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Traditional Games Manual

Accordion   Gin Rummy  Piquet   Backgammon

Traditional Games by D. K. Barker-Hahlo

This series of games consists of:

1. ACCORDION (A patience game)

2. GIN RUMMY (A card game for two players)

3. PIQUET (A card game for two players)

4. BACKGAMMON (A board game for two)

In the author’s opinion, these are the four best games of their type to have been devised. Backgammon and Piquet are of immense antiquity. Gin Rummy is a member of the great Rummy family, suitable for players of all ages, and particularly popular in the U.S.A. Accordion is a rarity among patience, or ‘solo’ games, in that it offers plenty of opportunity for choice, skill and concentration; most patiences are just time-wasters. Furthermore, it is a better game on a computer than with cards on a table.

Apart from Accordion (and Reversi or Othello), we would not suggest that any traditional game is better player on a computer than against people. What the author intends by these programs, and the notes which follow, is to introduce the games to families, and individuals, to allow them to achieve a sound level of competence against a reasonably proficient opponent (the computer). When, or if, you can consistently beat these programs, you should be ready to take on most players for modest stakes. But please don’t challenge Omar Sharif at Backgammon at £10 a point. He’ll take you to the cleaners!

So far as Accordion, which is not a competitive game, is concerned, we have something different in mind. Most computer owners would agree that the purpose of the machine is far more extensive than playing, or even learning, games. Many will have started some programming, others propose to do so.

In this program, you are set the puzzle posed by a certain deal of the cards, you do your best to solve it, then the computer goes to work on exactly the same problem. As you become proficient, experimenting with various techniques, you will find that you can fairly easily beat the computer. (We have deliberately not included ‘Hints on Play’ for this game.) Obviously, the program’s technique is not all that good. Our challenge to you, the owner, is to write a routine which is more efficient than the simple one at present used. This will not be an easy task, but if you achieve it, you will be able to congratulate yourself on having translated some quite complicated thought processes into computer code. That is real programming!

This manual contains the following sections:

1. Rules and Hints on Play. Each of the four games is dealt with separately.

2. Operating the Programs. Again, the operation of each program is explained.

It is suggested you study the rules of a game first, as the operating instructions make use of various words and terms introduced in the rules, then turn to the operating instructions for guidance on actually running the programs.

If you are already familiar with one or more of the games, we still recommend you to read the rules provided, as they may well differ slightly from the version you know. A good  example of this is specifically referred to in Backgammon..

Rules and Hints on Play

Accordion

A game of patience, played with one pack of cards.

OBJECT. To finish with one pile of cards, or as few as possible.

RULES. Cards are dealt singly, face up, in one line or more, on the table. They may be moved in one of four ways:-

a. Onto the next preceding card, OR

b. Onto the third preceding card, i.e. jumping two.

IF

c. They are the same suit, OR

d. They are the same value.

Example:-

SK DK D9 H8 C7 DA

1. DK to SK leaving
DK D9 F8 C7 DA

2. DA to D9 leaving
DK DA H8 C7

3. DA to DK leaving
DA H8 C7

Moving a card covers the one underneath, creating a pile, which is then treated as one card. Once a card is covered, it is not seen again.

You may deal out as many cards as you like at a time, moving them as and when you wish, within the rules.

HINTS ON PLAY. Not for this game!

Gin Rummy

This is a card game for two players, one of the great Rummy family. It is not a difficult game to play, so far as the rules are concerned, but to play well takes considerable skill and concentration.

The object, as in all Rummy games, is to build your hand, collecting and discarding as play proceeds, until you are in a position to lay down your hand. The rules of Gin differ in certain respects from other members of the family, so if you are not totally familiar with them, you should study the following carefully:

RULES.

The pack is shuffled, and ten cards are dealt to either hand. The remaining 32 cards form the STOCK, which is kept face down on the table. The top card of the stock is turned up, placed alongside, and starts the DISCARD pile.

THE FIRST TURN. A special sequence of events occurs on the first turn. The dealer deals; if the other player takes up the discard, play proceeds normally. If not, the dealer may pick up the discard if he wishes. If he does, non-dealer must draw the top card of the stock and make his discard (or go out). Dealer now cannot pick up this discard on his turn.

Thereafter, play proceeds by each player in turn either taking up the discard, or drawing from stock, then discarding a card, until one or the other goes out.

