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The History of Backgammon

Though little is known about the ancient history of Backgammon, we do know that the basic
concepts of the game are at least 5000 years old, making it one of the oldest games known to
man. Some of the earliest references are in papyrii from Ancient Egypt. In AD 395 the Roman
aristocrat and poet Sidonius Appolinaris expressed admiration for the worldliness of a Visigoth
king who could play Backgammon. In Gibbon's Decline and Fall of the Roman Empire we find
the following reference:

"Another method of introduction into the houses and society of the great, is derived from the
profession of gaming, or, as it is more politely styled, of play. The confederates are united by a
strict and indissoluble bond of friendship, or rather of conspiracy; a superior degree of skill in the
tesserarian art (which may be intepreted the game of dice and tables) is a sure road to wealth and
reputation. This game, which might be translated by the more familiar names of trictrac, or
Backgammon, was a favorite amusement of the gravest Romans; and old Mucius Scaevola, the
lawyer, had the reputation of a very skilful player ..."

The present form of the game probably evolved in the tenth century, when it was popular among
the courts and noble houses of Europe as the continent emerged from the Dark Ages.

In 1743 Edmund Hoyle, famous chronicler of games and gaming strategies, set down the rules
and strategy of the game as we know it today. Since that time the only recorded change has been
the addition of the doubling cube, which raised the stakes for the Counts and Barons as they
wagered their lands and livestock at the board.

We can only conjecture at the reasons for the long-lived popularity of the game of Backgammon.
It is a game of continual intrigue and challenge. Even when victory seems assured the tides of
fortune can change, the formerly friendly dice may turn cold, and the seemingly defeated rise to
victory. It has been said that it is the work of mere minutes to learn the rules of the game, but the
work of a lifetime to master its many strategies. We wish you good fortune in your quest!






The Rules of Backgammon

If you have never played backgammon before this section will familiarize you with the rules of
the game. Backgammon's rules are simple and efficient, having evolved over more than 5000
years. It's strategy, however, is very difficult to master, and provides a significant challenge for
humans and, to a very much greater degree, computers.
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Overview

Backgammon is a game of chance, and also a game of skill and strategy. The nod to fortune
comes in the form of the ever-fickle die, while the strategy is required in the careful placing of
your "stones", or gamepieces.

The game begins with two players facing each other across a board, usually enclosed within a
wooden case that can be folded away when not in use. When opened the spine of the case forms
a barrier down the center of the board, dividing it into two halves. This is known as the Bar.

The two halves of the board, to the left and right of each player, are further divided into near and
far halves crosswise. Thus the board can be thought of as being formed of four quadrants, called
"tables". Each player has two tables on his or her side of the board. The table on the right is
known as the Inner Table, while the table on the left is known as the Outer Table. Each of the
four tables contains six triangles, called "points", on which stones are placed during play. The
configuration of a Backgammon board is shown below.
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Each player has a "cradle" adjoining his or her Inner Table, where pieces are placed as they are
moved off the board. In addition there is a die cup where the die are placed when they are not in
use.

The game begins by arranging the stones of each player in an ancient pattern on the surface of
the board. There are fifteen stones per player, with each player choosing to play either the light
or the dark stones. The stones are arranged as in the following diagram.



Player 2 - Dark

Player 1 - Light




The Object of the Game

After rolling for first turn, each player moves his or her stones in alternating turns according to

the throw of two dice. The goal is to be first to return all of the stones to the player's cradle.The
players move in opposite directions around the board, as shown in the diagram below. Note that
the alternate coloring of the points has no effect on movement, rather the coloring simply helps

to make counting of moves easier.
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The movement of a player's stones can be obstructed by another player's blocked points, and the
player can also be hindered from moving his or her stones around the board by having one or
more stones hit, and placed on the bar.

When all stones have been moved into the player's Inner Table he or she can begin bearing off by
moving stones into the cradle. When one player or the other moves the last stone into the cradle
that player wins the game.



Rolling for First Turn

The laws and tradition of Backgammon require that the players roll a single die to determine who
will take the first turn. If both players roll the same number they must roll again until one or the
other rolls a higher number. At this point the player with the higher roll picks up the die and takes
the opening turn.

For information on rolling for first turn in MVP Backgammon see Playing MVP Backgammon.



Moving the Stones

At each turn a player moves stones around the board according to the numbers on the die. Stones
can be moved counter-clockwise around the board from the opponent's Inner Table to the player's
cradle. The number of each die is considered individually, with each number being used up by
moving one or more stones a corresponding number of points. A player may not place a stone on
a point which is blocked by the opponent. If the full roll of both die is taken with one stone there
must be a path to the destination point which is not blocked. The diagram below illustrates legal
single and double moves.
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If doubles are rolled (both die show the same number), then the player may move the number of
one die four times. The other rules of movement as described in the previous paragraph apply.

If a player moves a stone onto a point on which the opponent has but one stone, the opponent's
stone is hit, and placed on the Bar. A player with a stone on the Bar must roll off the bar before
any other stone on the board may be moved. If, due to blocked points or a piece remaining on the
bar, a player cannot use an entire roll, as much of the roll as possible must be used before play
passes to the opponent. If a player cannot move at all then play passes to the opponent
immediately.

When all of a player's stones have been moved into the player's Inner Table the player must
begin bearing off into the cradle.



Blocked Points

When a player places at least two stones on a point, the point is said to have been "made", and is
blocked to the other player's stones. A player may not move a stone to a point blocked by the
opponent, but may jump over the point to make a move. Blocked points may have serious
consequences for player's who have stones on the bar.




Open Stones

When a player has a single stone on a point, that stone is open, and the point is called a "Blot". If
the opponent moves to the blot the player's stone is "hit", and placed on the bar. The player must
then roll off the bar before moving any other piece on the board. Judicious hitting of an
opponent's men can be of serious benefit in a game, since the opponent's stone will be in the
player's Inner Table, as far from the cradle as possible, after rolling off, but care must be taken
not to leave friendly pieces vulnerable.




