Clocks: Do We Need A New Rule?

It has long been recognized that tournament directors should have the discretion to impose a clock on a match that is unduly delaying their tournament and Rule 2.4 of the U.S. Backgammon Tournament Rules & Procedures backs them up by explicitly giving them this right.  There also seems to be a consensus that if both opponents in a match wish by mutual agreement to clock their match, they should be allowed to do so, subject of course to clock availability.  The controversy over clocks comes in those cases where one participant in a match wishes to have the match clocked and his/her opponent would prefer not to have it clocked.  Whose preference should prevail in these situations?
The tendency over the past year in some clubs and tournaments has been to adopt so-called “Clock Preference Rules” which settle this issue in favor of the player who prefers to have the match clocked.  Where these rules are in effect, the player who wishes to play without the clock will have a clock forcibly imposed on the match by his/her opponent’s preference for one.  A discussion is now underway over whether such a rule should be added to the U.S. Backgammon Tournament Rules.
My own stance is that no new rule is needed, that we already have a rule which governs “Preferences” in the event of a disagreement over them by match opponents: Rule 3.2.  Clock preferences for a match should be subsumed under this Rule and, in the event of player disagreement over whether their match should be clocked, the issue should be settled as disagreements over other preferences are settled: by rolls of the dice.
Solid technical reasons support any single-player preference for things like precision dice and lipped dice cups in a match, and Rule 3.1 wisely favors the preference of the player who wants them to be used in a match, over any possible objections by his/her opponent.  But Rule 3.2 concerns what I call “Aesthetic Preferences,” preferences that depend more on a player’s feelings and are mere matters of taste.  To some players, it just feels better to them to be playing a match on their own board, or have their home board to their right.  And some other players may prefer the white checkers over those of any other color and wish to play only with them as their playing pieces.  About such matters of taste there is no right or wrong and no technical argument can be presented favoring one choice over another.  Rule 3.2 recognizes the existence of these preferences and provides a means of settling disagreements over them.
But, is preference for pace of play (what clocks in a match govern) anything more than an Aesthetic Preference like those listed above?  To some players, it just feels better to be playing a match at a faster pace and to have their opponent be doing so as well, while other players enjoy the game better if they can take more time pondering their moves and do not feel rushed as they are playing a match.  The consensus though seems to be to treat this Aesthetic Preference like no other in backgammon and automatically decide in favor of the player who prefers a faster pace of play.  But why should one player’s subjective feelings automatically be given first preference?  Having a Clock Preference Rule that does this makes as much sense to me as having a board choice rule that would always favor the player whose set has a felt surface.
Aren’t you forgetting one important thing, Vic?  Choices like the board, direction of play and checker color do not affect the overall flow of the tournament, pace of play of individual matches does.  Readers who think this are reminded again that there is already a rule governing slow play which may be implemented by a tournament director if the whole tournament is affected by the slow pace of an individual match.
Players who lose a dice roll for choice of board, can still feel like they have been treated fairly because their own side was given an equal chance of prevailing---their own interests were taken into account in the disagreement.  Not so for a player who is forced into a clocked match by a Clock Preference Rule.  And tournament players are like retail store customers, most never complain if they have a bad experience---they merely vote with their feet.  If a player has a negative experience from being forced into a clock situation, a director may never know that that is why he/she stopped attending.
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