The object is to collect matching sets of cards. A SET consists of three or more cards of the same value, OR the same suit and in sequence. A card cannot form part of more than one set. Examples of SETS:-


S8, H8, C8


D6, D7, D8, D9


CA, C2, C3

You cannot ‘go round the corner’, so CK, CA, C2 is not a set. In the case of S6, C6, D6, D7, D8, either the diamonds or the sixes form a set, with two unmatched cards.

A hand is VALUED by the total of the unmatching cards it contains. An Ace counts one, 2 to 10 the face value, Jack, Queen and King count 10 each. In most forms of Rummy, a set may be placed face up on the table at any time, producing certain benefits, and certain disadvantages. In Gin, this does not happen.

KNOCKING. The process of going out is called ‘knocking’. A player may knock when, having made his discard, his value would be 10 or less. He must declare his intention of doing so before discarding; this is done by knocking on the table, laying down the hand, then playing the discard. In laying down the hand, the sets are kept separate from the unmatched cards.

The knocker now declares the value of his hand; then the other player may ‘lay-off’ cards from his hand onto sets on the table. In this way, he may reduce the value of his unmatched cards, and may re-arrange his hand to take the best advantage of this. He may not, though, re-arrange knocker’s hand to suit himself. However, if the knocker had a ‘Gin’ hand, that is, one with no unmatched cards at all, the other hand cannot lay-off.

Play proceeds, with the deal alternating, until one player achieves GAME.

SCORING.

1. Cards. The values of the two hands are subtracted one from the other; whichever had less, scores this figure.

GIN. If the knocker had a ‘Gin’ hand, he receives a bonus of 25.

UNDERCUT. If the other hand has the same value, or less, he scores a bonus of 25. This does not apply in the case of a Gin hand. Non-knocker cannot score the bonus for Gin.

2. BOX. The eventual winner of each hand receives 25 bonus.

3. GAME. Game is reached when either player’s card score, including bonuses for Gin and Undercut, but excluding Box score, reaches 100. That player receives a bonus of 100.

4. WHITEWASH. If a player makes game without the other player having scored at all, this earns a further bonus of 100.

SUMMARY

Value


the difference

Gin


25

OR undercut

25




----

(Total value 

needed for game 100)

Box-per hand won
25

Bonus for game
100

Bonus whitewash
100




----

Note:- It is possible for the apparent winner of a game to have a negative score. If he wins two very large hands for a card score of 100, he will have that 100 + 100 for Game + 50 for Box = 250. The loser may have a card score of 90 + 7 hands @ 25 for Box = 265!

HINTS ON PLAY

It is important to remember what is in the discard pile, and to try and build up a picture of what is in your opponent’s hand.

It is seldom profitable to pick up a discard which does not complete, or add to, a set in your hand.

Don’t hang on for too long to a sequence with a ‘hole’, e.g. ST, SQ, in the hope of drawing the SJ.

A sequence has more ‘growth potential’ than a value set, in that you can continue to add to it at either end, even after a fourth card. This applies rather less to one starting with a King or an Ace. Conversely, your opponent may be able to lay-off more onto a sequence.

You can often persuade your opponent to give you a valuable card by ‘advertising’. Say you hold two 8’s and an unrelated 7. Discard the 7 and hope he will think the 8 of that suit is safe.

Toward the end of a hand, you can sometimes achieve a coup by careful discarding. Suppose your unmatched cards are the Diamond J and T, and a space Ace. You strongly suspect your opponent has the Diamond 9 and 8, and is close to knocking. If you discard the Jack, he will not be able to pick it up, but may even so knock on his turn, discarding the 9. But if you throw the Ten, he will pick it up, and knock. Now you can lay-off the Jack, and probably undercut him!

By the same token, it may sometimes be sound to discard the top card of a sequence of 4 or mote, when knocking, to prevent the other hand laying-off into the sequence.

Most good players knock as soon as possible, rather than ‘lie doggo’, hoping for an undercut. However, if the chances of picking up a card which would give you a Gin hand are good, this may be worthwhile.

Piquet

Pronounced by the English ‘Pickette’, this is one of the oldest card games for two in the repertoire; its origins are French, and references to it are to be found in Shakespeare. Traditionally, a number of French words and phrases are used in describing and playing it, but these are readily understood – please don’t let them put you off an excellent game of skill.