Rolling off the Bar

A player with one or more stones on the bar must roll off before moving any of the other stones
on the board. To roll off a player must enter into the opponent's Inner Table on an exact roll. All
other rules of movement apply. A player may greatly hinder an opponent by blocking as many
points in his or her Inner Table as possible. Each point blocked in the Inner Table restricts the
possibilities for the opponent to roll off and reenter the board. The diagram below illustrates a
legal roll off the bar.

Legal Move Off of the Barfora Roll of 3, 5
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An Inner Table with all six points blocked is called a "closed board", and can be devastating to
the opponent's game, since he or she will not be able to move until the player decides to uncover
one or more points. In this case the opponent can only pass the turn until an opportunity to roll
off presents itself. The player must take care when uncovering a closed board with the opponent
on the bar, since the restrictions on bearing off into the cradle may force a stone to be left open,
giving the opponent an opportunity to retake the game.




Bearing Off

When a player has moved all 15 of his or her stones into the [nner Table then the stones must be
removed into the cradle by roll of the die. The rules for moving stones when Bearing Off are the
same as those for moving on the board, with some added restrictions. Stones may be either
removed into the cradle according to the numbers on the dice, or moved within the Inner Table.
The player must take the entire roll, if possible, and must move the stone on the highest point if
the number on the die is higher than the most distant point on which the player has stones
remaining. The diagrams below show several legal moves when Bearing Off.

Possible Moves Bearing Off with a Roll of 4, 2
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In A the player has stones on points 2 and 4 (relative to the cradle), and can remove one stone for
each roll of the die. This is the best possible outcome, except for doubles, when a maximum of
four stones can be removed. Removing as many stones as possible is important, especially if the
opponent is bearing off at the same time.

In B the worst possible outcome is realized. The player has stones on the 5 and 3 points, and so
cannot remove any stones on a 4, 2 roll. In this case the best that can be achieved is to move two
men closer to the cradle.
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In C the player can remove one stone by taking the four roll, followed by the two roll. If a
combination of moves allows at least one stone to be removed, then it represents the best choice.

In D the player has men on the 3 and 2 points. One stone is removed on the two roll, and since
there is no higher occupied point than 3, a stone is removed from that point for the four roll. This
rule is intended to keep the bearing off process brisk, avoiding long waits for a particular roll.
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In E the player has stones on the 2 point, but no stones on the 4 point. Thus only the stone from
the 2 point can be removed. The four roll must be used by moving a stone from the 5 point four
points toward the cradle.



Winning the Game

The game of Backgammon is won when one of the two players removes all 15 stones into the
cradle. If the opponent has not removed any stones from the board, the player is said to have won
by a "gammon". If the opponent has not removed any stones from the board and has at least one
stone remaining in the player's Inner Table, the player wins by "backgammon".




The Doubling Cube

One of the few additions to the rules of Backgammon since Sir Edmund Hoyle codified them in
the 18th century has been the doubling cube. It added another dimension of excitement to the
ancient play of stones by providing for a doubling of stakes under certain conditions. This
section describes the rules of the doubling cube. To see how the cube is played in MVP
Backgammon see Doubling the Stakes.

A doubling cube is about 1/3 larger than a die. Printed on the 6 faces of the cube are the numbers
2,4, 8,16, 32, and 64. Each number represents a doubling of the stakes. If for example the
doubling cube shows 4 on its top face then the wager for that game is multiplied by 4. Obviously
this can have a dramatic effect in a high-stakes game! But who decides what the doubling factor
will be?

At the start of a game the doubling cube is placed in the center of the Bar, with the number 64
showing. Placing the cube in the middle indicates that both players "control" the cube and may
offer a double. The number 64 stands in for "no double yet." Doubles may be offered during a
player's turn before the dice are rolled. Once an initial double has been offered control of the
cube passes to the doubled player, and remains with that player until (and if) the player decides
to "redouble.” Control of the cube is indicated by placing it at the end of the bar nearest the
controlling player's table.

When doubles are offered the player being doubled may accept or decline. These choices are
often referred to as "take" and "drop." If a double is taken the doubling cube is turned to the new
value, and control of the cube passes to the doubled player. If the double is dropped the game is
forfeited to the doubling player at the current stakes.

The previous system is known as "voluntary doubles." An additonal twist comes in the form of
"automatic doubles." When playing auto doubles the stakes double during the roll for first turn if
both players roll the same die.

Expert players consider good doubling strategy to be essential to long-term success at
Backgammon. Control of the doubling cube is a powerful advantage which can be used to gain
greater winnings, force an opponent out of a game, or alter an opponent's strategy.






Playing MVP Backgammon

This section describes how to play MVP Backgammon from Cane Garden Software. For an
overview of the game, and a discussion of the rules and object, see Rules of the Game.
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Games and Matches in MVP Backgammon

There are two ways to approach playing MVP Backgammon: games and matches. A single game
is the quickest and easiest way to get started: you pick an opponent, roll for first turn, and play.
Wagering is not an issue in single games, so there is no interaction with the doubling cube. If you
want to play a single game see Starting a New Game.

Matches, available in the registered version of the game, are the real test of strategy and skill in
backgammon. Because so much depends on the luck of the roll it is often possible for a beginner
to overcome a much better player in one game. That same beginner will have a harder time in a
series of six games. If you would like to start a match see Starting a New Match.

Match play is different in several ways from playing a single game. There are more startup
dialogs, to pick one purely mechanical exaple. Matches also involve wagering and doubling , if
those options are enabled in the Match Settings Dialog . If you wish you can enable the Crawford
Rule or Jacoby Rule as an option for match play.

Certain features of the game are not available during match play. Edit mode and Define Players
are both disabled. You can still use Undo Move and Suggest Move.



The Crawford Rule

The Crawford Rule is a modern addition to the rules of Doubling attributed to the late great
American Bridge and Backgammon player John Crawford. Under the Crawford Rule, when a
player's point total moves within one point of the number needed to win the match, the player's
opponent may not offer a double during the next game. This game is known as "The Crawford
Game".

For example, if you are playing a match to 9 points, and your opponent wins a game which
brings his score to 8, then you may not offer a double during the Crawford game.

The Crawford Rule relates to wagering, and is available in the registered version of the game.



