Playing for Time: The concept of Byo-Yomi

With best play, the endgame of Go tends towards diminishing returns. Thus it would be a shame to lose in sudden death. Fortunately Go has a cool overtime system.   When a player runs out of nominal time, that player goes into byo-yomi. This means that as long as s/he plays fast the game continues. Traditionally a monitor would ensure that every move was made within, say, 12 seconds. The Mass Go Assoc, not having the luxury of sufficient monitors or byo-yomi—capable clocks, simply requires that the player in byo-yomi play 25 stones in 5 minutes. If s/he plays the stones before the flag falls, that player gets another 5 minutes and another 25 stones, and so on. Otherwise the player does lose on time. 