The object is twofold, to build a hand with certain characteristics, and then to win tricks.

RULES.

The pack is shortened to 32 cards, by removing the twos to the sixes. The Ace counts high.

The cards are cut, and the winner deals 12 cards to each player, leaving 8 cards in the stock. The cut is important; you would rather like your opponent to deal the last hand.

Non-dealer is known as ELDER, dealer as YOUNGER. The deal alternates between the players for 6 hands.

BUILDING AND SCORING THE HAND

Points are awarded for three aspects of a hand:-

POINT. Whichever hand has the longest suit. In the case of equality of length, the values of the cards in the Point are considered. The Ace counts 11, Court cards 10, the rest face value.

SEQUENCE. The longest run of touching cards in a suit. In the event of equality, the high card of the Sequence decides. If still equal, neither hand scores, but otherwise the winner of the Sequence scores for all the Sequences he holds. He also earns a bonus of 10 for any Sequence of 5 or more.

Traditionally, the names of the Sequences are:

3 – Tierce

4 – Quart

5 – Quint

6 – Sixieme

7 – Septieme

8 – Huitieme

SET. Sets of value, from the 10 upwards, consisting of three or four. 4 Aces beats 4 Kinds, 4 Tens beats 3 Aces etc. The winner scores for all Sets in the hand. A winning Set of four, known as a Quatorze, earns a bonus of 10. A Set of three is known as a Trey.

Examples:-
S. K, Q, J, T, 9

S. A,7



H. K, 8



H. A, Q, J, 9, 7



D. K



D. A, Q, J



C. K, Q, J, T


C. A, 9



The hand on the left

right

A Point of 5 making 49

5

A Quint and a Quart


19

A Quatorze (Aces)


14

THE PROCEDURE

Elder hand has the right to draw up to 5 cards from the 8 in stock. Younger may then draw up to the number left. Each hand in turn completes discarding before picking up. The discards are kept by the player, and may be referred to at any time.

Elder first declares his Point. Younger will respond in one of three ways. If his point is shorted, he says ‘Good’, if it is longer he says ‘Not good’. If equal he says ‘Making?’ in which case Elder declares the count, which may be ‘Good’, ‘Not good’ or ‘The same’.

Next, Elder declares his best Sequence, which is treated in the same way, though equality being challenged with ‘To the?’. If Elder wins the Sequence, he declares any others which are to score. If Elder’s score is 30 or more, he receives a bonus of 60 for REPIQUE.

Next, Younger announces any scores that he may claim, and what they are for. Should he have 30 or more, and Elder not have scored at all, he earns the bonus for Repique.

THE PLAY. One point is always scored for leading to a trick; another may be scored for winning the trick against the lead, in which case the lead changes hands. There is also one point for winning the last trick. There is a bonus of 10 for the hand winning a majority of the tricks. Should a hand win all the tricks, there is a bonus of 30. If, during play, Elder can raise his score to 30 without Younger having yet scored, either for the hand or the play, Elder receives a bonus of 30 for PIQUE.

Once the hands have been scored, Elder lays down a card as his lead to the first trick, and scores a point for the lead, adding it to his own score. It will be seen that younger can never score Pique, as Elder always scores a point for his first lead. The 12 tricks are now played off, with points being scored, and the lead depending on who won the latest trick, as described above.

The PARTIE. A Partie, or game, consists of six hands, with the deal alternating. The winner of a Partie scores a bonus of 100, and normally wins the difference between the two scores. If, however, the other player’s score fails to reach 100, he has failed to pass the RUBICON, and his score is not subtracted from the winner’s, but added to it.

SUMMARY

HAND.





EQUALITY.
BONUS

Point.

Longest suit.



Point count.

Sequence.
Run of cards in a suit.


Top card.
10 for 5 or more.



(Winner scores for all Sequences.)

Set.

Aces to 10’s





10 for Quatorze.



(Winner scores for all Sets.)

Repique.
Score of 30 or more, the other hand



not having scored.




60.

PLAY.

Lead

1 point






Against lead
1 point






Majority





10

All the tricks





30

Pique

Score reaching 30 during play
30

Partie

6 hands





100

Rubicon
Failing to make 100. Score added to winner’s

HINTS ON PLAY

Your tactics should be quite different, depending on whether you are Elder or Younger. Elder is the attacker. He may, and should, take risks that Younger cannot afford.