The Jacoby Rule

The Jacoby Rule is another late addition to the rules of Doubling. When the Jacoby Rule is in
effect a gammon or backgammon scores only one times the current stakes unless the cube has
been turned by either player or by an autodouble. This rule is intended to discourage "playing on
for the gammon" during money play.

The Jacoby Rule relates to wagering, and is available in the registered version of the game.



Starting a New Game

To start a new game use the mouse to choose Games from the main menu at the top of the board,
or type ALT-G. Note: MVP Backgammon requires a mouse; there is no keyboard interface for
movement of game pieces.

When you select Games a pop-up menu displays the choices New, Next Load, Save, and Quit.
Selecting New presents a second pop-up menu in which you choose whether to start a new game
or match. Either choice brings up the New Game Dialog. If you are starting a match other
dialogs will follow for adding the information needed. See Starting a New Match for more
information.

When you are satisfied with the choices in the New Game Dialog, click on the OK button to
close the dialog and start the game. The program arranges the playing stones for both players on
the board, and then prompts player one to roll for first turn. In MVP Backgammon player one is
always moving towards the cradle at the bottom of the board, while player two moves toward the
cradle at the top.




Starting a New Match

To begin playing a match, click on Games from the main menu and choose New, then choose
Match from the pop-up menu. Initially the program will display the New Game Dialog just as for
new games, so that opponents and colors can be chosen.

The New Game Dialog is followed by the Match Definition Dialog , which defines the length of
the match, the points needed to win the contest, and whether the Crawford or Jacoby rules apply.

The choices in the Match Definition Dialog depend on whether you have enabled Wagering in
the Match Settings Dialog. The match point, and Crawford Rule controls are disabled if
wagering is off.

Note that wagering is only available during Match Play. You can tell at a glance whether a match
is in progress by looking at the caption bar for the main game window. During a match it will
display the words "Match Play" immediately after the program title.

After you have defined the match the program displays the Match Statistics Dialog. Once this
dialog is closed the first game begins.

Note that match play is available in the registered version of the game.



Loading an Existing Game/Match

MVP Backgammon allows games and matches to be saved for reloading later. To load an
existing game or match choose the Load option from the Games menu at the top of the board
window. You will see a standard Windows load file dialog box. Choose the saved game or match
file that you wish to load, and MVP Backgammon will load the file and restore the game state.

MVP Backgammon detects match and game files based on their internal file structure, so the
process of loading a file is identical for either matches or games. The default setting in the file
I/O dialog boxes is to display files with the default game extension .BKG. If you wish to list
match files choose .BKM files from the File Type listbox at the bottom of the dialog.

You may also load both games and matches by dragging the save file from File Manager, or
Windows95/NT Explorer, onto the game window and releasing it. This works for both saved
games and matches. If the file type is not recognized the drop is ignored.

An even quicker way to get a saved game or match up and running is to drag a saved file onto
the program icon in Program Manager, an Explorer pane, or onto a shortcut icon on the desktop.
MVP Backgammon will launch and load the saved file. As a byproduct of this feature you may
also pass the path and name of a saved game or match as a command line parameter.



Saving an Ongoing Game/Match

MVP Backgammon allows ongoing games and matches to be saved for loading later. To save a
game or match, choose Save from the Games menu at the top of the main window. You will see
the standard Windows save file dialog box. Choose an existing save file, or type in the name of a
new file. The default file extension for backgammon saved game files is .BKG, and the default
for match files is .BKM, but you may choose any extension that you wish. If you choose an
existing file you will be prompted before the file is overwritten.



Continuing a Match

In single game mode the game ends when one of the players is the first to remove all stones from
the Inner Table. In match play the game ends, but the program remains in match mode, awaiting
the start of the next game. If you use the Options Menu to open the Match Statistics Dialog
after the game is ended you will see that the match is waiting.

Continuing the match is a simple matter of choosing Next from the Games Menu. The program
will display the match statistics, followed by the start of the next game. Matches can be saved to
disk between games as well as during play.

As a convenience a "Next Game" button appears in the match statistics dialog that appears at the
end of each game in the match. Clicking on this button begins the next game in the series
immediately.

Note that match play is a feature of the registered version of the game.



The Status Bar

MVP Backgammon uses a strip at the bottom of the board window, called a status bar, to
communicate with the player(s). The status bar is divided into five areas. From the left they are
the message area, die counter, name of currently moving player, pip count, and the current wager.

The message area is where the game displays prompts, explanation of menu choices, etc. It's use
varies depending on what is currently happening in the game.

The die counter keeps track of the number of rolls remaining to the player currently moving. For
example, if the player rolled a 4,2, the die counter will display a '4' and a '2', which will be
removed as the player uses the rolls by moving stones around the board. The counter always
represents the total real number of moves available to the player. So, for example, if the player
rolls double sixes, four '6' characters will be displayed in the counter initially.

The player name area displays the name of the player currently moving.

The pip count field displays the pip counts for both players in the format player1/player2. The
pip count is the cumulative distance of all a players stones from the home cradle, and is a rough
indicator of the game's progress.

The current wager field is used during match play. It shows the stakes for the game currently
underway, reflecting any changes which occur through doubling. The wager is displayed as a
number followed by the letter 'P'.



Rolling the Dice

At each turn the player whose turn it is to move rolls the dice to determine how many stones can
be moved, and how far. In MVP Backgammon both players share a single set of dice kept in the
die cup on the right-hand side of the board. The die cup is an active game control. When you
pass the mouse cursor over the die cup during game play it may change to show that a certain
action is expected. There are two actions that can be taken on the die cup: rolling the dice, and
putting the dice away.

A player's turn begins with a roll of the dice. When it is your turn to roll (immediately after your
opponent puts the dice away) the mouse cursor will change to a set of dice when passed over the
die cup. Clicking on the die cup will cast the dice onto the board. If sounds are enabled you will
hear the dice shaken. When the dice land on the board the two numbers showing are the player's
roll for that turn. Unlike a real backgammon board this one cannot have a fault roll, which occurs
when one or two die do not come to rest flat on the board.

