diff |            .1425339    .0922798               -.0405243    .3255922------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   1.5446Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9372         Pr(|T| > |t|) = 0.1256          Pr(T > t) = 0.0628For SP10, we compare percentage solving on 1 & 12 for 1-9 first vs. 1-9 second.    ttesti 52   .5769230769230769      .4462669284996488      51        .2745098039215687     .4940474068717357Two-sample t test with equal variances------------------------------------------------------------------------------         |     Obs        Mean    Std. Err.   Std. Dev.   [95% Conf. Interval]---------+--------------------------------------------------------------------       x |      52    .5769231     .068512    .4940474    .4393794    .7144668       y |      51    .2745098    .0624899    .4462669    .1489952    .4000244---------+--------------------------------------------------------------------combined |     103    .4271845     .048547    .4926981    .3308917    .5234772---------+--------------------------------------------------------------------    diff |            .3024133    .0928224                .1182786    .4865479------------------------------------------------------------------------------    diff = mean(x) - mean(y)                                      t =   3.2580Ho: diff = 0                                     degrees of freedom =      101    Ha: diff < 0                 Ha: diff != 0                 Ha: diff > 0 Pr(T < t) = 0.9992         Pr(|T| > |t|) = 0.0015          Pr(T > t) = 0.0008r; t=0.04 15:22:55. .                 save "$datadir/FullChess.dta", replacefile /Users/trevorgallen/Desktop/Chess/Data/FullChess.dta savedr; t=0.00 15:22:55. .                 . end of do-filer; t=2.85 15:22:55. - preserve- sort fide- restorer; t=2.48 15:26:11. use "/Users/trevorgallen/Desktop/Chess/Data/Chess Data.dta"r; t=0.01 15:29:56. - preserver; t=0.35 15:30:10



Tables/table4a.tex
\begin{table}[!h]\begin{tabular}{lcccccccccc} \multicolumn{11}{c}{\textbf{Table 4A: Implied Probabilities (1-9)}} \\\hline \hline\textbf{} & \textbf{First} & \textbf{10} & \textbf{20} & \textbf{30} & \textbf{40} & \textbf{50} & \textbf{60} & \textbf{70} & \textbf{80} & \textbf{90}\\\hlineAll & .392 & .333 & .147 & .061 & .083 & .048 & .026 & .086 & .242 & .737\\ & (158) & (3) & (34) & (49) & (48) & (42) & (38) & (35) & (33) & (19) \\GM & .5 & . & 0 & 0 & .167 & 0 & 0 & 0 & 0 & .5 \\ & (16) & (0) & (4) & (4) & (6) & (5) & (5) & (4) & (5) & (2)\\IM  & .333 & . & 0 & .333 & 0 & 0 & 0 & 0 & .75 & . \\ & (12) & (0) & (4) & (3) & (4) & (4) & (2) & (2) & (4) & (0)\\Master & .422 & . & .4 & 0 & .077 & .083 & 0 & .111 & .222 & 1 \\ & (45) & (0) & (5) & (10) & (13) & (12) & (9) & (9) & (9) & (5)\\$>$ 2000 & .357 & .333 & 0 & .118 & .167 & .091 & .091 & 0 & 0 & .6 \\ & (42) & (3) & (13) & (17) & (12) & (11) & (11) & (8) & (6) & (5)\\$<$ 2000 & .372 & . & .375 & 0 & 0 & 0 & 0 & .167 & .333 & .714 \\ & (43) & (0) & (8) & (15) & (13) & (10) & (11) & (12) & (9) & (7)\\\end{tabular}\end{table}



Tables/table4b.tex
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Table 1: Summary of Participants
Participant Title USCF Rating FIDE Rating LLS: Chess
Grandmasters 2472-2763 2265-2637 26
International Masters 2273-2538 2227-2488 20
FIDE & USCF Masters 2009-2497 2037-2497 61
Other Chess Players > 2000 2000-2610 2026-2531 46
Other Chess Players < 2000 852-2064 1789-2341 53
Students N/A N/A N/A
Total N/A N/A 206


Table 2a: Summary of Participant Titles and Ratings (All)
Participant Title Node 1 Node 2 Node 3 Node 4 Node 5 Node 6
All Chess Players .039 .102 .193 .352 .587 .632