ELDER. You should normally aim to pick up your full quota of five cards from stock. This not only gives you a better chance of finding a valuable card, it might also deny a potentially good card to Younger.

If you hold either the Jack or Ten of each suit, Younger cannot hold a Quint. You could therefore safely discard a 7 from a low Sixieme, increasing your chance of drawing a high card in the suit, or something else useful.

You will often discard a King, or even an Ace, if you hand shows promise elsewhere. Bear in mind not only your hand score, but also the trick taking potential of your hand.

If in doubt what to discard, keep your longest point intact; it probably has the greatest potential for improvement.

YOUNGER. You are on the defensive. Your aim should be to prevent Elder taking charge, either in the hand or the play. Whereas Elder may be quite content to have ‘no guard’ in one or more suits, so long as he has quick tricks in anther, your aim, other things being equal, should be to build a balanced hand. A singleton 7 may look useless, but if you are lucky enough to draw the King you will stop the suit, so long as you kept the 7.

Bear in mind that if you can score at all in the hand, Elder will not make Pique on the play. So concentrate on whichever single aspect – Point, Sequence or Set – shows the best chances of winning.

EITHER HAND. As the Partie progresses, the Rubicon is a very important aspect of the game. In the later hands your tactics may depend on whether either has crossed it or not. If you have and your opponent has not, aim to keep the scoring low and deny him every point for lead you can. On the last hand, if you have yet to cross it, you must assess the hands very carefully. If you can see your way to getting over, well and good; if not, aim to win exactly six tricks by straight leads. Any more or less means points to your opponent unnecessarily.

Backgammon

This is an ancient game for two, thought to have originated in the Near East. It is played on a board, with each player’s pieces starting a set position. The pieces are moved according to the throw of a pair of dice, and the object is to remove your pieces first. The game bears some resemblance to LUDO, but give far more score for skill. It has received a great shot in the arm by the comparatively recent introduction of the Doubling Dice. This device enables a really good player consistently to beat a weaker, or wilder, opponent.

EQUIPMENT.

THE BOARD. For a clear idea of the layout of the board, and the way the pieces are set out at the start, it is suggested you start the program and read the following in conjunction with the computer screen. Unless you already know the rules, don’t actually try and play yet.

The board is divided into two halves, the INNER and the OUTER, by a vertical line or hinge, known as the BAR. Each half is divided into two, making four sections, and each of these consists of 6 POINTS – i.e. 24 Points in all. You have one Inner and Outer, your opponent the other. These is no physical different between the four sections, and your Inner may be either on the left or the right of the board as you face it. When playing the computer, your Inner is the bottom left section, the computer’s the top left. If you put yourself into the computer’s place, you would find that your Inner would be on your right.

Note:- When playing on a real board, it is a good plan to get yourself used to either side of the board; they look quite different, though of course they are not.

THE PIECES. (Sometimes referred to as Stones.) Each player has 15 pieces, which start the game in the layout shown on the screen. You have 5 in your Inner on Point 6, 3 in your Outer on Point 8, 5 in the computer’s Outer on Point 13, and 2 in his Inner on Point 24. His pieces exactly mirror yours.

THE DICE. A pair of dice is used to decide the move of the pieces. In a good Backgammon set, each player has his own pair, and a cup to shake them in. A further single dice, numbered 2, 4, 8, 32 and 64, is used to display the current stake for the game.

RULES.

The object of the game is to work all your pieces into your Inner, and then to remove them from the board, before your opponent can do so.

STARTING. Each player throws one dice. If the result is a double, the stakes for the game are doubled, and the dice thrown again, until the dice are different. The winner starts, and has the choice of using the dice as thrown, or throwing again.

DIRECTION OF PLAY. Your pieces move from your opponent’s Inner, via his Outer, then your Outer, into your Inner. His pieces, so far as he is concerned, are going the same, which means that his pieces and yours are going in opposite directions. You may find it strange that you already have some pieces already ‘home’, but there is no mistake!

MOVING. The dice are thrown, and will display two separate figures. Subject to certain limitations, any piece may be moved forward the number of Points given by one dice, then the same or another piece moved the number given by the other dice. If the throw was a ‘double’ i.e. both the same, you have not two moves to make, but four.

MAKING A POINT. Any Point which is occupied by two or more of a player’s piece is MADE by that player. His opponent may not move a piece onto such a Point.