Your turn ends when you have taken all of your moves. At this point the mouse cursor will show
a set of dice with an arrow when passed over the die cup. Clicking on the die cup will put the
dice away and let your opponent roll. When the opponent is the computer this happens very
quickly.

Your turn may also end if you cannot take all of your moves, and have to pass. In this case the
dice will be put away for you and your opponent will take a turn.

The only other interaction with the dice in MVP Backgammon occurs when you roll for first
turn. Rolling for first turn is done in the First Turn Dialog.

Note that MVP Backgammon uses a sophisticated die mechanism which rolls the dice constantly
in the background at a rate of about 18 rolls per second. This is an attempt to overcome some of
the limitations of random number generation in computers by interjecting at least one truly
random factor into the equation: the exact time at which you choose to click the die cup. Both
players always use the same mechanism.



Making Moves

After the dice have been rolled out onto the board, the game is waiting for the currently moving
player to move his or her stones. The mouse cursor will change to a hand when over the playing
area during this time. A stone is moved by picking it up with the mouse, moving it to a
destination point, and releasing it.

To pick up a stone, place the mouse cursor over it and press and hold the left mouse button. If the
pickup is legal the stone will snap to the mouse cursor, ready to be moved to a new position. If
the pickup is illegal for whatever reason, i.e. there are no stones at the cursor location, the cursor
location is occupied by the opponent's stones, or you have a man on the bar, the cursor will
change to the form of an 'X', indicating that you cannot pick up a stone at the current location,
and the status bar will display a message to that effect. Both the cursor and status bar will be
restored when you release the left mouse button.

To move the stone simply keep the left mouse button pressed, and move the mouse cursor to the
desired location. The stone will remain attached to the mouse cursor until you release the left
mouse button.

To drop the stone on a new point, release the left mouse button with the stone positioned over the
point. If it is a legal move the stone will drop into position at the new location. Otherwise the
stone will return to its last location, and the status bar will display a message concerning the
illegal move.

As you move your stones the program validates each move as legal, and updates the status bar as
the roll values are used up. When you have used all of the available rolls the mouse cursor will
change back to an arrow, and the game will wait until you put the dice away. In cases where it is
impossible either to move all of your roll, or to move at all, choosing to pass will hand control
over to the other player.

Note that the computer player's move generator submits each of its move choices to the same
validator as the moves made by human players. Neither type of player is allowed to make illegal
moves.




Using Multiple Rolls

It is possible to use multiple rolls to move one stone a longer distance than would be possible
moving a different stone for each roll. Often the only possible move will be one involving
moving the same stone for both rolls. In this case it is common for backgammon players to move
the stone the full distance, without touching down at the midpoint. An example is shown in the

diagram below.
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The black arrow shows the move actually made by the player, while the gray arrows show the
move the way the game sees it.

In most circumstances MVP Backgammon correctly handles such combination moves,
decrementing the die counter according to the actual number of rolls taken. In two specific
circumstances the game will not allow a combination move. The first occurs when moving the
last stone into your Inner Table prior to bearing off. With the right roll, it is possible to move the
stone into the inner table, and then remove it into the cradle. The game will not allow you to
make the move as illustrated in the diagram below.

Prohibited Combination Move for Roll 6, 4

T

Player's Outer Table bar Player’s Inner Table cradle

The move shown in the diagram is prohibited because a condition of removing stones, or bearing
off, is that all stones be present in the Inner Table. Since the stone in this move never actually
touches down in the Inner Table, the game does not see that the player can legally begin bearing
off.

The second circumstance involves taking a combination move that would have hit an opponent's
stone on one of the possible midpoints, had you actually dropped the stone there. An example of
this type of move is shown in the diagram below.



Prohibited Combination Move for Roll 6, 3
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In this diagram the black arrow shows the move actually made by the player, while the gray
arrows show the move in the two ways it can be seen by the game. In this case the game has no
way of knowing whether you intended to hit the opponent's stone at point 3, or not, and so this
type of move is prohibited. If you need to jump over an opponent's open stone then you must
explicitly set your stone down at the midpoint.




Wagering in MVP Backgammon

MVP Backgammon implements Match Play as faithfully as possible. As in a real tournament
matches are played for some odd number of points (3-99 in MVP Backgammon), with each
game worth one point to start. The number of points at stake in a game can be increased greatly
through the use of the Doubling Cube. The number of points needed to win, along with the
maximum number of games and other details are set in the Match Definition Dialog.

MVP Backgammon can be played just as well with wagering enabled or disabled. Some players
may like the extra dimension to match play that wagering and doubling provide, while others
may simply want to play games. If you wish to change the wagering and doubling settings you

may do so from the Match Settings Dialog.

Match play, wagering, and doubling are features of the registered version of the game.



Doubling the Stakes

The Doubling Cube is an important strategic feature in Backgammon. In MVP Backgammon the
doubling cube is the large cube stored in the left (unused) die cup. When doubling has been
enabled in the Match Settings Dialog the cube is placed in the center of the bar at the start of a
match game, otherwise it remains stored in the die cup.

Computer players double according to the rules at the start of a turn. Human players indicate that
a double is offered by clicking the Double menubar control. This control is enabled at the start of
a human player's turn when the player has control of the cube. The control is disabled as soon as
the dice are rolled. If the control is clicked the offer to double is submitted to the computer player
for evaluation. A dialog will pop up giving the player's decision.

The stakes can also be doubled if a player wins a gammon, and in some matches tripled on a
Backgammon. These and other options affecting doubling and wagering are accessed in the
Match Settings, and Match Definition dialogs.

Note that match play, wagering, and doubling are features of the registered version of the game.



Using The Suggest Move Feature

At any time after the die have been rolled you can use the Moves menu to have the computer
suggest a possible move. Click on the Suggest option under Moves, located on the main menu at
the top of the board window, and the game will submit your remaining die roll(s) to the move Al
and show the result on the board. The move is displayed as lines from the center of the piece to
move, terminating in an ellipse on the destination point. The evaluator used for the suggestion is
the Fiona neural network.