(102) (98) (88) (71) (46) (19)
Grandmasters 0 .111 .067 0 .636 1


(16) (9) (15) (7) (11) (2)
International Masters 0 0 .083 .625 .625 0


(12) (8) (12) (8) (8) (1)
Masters .063 .077 .259 .318 .455 .5


(32) (26) (27) (22) (11) (8)
> 2000 .056 .154 .154 .2 .5 1


(18) (26) (13) (15) (6) (2)
< 2000 .042 .103 .286 .526 .700 .667


(24) (29) (21) (19) (10) (6)


Table 3: Summary of Race to 100 Results
Node at which Game Solved 1 2 3 4 5 6 7 8 9
Number at which Game Solved (1-9) 10 20 30 40 50 60 70 80 90
Percentage of Time Solved (1-9) .573 .087 .029 .039 .019 .01 .029 .078 .136
Number at which Game Solved (1-10) 1 12 23 34 45 56 67 78 89
Percentage of Time Solved (1-10) .126 .087 .019 .01 .01 .029 .049 .214 .447
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Table 4A: Implied Probabilities (1-9)
First 10 20 30 40 50 60 70 80 90


All .392 .333 .147 .061 .083 .048 .026 .086 .242 .737
(158) (3) (34) (49) (48) (42) (38) (35) (33) (19)


GM .5 . 0 0 .167 0 0 0 0 .5
(16) (0) (4) (4) (6) (5) (5) (4) (5) (2)


IM .333 . 0 .333 0 0 0 0 .75 .
(12) (0) (4) (3) (4) (4) (2) (2) (4) (0)


Master .422 . .4 0 .077 .083 0 .111 .222 1
(45) (0) (5) (10) (13) (12) (9) (9) (9) (5)


> 2000 .357 .333 0 .118 .167 .091 .091 0 0 .6
(42) (3) (13) (17) (12) (11) (11) (8) (6) (5)


< 2000 .372 . .375 0 0 0 0 .167 .333 .714
(43) (0) (8) (15) (13) (10) (11) (12) (9) (7)
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Table 4b: Implied Probabilities (1-10)
First 10 20 30 40 50 60 70 80 90


All .098 . .095 .022 .008 .008 .026 .047 .198 .754
(193) (.) (21) (91) (120) (125) (116) (107) (111) (61)


GM .2 . 0 0 0 .071 .077 .1 .286 .75
(25) (.) (2) (5) (16) (14) (13) (10) (14) (4)


IM .105 . .333 0 0 0 .091 .083 .167 1
(19) (.) (3) (9) (11) (10) (11) (12) (12) (5)


Master .107 . 0 .043 0 0 0 .04 .226 .8
(56) (.) (5) (23) (26) (36) (31) (25) (31) (20)


> 2000 .024 . .167 0 0 0 .034 .103 .045 .647
(42) (.) (6) (21) (36) (36) (29) (29) (22) (17)


< 2000 .098 . 0 0 .031 0 0 0 .219 .75
(51) (.) (5) (28) (32) (28) (32) (33) (32) (16)
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Table 6: Centipede Behavior by Induction Ability: Implied Stop Probabilities
Induction Ability N F1 F2 F3 F4 F5 F6


Best 15 0 .2 .125 .25 .667 0
(10) (5) (8) (4) (3) (2)


Second Best 66 0 .106 .375 .412 .5710000000000001 .889
(17) (47) (16) (34) (7) (9)


Second Worst 36 .1 .133 .278 .417 .833 1
(20) (15) (18) (12) (12) (1)


Worst 87 .036 .065 .109 .238 .458 .429
(55) (31) (46) (21) (24) (7)


Table 7a: Summary of Race to 100 Results Conditioning on (1-9) Played First
Node at which Game Solved 1 2 3 4 5 6 7 8 9
Number at which Game Solved (1-9) 10 20 30 40 50 60 70 80 90
Percentage of Time Solved (1-9) .68 .12 .04 .04 0 0 0 .04 .08
Number at which Game Solved (1-10) 1 12 23 34 45 56 67 78 89
Percentage of Time Solved (1-10) .28 .16 .04 0 .04 0 .04 .28 .16


Table 7b: Summary of Race to 100 Results Conditioning on (1-10) Played First
Node at which Game Solved 1 2 3 4 5 6 7 8 9
Number at which Game Solved (1-9) 10 20 30 40 50 60 70 80 90
Percentage of Time Solved (1-9) .560 .04 0 .12 .04 .04 0 .04 .16
Number at which Game Solved (1-10) 1 12 23 34 45 56 67 78 89
Percentage of Time Solved (1-10) .12 .04 0 0 0 .08 .08 .16 .52
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