HITTING. Conversely, if a Point is occupied by a single piece, the piece is known as a BLOT, and may be HIT by the opponent by his moving a piece onto the Point. If this happens, the Blot goes to the BAR.

Note: There are two different versions of the rule concerning hitting. One states that a piece which has just hit a blot may not move on the same turn, using the other dice, or if it does, the hit shall not have been successful. The other version makes no such stipulation. While the Author is of the opinion that the first rule probably makes a better game, the latter is rather more common, and is the one adopted by the program.

RE-ENTERING. If you have a piece on the Bar, you must get in back into play by re-entering via your opponent’s Inner, before you may move any other piece. For this purpose, imagine in the situation on the screen, that the computer had a piece on the Bar. If he throws a double 6, you have the 6 point MADE, and he would not be able to enter, nor move any other piece. If he throws a 1, he can enter onto the 1 Point and then proceed normally. Your re-entry is mirrored-a 1 thrown lets you onto the 24 Point, a 2 onto the 23 point and so on.

THE OBLIGATION TO MOVE. You MUST use the dice thrown if at all possible, even if the move is most unattractive.

BEARING OFF. Once all your pieces have been moved into your Inner, you may start to BEAR OFF, or remove them. A 1 thrown allows you to remove a piece from the 1 Point and so on up to the 6 Point. You don’t have to bear a piece off, so long as there is another legal move. If you throw a dice larger than the highest Point you occupy, you must bear off a piece from your highest Point; e.g. you have pieces on all the Points from 1 to 4, and you throw a 5, so you must remove a piece from the 4 Point. If, having started to bear off, you lose a piece to the Bar, which can happen, then you must bring it back into your Inner before resuming bearing off. Once one player has born off all his pieces, the game ends.

GAMMON AND BACKGAMMON. If, at the finish of play, the loser has failed to bear off any piece, the stake is doubled, for GAMMON. Should he not only have failed to bear off a piece, but also have one or more pieces remaining in the winner’s Inner, or on the Bar, the stakes are tripled, for BACKGAMMON.
THE DOUBLING DICE. At the start of the game, the Doubling Dice belongs to neither player. If the stakes are still single, it will not be present on the table; if there was a double thrown at the start, it will be on the table, revealing the current stake. If either player wishes, he may, at his turn and before throwing the dice, suggest to his opponent that the stakes for the game be doubled. The other player may refuse the offer, in which case he loses without further ado, or he may accept the double. In this case, the stakes are obviously doubled, but also the ownership of the Doubling Dice passes to the player accepting. He may now, if and when he sees fit, offer to double again, when the same principle applies.

HINTS ON PLAY

There are a number of excellent books –written by professional Backgammon players, about the game, and these Notes do not attempt to emulate them. What we hope to achieve is to open up some of the possibilities of the game, make some suggestions, so that you can try things out on the computer.

GOOD POINTS TO MAKE. Your 5 and 7 (known as the Bar Point), the same Points on opponent’s side. Don’t relinquish the 13 Point too soon, nor your 6 Point until absolutely forced.

TO HIT OR NOT TO HIT. If you are behind, hit. If level, Hit if it puts a piece where you want it. If in front, avoid hitting unless you have a stronger Inner, i.e. more Points made in it than he has. Whatever the situation, if you are going to have to leave vulnerable blots in any case, then hit.

THE THREE GAMES

1. RUNNING. The simplest, usually the quickest, and the least fun. Get them into your Inner as soon as possible, don’t waste time with fancy stuff around your Bar Point. Hit him if he gets in your way, but not otherwise. Start bearing off as soon as you can. Adopt it after some big throws early on.

2. BLOCKING. Probably the most rewarding on average. The aim is to build a block of six consecutive Points made around your Bar Point, with one of his pieces trapped behind it. Then roll the block forward. So long as you can maintain it, and he hasn’t got you in the same position on the other side of the board, you are bomb-proof.

3. THE BACK GAME. Definitely not for backward players. This is the way to turn an apparently lost game into a possible win. The aim is to make Points in HIS Inner, leaving pieces behind, and blots scattered temptingly about in the Outers, to this purpose. He, hopefully, will be forced into a ‘log jam’ around his Bar Point, and will eventually have to leave blots in his Inner. Now you can turn the tables, reinforce your own block, and win a game that surely must have been doubled at least once. You will seldom win a Gammon with the Back game, but it is often the only way to avoid one against you. The precise timing of the swing from Back to Blocking is critical.