The mouse cursor will change from a hand back to an arrow at this time, and clicking the mouse
anywhere in the game board will clear the suggested move and resume play. Note that Fiona may
take quite awhile to evaluate certain rolls, such as double one's on a crowded board. This is
simply a matter of evaluating 5000 or more potential moves. While the game is "thinking" the
mouse cursor will be animated.



Seeing the Last Move

At any time after at least one player has moved one stone you can use the Moves menu to see the
last move made. Click on the Show Last option under Moves, located on the main menu at the
top of the board window, and the game will highlight the last move as green lines from the center
of the stone, terminating in an ellipse on it's origin point.

The game will show all moves for a player up to the point where the next player moves one
stone, which resets the mechanism.

The mouse cursor will change from a hand back to an arrow at this time, and clicking the mouse
anywhere in the game board will clear the suggested move and resume play.



Passing the Turn

It is sometimes the case that a player cannot move an entire roll, either because of blocked points
or other circumstances. Occasionally there is no sense in the player even rolling the dice. This
occurs when the player has a stone on the bar, and the opponent has completely covered his or
her Inner Table. In either case the player must pass the turn to the opponent. To do this click on
the die cup to put away the dice. Control then passes to the other player.

A player may also be in a position where it is not even worth rolling the dice. This occurs when
the opponent has all points on his or her inner table and hits the player, placing one or more
stones on the bar. During simple game play this situation always results in "automatic passing."
This simply means that the disadvantaged player does not get control of the dice until the
opponent's table opens up.

During match play "automatic passing" can be inconvenient, since it does not allow the
disadvantaged player to offer a double (which can only be done at the start of a turn). To correct
this situation the Auto Pass option in the Preferences Dialog allows this behavior to be
customized for match play.

Note that it is illegal to pass control when you have legal moves remaining on the board, and so
the game will not allow passing in this situation.

Note also that MVP Backgammon currently has a hole in its game logic which allows one of the
rules of Backgammon to be broken. This is the rule that specifies that where a player can move
only one stone, it must be the larger of the two rolls which is taken, if possible. This is to avoid
situations where a player takes one roll, knowing that it will prevent him from taking the larger
roll which would result in a worse position. For various reasons this is a difficult rule to
implement, consequently you are on your honor until the hole is closed in a future version.



Setting Options

When the Options choice is selected from the main menu at the top of the game window the
program displays the Preferences Dialog. From this dialog you can configure many of the game's
options.

From the Preferences Dialog you may reach the following:

Match Settings

Graphics Settings
Sound Settings

Music Settings
Select MIDI Tracks

MCI Device Information

You can also set other options directly from the Preferences Dialog, such as Auto Roll, Auto End
Turn, Auto First Turn, and Allow Undo. Once this dialog is closed by clicking the OK button the
changes are permanent, and will be written to the file BACKG.INI. If you click on Cancel your
changes are discarded.



Taking Back a Bad Move

All moves of individual pieces made during a single turn (one roll of the dice) are recorded. To
take back a bad or mistaken move select the Undo Move menu choice from the main menu at the
top of the board window. This choice is enabled when there are recorded moves, and disabled
when there are no moves to undo.

The Undo Move feature operates between turns only. Once a player completes a turn all
information about recorded moves is discarded. Note that if you have the Auto End Turn option
enabled you will not have a chance to undo your last move, since your turn will end
automatically, rather than waiting for the die cup to be clicked.




Using Edit Mode

Players may sometimes be interested in setting up a particular game scenario. Such scenarios are
often called "playouts". MVP Backgammon has an admittedly limited means of creating custom
playouts that is available when the game is being played in single game mode.

When in single game mode selecting Edit Mode from the Options Menu will place the program
into Edit Mode. In this mode all game play is suspended, and the mouse cursor changes to a
special 'E' shape with an attached arrow. In this mode the mouse can be used freely to alter the
condition of the game by moving pieces around. The only moves prohibited are those which
would break the game rules, such as placing two stones of different colors on the same Point.

Once you have finished editing the board layout pull down the Options Menu again. You will see
that there is a checkmark next to the Edit Mode menu item. Click the item again to exit Edit
Mode and return to normal game play.



Claiming a Game

When playing a match you may elect to "claim" the current game when the opponent's position is
so hopeless that it is not worth the effort to continue. To claim choose the Claim menu choice
from the Games Menu, and answer yes in the confirmation dialog. Note that the opponent is not
consulted. This is what we call an Honor Feature.

Match play is a feature of the registered version of the game.



Resigning a Game

Occasionally when playing a match you may find that your position is so ridiculously bad that
the only civilized choice is resignation. In these situations you may resign the game by selecting
the Resign menu choice in the Games Menu. Resigning terminates the current game and reports
it as a forfeit by you. The match continues with the next game.

Match play is a feature of the registered version of the game.



Quitting MVP Backgammon

Selecting the Quit menu choice from the main menu at the top of the board window while a
game or match is running abandons the game or match, places all the game stones in their
respective cradles, and restores the status bar. Selecting the Quit choice when no game is running
exits MVP Backgammon. In both cases the player is prompted before the action is taken.






Managing Players in MVP Backgammon

Players in MVP Backgammon are divided into two groups: human and computer players. Each
group is maintained separately in a database file located in the MVP Backgammon program
directory. Player profiles are stored so that a history of the player's performance can be kept for
reference, and also to allow games and matches to be started quickly.

When you receive the program the databases contain three computer players, expert,
intermediate, and beginner, and a single human player named "Anonymous." Games can thus be
played against the computer right away, without the need for learning the player management
features (which are rather simple). If you want to jump right in click here: Quick Start.

Player management in MVP Backgammon consists of listing players, editing players, creating
new players, deleting players, selecting players for a game or match, and resetting player
statistics.

To see a list of currently defined players choose the Options | Define Players menu choice from
the main menu at the top of the game window. This opens the Player List Dialog. In the Player
List Dialog you can view the available human and computer players, edit their profiles, add new
players, and delete existing ones.

The Player List Dialog is disabled when a game or match is underway. This is necessary to
prevent changes to the profile of a player that is currently engaged.






Technical Overview

MVP Backgammon was written using Borland C++ and the Microsoft Windows Software
Development Kit, and tested using Bounds Checker for Windows. Dialogs and other program
resources were created using Borland's Resource Workshop. All artwork was created using
Electronic Art's Deluxe Paint IT Enhanced, with the exception of diagrams in the help system,
which were produced in Microsoft Powerpoint, and touched up in Deluxe Paint IIE.

The program was written to take advantage of 256 color artwork, and so looks best when run
with Windows in a 256 color video mode. See Notes on Graphics for more information on the
game's graphics.

The program will run on 286 and 386 computers running Microsoft Windows 3.1. Memory
requirements vary according to type of graphics in use, and other factors. Periodic memory
useage may exceed 900 kilobytes, but should not exceed a sustained maximum of approximately
620 kilobytes, substantially less if 16 color graphics are in use.

For notes on the computer player move generation, see Notes on Play Algorithms.

Special thanks to Bob Provencher of Aesir Software for assistance with the bitmap dragging
routines, and various other invaluable ideas and assistance.

Special thanks also to Diana Gruber of Ted Gruber Software, for ideas on the implementation of
the computer player's move generator, and general encouragement.

Lastly the value of this program would be much less were it not for the inclusion in it of the
Fiona and Eval_G backgammon position evaluators, written by Justin Boyan and Marc
Ringuette.






Notes on Graphics

MVP Backgammon was written with the express idea of creating something that took advantage
of the growing number of 256 color video drivers available for Microsoft Windows 3.1. It was
our thought that those who enjoy the game of Backgammon would enjoy it all the more if given
an opportunity to play it on a realistic board, using textured playing pieces, and with realistic
play mechanics.

We believe we have achieved many of these goals with MVP Backgammon, but some of them
come at the price of program behaviour which is a bit different from what you might expect from
a Windows application. This section will summarize and explain some of those differences.

The single largest difference in operation results from the use of bitmapped graphics to construct
the playing surface. Bitmaps do not scale well, and bitmaps which employ a lot of colors, as
these do, can barely be scaled at all. As a result the size of the window displaying the playing
board is fixed in MVP Backgammon; there is no border by which it can be resized, and no
maximize button. The window can be minimized to an icon, of course, but when displayed it will
always be the same size.

A further consequence of bitmaps is that the playing surface, and size of the game window,
appears to change with screen resolution. If you would like more control over the size of the
game board in all screen resolutions the registered version of the game, MVP Backgammon
Deluxe, comes with three board sizes, allowing an appropriate size in 640x480, 800x600, and
1024x768 screen resolutions.

The game does come supplied with 16 color graphics. If you can't or won't use a 256 color driver
for Windows, then the game will run in 16 color modes. The graphics aren't as pretty, and there is
no choice of playing piece textures.






Notes on Play Algorithms

This section describes the algorithms used to generate moves for the computer player. It will be
of interest to those involved in game design, and also to anyone who thinks the computer may be
cheating!

MVP Backgammon is an object-oriented program from design onward. During a game the
controlling object is a Game object which receives all user input. Each Game has two Players.
The Player abstraction is subtyped into Human and Computer player classes. A Game also has a
Rules subobject which is responsible for validating moves for legality, and access to a Board
subobject which is responsible for managing all of the graphic output.

To initiate a turn the Game passes a Dice object to the current Player object. The player then rolls
the dice and moves. When a stone is picked up the Player object asks the Game to validate the
pickup. A similar request is made when the stone is dropped. Each request is forwarded by the
Game to the Rules object, which either validates or rejects the move.

When the Player object is a HumanPlayer the move selection and piece moving input is external.
A ComputerPlayer simulates these actions by submitting the die roll and a copy of the current
board map to a MoveGenerator object. The MoveGenerator's job is to generate all the possible
moves that the computer player might make from the current board position, using the current
roll. Each move is then fed into one of three evaluators which assign it a relative weight.

The dumbest evaluator is the Eval_B static evaluator, which plays the beginner logic in the
game. Eval_B uses a linear function to weight certain features of the position. Eval_B knows
how to move the stones well, but is very poor at strategy and handling the doubling cube. Next
up the skill ladder is the Eval_G static evaluator, written by Marc Ringuette, which is similar in
construction to Eval_B, but much smarter. It strategizes well, and handles the doubling cube
about as well as it can be handled.

At the very top of the heap in MVP Backgammon is the Fiona evaluator, written by Justin Boyan
and Marc Ringuette. Fiona is a monolithic back-propagation neural network which has been
trained on more than 3 million games running on a Sun Sparc-10 workstation. Fiona plays an
expert game, but would be considered a strong intermediate for tournament play. It strategizes
much better than either of the other two evaluators, but only handles the doubling cube about as
well as Eval_G.

Note that Fiona can sometimes take quite awhile to evaluate certain positions. For example, if
Fiona rolls a 1-1 and the board is crowded it may take several minutes to come to a decision.
This is simple the result of evaluating many thousands of potential moves. While the game is
"thinking" the mouse cursor will be animated.

Once all the moves have been tested the best is selected and submitted by the ComputerPlayer to
the Game for validation, just as a move by a HumanPlayer is submitted. Moves from either
player type are validated by the same module, and both players in the game utilize the same Dice
object for their rolls.



The legality of the moves chosen by the MoveGenerator are checked at two levels. Level one is
the internal logic of the generator. This logic differs conceptually from the logic at level two, the
Rules subobject of the Game. The purpose of the Rules object is to detect illegal moves, while
the purpose of the internal logic of the generator is to find only legal moves. The former serves
as a check on the latter. If, due to an error in the program, the computer chooses an illegal move,
a dialog box will be displayed. When the dialog is closed the computer's move will be retracted.
As of this release we have not seen an illegal move by the computer in more than a year. If you
do see this error the most likely cause is a corrupted game or match save file.






About Cane Garden Software

On the North side of the island of Tortolla, in the British Virgin Islands, lies Cane Garden Bay. In
the center of the bay's long curve, near the place where the rough track from Roadtown comes
down steeply off the mountain, is a small cinder-block bar and grill with a lone tire hanging by a
line from a huge palm, near the open wall that serves as a door. Across the track and back behind
a small field of cane lies a 200 year-old stone structure where the Martin family has been making
Arundel Cane Rum for as long as the building has been there. Each year the cane crop is pressed
and the sugar juice distilled; the elixir packaged into various sundry bottles and glass containers
which have been collected since the last bottling, and meticulously steam-cleaned. Arundel Cane
Rum is a delicacy known throughout the Windward Islands. Its flavor is unlike anything that
drinkers of mass-produced rums have ever experienced.