THE ODDS ABOUT HITTING A POINT, OR BEING HIT

There are 36 possible throws of a pair of dice. The chances of any single dice, or combination, achieving a certain quantity are set out below, expressed as a fraction of 36:-

	Dist. Odds
	
	Dist. Odds
	
	Dist. Odds
	
	Dist. Odds

	1 – 12
	
	7 – 6
	
	13 – –
	
	19 – –

	2 – 13
	
	8 – 6
	
	14 – –
	
	20 – 1

	3 – 15
	
	9 – 5
	
	15 – 1
	
	21 – –

	4 – 15
	
	10 – 3
	
	16 – 1
	
	22 – –

	5 – 16
	
	11 – 2
	
	17 – –
	
	23 – –

	6 – 17
	
	12 – 3
	
	18 – 1
	
	24 – 1


So the chance of you hitting a blot with a certain piece varies from 2 to 1 against if it is next to your piece, to little worse than Evens if it is 6 Points away. Then it drops suddenly and continues to drop the further away it is. If you must avoid being hit, therefore, keeps as far away from the threat as you can. If you have to move to less than 7 Points away, then get as close as possible.

OPENING MOVES. This question is of much less important than what you do with the pieces subsequently, but for what it is worth, here are the recommended moves:-

Double 1
Make 5 & 7

Double 2
Make 4, move 8 to 4

Double 3
Make 5 & 3

Double 4
Make 5 from 12

Double 5
Make 6 from 13

Double 6
Make 18 & 7

Recommended moves, continued:

6 & 1 

Make 7

6 & 2

Move 24 to 18 & 13 to 11 (blocking)





or 18 to 16 (running)

6 & 3

Move 24 to 15

6 & 4

Move 24 to 14

6 & 5

Move 24 to 13

5 & 1

Move 24 to 18

5 & 2

Move 13 to 8 and 13 to 11 (blocking)




  
 or 24 to 22 (running)

5 & 3

Make 3

5 & 4

Move 13 to 8 and 13 to 9

4 & 1

Move 13 to 9 and 6 to 5!! Try it

4 & 2

Make 4

4 & 3

Move 13 to 9 and 13 to10 (blocking)

3 & 1

Make 5

3 & 2

Move 13 to 10 and 13 to 11 (blocking)

2 & 1

Move 13 to 11 and 24 to 23 (blocking)

DOUBLING. Doubles come in two flavours:-

1. Those you expect to be accepted. Made in the early or idle stages of a game. Generally, if you judge that you are ahead, or have the stronger position, you should Double. But if you are so far ahead that a Gammon is well on the cards, to do so will result in his refusing. In other words, you have left it too late.

2. Protective Doubles, which may well not be accepted, made in the closing stages. The situation is that you should win, barring accidents-one or two bad throws by you and very good throws by him. If he accepts, well and good, if he doesn’t you have protected against the accidents.

ACCEPTING A DOUBLE. The mathematics are that you should accept if the odds about your winning are no worse than 1 in 4, which may sound surprising. The reason is this: in four games, you will lose three, for 6 points, and win one for 2 points, making a net loss of 4. If you refuse, you will lose 4 points anyway. Furthermore, accepting the offer brings with it the ownership of the Doubling Dice. Now, should the game swing to your advantage, you have the power to increase the stakes again, or to make a Protective Double in the closing stages.

CONCLUSION

There is no doubt that the game is mathematical; your choice of move and whether to accept or offer a double, must be based on an accurate assessment of the odds relevant to the situation. But there is more to winning at Backgammon than this. There is Psychology. How much ‘bottle’ has this particular opponent got? Can you rattle him? Can you even ‘con’ him into misjudgement of the situation?

Most players, even very good ones, have areas of the game at which they are strong, and others where they are more vulnerable. This applies to your own game as well as to your opponent’s. You must try and organise things so that you are more likely to be fighting on your ground, where you are at your strongest, than on his. This, of course, implies the preparedness to invest funds in discovering where his weak points in fact lie.

All this may be greeted with some incredulity by those who believe that a game controlled by a pair of dice, can involve no more than sheer luck. This is just not so. A comfortable, perfectly legal, and above all tax-free living is being made at Backgammon with dice, and Poke and Bridge with cards, by people who are simply better at it than those against whom they play!