Cane Garden Software was formed in the secure knowledge that small groups of people working
in a state of enchantment can create superior products, whether the end result is rum or software.
MVP Backgammon represents our first offering for Windows, and we hope Backgammon
afficianados enjoy playing it as much as we enjoyed creating it.

Cane Garden Software is committed to the shareware game industry, and also committed to the
idea of fully-functional try-before-you-buy products. There are features in MVP Backgammon

which are available only to registered users, but none of these represent critical functions of the
game. All of those, including save games, are working in the unregistered version.

Cane Garden Software, Inc.

Mark Betz, Proprietor

Michele Betz, Actual Boss

Emily and Sarah Betz, Dept. of Smeared Chocolate
76605.2346(@compuserve.com

"I hear it gets better, that's what they say, as soon as we sail into Cane Garden Bay" - Jimmy
Buffet






Music and Sound

MVP Backgammon uses the Windows Media Control Interface to provide both sound effects and
background music. Since we recognize that we cannot possibly choose effects or songs which
will please everyone we have attempted to provide you with as much control over what you hear
while playing the game as possible. To find out more about how MVP Backgammon uses sound
click on one of the topics below:

Sampled Sound Effects
MIDI Music



Sampled Sound Effects

MVP Backgammon uses sampled sound effects to enhance the experience of playing the game.
There are over 1 megabyte of sampled sounds contained in the BKGSND.DLL resource file
located in the program directory. When people see the size of the MVP Backgammon download
they often wonder why a Backgammon game should be so large. The answer is not the program,
but rather the sounds and 256-color graphics that it uses.

Sampled sound will play if your computer has hardware that can be used to output it. A Sound
Blaster or equivalent card capable of playing 8-bit samples is ideal. Some users may have PC
speaker drivers installed as the Waveform sound driver for their Windows system. Samples will
play on these systems, but the quality will be very low.

Sound effects can be enabled or disabled entirely in the Sound Settings Dialog. This dialog can
also be used to choose the events that MVP Backgammon will attach sounds to.




MIDI Music

MVP Backgammon uses MIDI music output to help create a relaxing atmosphere for game play.
Consistent with the medieval feel of the game board and computer players the music is Baroque.
A selection of tracks is provided, and future versions of the game will allow users to substitute
any Windows MIDI Mapper compatible General MIDI files for the preselected tracks.

The program contains an engine which plays a list of MIDI tracks continuously as long as play is
enabled. Music output can be enabled and disabled entirely from the Music Settings Dialog, and
this dialog also gives access to the Select MIDI Tracks Dialog which can be used to customize
the play list to the user's taste.

NOTE: Music is enabled if the user's system has hardware which can play MIDI music files.
Typical hardware includes MIDI output devices such as the Roland LAPC-1 or CM-32L, the Pro
Audio Spectrum from MediaVision, and other cards, both MIDI synthesizers and less expensive
FM waveform generators. Information on setting up Windows to play MIDI files can be found in
the Windows 3.1 documentation.

IMPORTANT: For best results the output port for the MCI Midi Sequencer should be the MIDI
Mapper which ships with Windows 3.1. The Mapper is designed to manage "patches", or sounds
assigned to various instruments, across different MIDI hardware installations. MVP
Backgammon does not check to see if the MIDI Mapper is the assigned output port. The
specifics of a Windows MIDI installation are not something that the program has any control
over.






New Game Dialog

The New Game Dialog contains controls for defining the opponents in a game. It is separated
into two areas, with the controls for player 1 at the top, and those for player 2 at the bottom. In
addition to the player controls the dialog also contains the standard Ok, Cancel, and Help
buttons.

= Siart a New Game
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The player controls allow you to select a player from the computer or human profile lists, define
the color of stone the player will move, and view the player's current statistics. Players are
selected by clicking on the arrows located directly beneath the player portrait. Clicking the left
arrow moves you back in the list, while clicking the right moves you forward. The list used is
selected by clicking on the player type button. This button displays "human" if the player profile
is for a human, or "computer” if it is a computer player. The button toggles between these two
states when clicked. The dialog will remember your last position in each list.

To select the stone color the player will move click on the color button. This button displays
"light" if the player will move the lighter colored stones, and "dark" if the darker stones will be
used. When you click on this button for one player the other player's button also toggles.



When you are satisfied with the information in the New Game Dialog, close it by clicking the
OK button. Note that if you Cancel out of the dialog at this point the game is abandoned.



The upper set of controls define which player in either the computer or human player database
will be used for player 1 in the game. Player 1 moves counter-clockwise from top to bottom.



The lower set of controls define which player in either the computer or human player database
will be used for player 2 in the game. Player 2 moves clockwise from bottom to top.



The name of the current human or computer player selection is displayed in this area. Names
cannot be edited here. Player characterstics are defined in the player edit dialogs under Options |
Define Players.



The player color buttons define which player plays which color of stones, light or dark. Clicking
the button for either player toggles both buttons. By default player 1 plays the light stones, while
player 2 plays the dark.



The player type buttons determine whether a player is human or computer controlled, and also
select the player database from which player profiles are taken. Type is set individually for each
player, and there are no restrictions: either or both players may be computer or human controlled.
You can set both to computer and watch the machine play itself. Choose two computers with
different skill levels and compare the performance of the three move evaluators used in the
game.



Every human and computer player in the database is associated with a portrait. This area shows
the portrate for the current player selection. Portaits cannot be selected here. Player
characteristics are defined in the player edit dialogs under Options | Define Players.



The player selection arrows move you back and forth in the player database. The database used
depends on whether the player type button is set to human or computer. Players cannot be added

or removed from the database here. Player management is performed in the player edit dialogs
under Options | Define Players.