Operating the Programs

It is assumed that you are familiar with the BBC Computer, how to load programs from tape, and so on. If not, please study the User’s Manual before going any further.

To start each program, place the appropriate tape in the cassette record, type CHAIN”2 and press RETURN. For BBC owners with disc drives, type PAGE=&E00 and press RETURN, *TAPE and press RETURN, CHAIN”” and press RETURN.

Accordion

In this game, you refer to a card by its suit and value. The left-hand function keys are programmed for Spades, Hearts, Diamonds and Clubs respectively. To select a card to move, or that which it is to cover, press the appropriate function key, then the key for the value, e.g. for the Spade 5, press function key 0 followed by the figure 5, for the Diamond Ten, function key 2, then T.

First, you have the choice of playing the cards one at a time, or having the whole pack laid out on the screen. Beginners are advised to play one at a time, until quite familiar with the look and feel of the game. Each line of cards starts on the left, so you have to be careful when visualising a move from one line to the one above.

During play, two questions are repeatedly asked:-

1. ‘Card to move?’ Either select a cad, as above, or press N for ‘No move’. N causes a new card to be dealt, if there is one left in the pack. If the pack is exhausted, your turn finishes.

2. ‘Destination?’ You may press N here to cancel a card wrongly selected in response to the first question.

At the end of your turn, the computer tries its hand at the same deal, the two scores are compared, and you are invited to play again.

Gin Rummy and Piquet

These have very similar operating conventions and screen layouts.

At the top of the screen, you will see the backs of the computer’s hand, and near the bottom, your hand. Below this is a series of figures and characters, which will be used by you to refer to a card when playing, discarding or moving it about in your hand.

The middle of the screen is used for displaying the play of the cards, and the scores. Various messages, all self-explanatory providing you have read the rules, appear at the bottom of the screen. Apart from referring to a card, as above, all questions are answered by pressing N for ‘No’ or Return for ‘Yes’. This is quicker than finding the Y key.

Gin Rummy

The top left corner shows whose turn it is. The stock and discard pile are shown in the middle, with the quantity remaining in the stock to its left.

At the end of the hand, the computer declares its score, and you are asked to enter your net score and then the computer’s. Unfortunately there isn’t room in memory for it to work out the best possible combination of sets and lay-offs. You could, of course cheat at this stage, but what would be the point? Don’t include bonuses for Gin, Undercut, etc; these the computer does know about.

Between hands, the middle of the screen will show the current score. The computer continues to deal, with the deal in fact alternating, until Game is reached. To play again, just type RUN and press RETURN.

Piquet

The top left corner shows whose Elder it is, the top right corner the hand number in the Partie. To the right of your hand is a box for your discards, which you may study at any time. When you have completed your discarding, your remaining cards are moved up to the left, and the new ones come in on the right. You may thus easily see what you have drawn, before the computer sorts your hand again.

Point, Sequences and Sets are now displayed in the middle, with ‘making’ etc. if necessary, and the scores to the right. To do this, the computer has had a look into your hand. We promise that it thereupon forgets what it has seen!

During the play, the computer’s card appears on the left and yours on the right, with the running score for the hand alongside each. The computer knows all about Pique, Lead and so on. Between hands, you are shown the running total for the Partie, and at the end, the final result. To play again, type RUN and press RETURN.

Backgammon

At the top of the screen, you will see a reminder of the symbols used by the computer to display the pieces – yours ‘O’, its ‘X’. The points are numbered from 1 to 24. The bar is 25, though this is not displayed. A piece sent to the bar will appear on the white vertical line in the middle of the board. The areas on either side of the bar, between points, are used for various messages; on the left, the current stake for the game, on the right the dice thrown. Other messages appear at the bottom of the screen.

You are playing clockwise, so your inner is bottom left, the computer’s top left.

First of all, the computer sorts out the opening stake and who is to start, according to the rules. If it is your start, you are asked if you want the dice thrown. Press Y or N.

From then on, the questions are quire self-explanatory. Any attempt at an illegal move is rejected with a beep and a message. The same beep is used to signal a piece being hit.

The ownership of the doubling-dice is not explicitly displayed, but at each time, if you are in possession, you are invited to double.

At the end of a game, the result is displayed with the running total so far, and you are invited to play again.