Each player in the computer database has a skill level, either novice, intermediate, or expert.
Novice players use the Eval_B static evaluator. Intermediate players used the Eval_G static
evaluator. Expert players use the Fiona monolithic back-propagation neural network to evaluate
moves. Human players also have skill attributes, but their relative position remains to be
determined, and the display so indicates. Computer player skill cannot be changed here. Player
characteristics are set in the player edit dialogs under Options | Define Players.



Each player in the human and computer database has a match-play history which the program
tracks. The match-play history consists of the total number of games and points won or lost.
Match history can be reset in the player edit dialogs under Options | Define Players.



Click this button when you have finished selecting the players for the game.



Clicking this button will cancel the new game and return the program to its startup state.



One potential mechanism for getting to this help page.



Match Definition Dialog

The Match Definition Dialog is displayed right after the New Game Dialog when a match is
starting. It allows the player to define several aspects of how the match will be run. Match play is
available in the registered version of the game.

= Match Declared!

A match iz declared between Anonymous and
Bernard Dulff
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The Games control sets the number of games to be played in the series. Click on the down arrow
to descrease the total, or the up arrow to increase it. Normally with wagering enabled this control
will be set to its lowest setting, "'UNL', which means that the match will be played until one
player reaches the match point, regardless of how many games it takes. If this control is set to
anything other than 'UNL' then the match will terminate after the set number of games has been
played. If you simply wish to play an unlimited series of games set the games limit to UNL and
turn wagering off in the Match Settings Dialog.

The Match Point control adjusts the number of points needed to win the match. This control is
active only if wagering is enabled. Click on the up arrow to increase the amount, or the down
arrow to decrease it. Holding down the mouse button on either arrow will eventually cause the
total to increase or decrease faster.

Thus there are effectively two ways to play a match: either as a point match which ends when a
player accumulates the needed points or the set number of games is played, or a best-out-of
match which ends when a set number of games have been played. The criteria for winning the
match are different in each case. In the point match it is either the player who accumulates the
needed points, or the player who has the most points when the match ends, or the player with the
most wins if it is a point tie. In best-out-of play it is the player with the most wins.



Finally the Crawford Rule and Jacoby Rule radio buttons determine whether those special rules
apply to the match. If a rule radio button is checked then the rule is on, otherwise it is off.

Clicking on OK when you are through will accept the information in the dialog. Note that
clicking Cancel in this dialog will abort the match.



This area describes the match, and who is playing it.



There are two conditions which terminate a match: either the match expires after a certain
number of games have been played, or it expires after a certain number of points have been won
by either player. Both conditions may be active for a single match, in which case the first
condition met terminates the match. The arrows underneath increase or decrease the number of
games or points needed. If a match is played with wagering disabled Match Point will be
disabled, and the match will be played to some number of games. To play a wagering match

without a game limit set Games In Series to "unlimited" by clicking the right arrow until you see
"UNL" in the control.



The Jacoby rule affects when a player may offer a double, and can be enabled or disabled for any
match played with wagering on. Click the yes or no radion buttons to enable or disable the
Jacoby rule.



The Crawford rule affects when a player may offer a double, and can be enabled or disabled for
any match played with wagering on. Click the yes or no radion buttons to enable or disable the
Crawford rule.



Click this button when you have finished setting up the parameters of the match.



Clicking this button cancels the new match and returns the program to its startup state.



One potential mechanism for arriving at this help page.



Match Statistics Dialog

The Match Statistics Dialog displays information about the current state of a running match. It is
displayed automatically by the program at the beginning of a match, the beginning and end of a
game in a match, when a match is restarted from disk, and when the match ends. It can be
displayed by the player at any time when a match is active by choosing Match Statistics from the
Options Menu. Match play is available in the registered version of the game.
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The Match Statistics Dialog displays information about each player. This includes the player's
name, how many games of the current match the player has won, how many of those have been
gammons, and how many points the player has accumulated.

In addition the dialog displays the number of games remaining in the match, if applicable,and a
description of the current state of the match, which is located directly below the graphic at upper
left.



Were this reality, instead of a game, the tally of the match would be written on this crinkly bit of
parchment.



This area describes the current status of the match when the match statistics dialog is displayed.
The match statistics dialog is displayed at the beginning and end of every game in a match, and
may also be displayed on request by choosing Options | Match Statistics.



These areas display the fortunes of each player as the match progresses. Progress is displayed in
three categories: number of games won, number of gammons, and number of points won.



This area displays certain parameters of the match. If the match is being played to a game limit
then the number of games remaining to be played is shown here to the right of To Play. If the
match is being played to some number of points, then that number is shown to the right of Match

Point. If the Crawford or Jacoby rules are enabled then their tags are black, otherwise they are
greyed.



Click this button when you are finished reading the match statistics.



When the match statistics dialog is displayed at the end of a match game, clicking this button
will start the next game in the series. If you close the dialog by cliking OK then the next game
can be started by choosing Games | Next.



First Turn Dialog

According to the rules of Backgammon, the two players must roll single dice to determine who
will take the first turn of the game. The First Turn dialog is displayed for this purpose
immediately after a wager is chosen for a match with wagering enabled, or right after the New
Game Dialog is closed for a game or match with no wagering.
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The dialog is comprised of four areas: two player dice at right and middle, the wager/doubling
cube area to the left, and a prompt box at bottom.Each player dice area displays a single die.
Beneath the picture of the die is a button labelled "Roll". Players roll the die in sequence, with
player 1 rolling first. When the dialog first appears only player 1's Roll Button is enabled. After
player 1 rolls, if player 2 is a human then the player 2 Roll Button will be enabled. If player 2 is a
computer player then the dice will roll automatically.

If the two players roll separate values the OK button will be enabled, and the dialog can be
closed. If the two players roll the same the dialog resets and the players roll again. The Cancel
Button can be used to close the dialog at any time, abandoning the game or match.

The third area of the dialog displays the doubling cube and the value of the current wager. If
Automatic Doubling is enabled and the two players get the same roll, the program will double
the stakes, and the change will be reflected in the doubling cube and wager amount.



These two controls allow player 1 and player 2 to roll the dice for first turn. The dice are rolled
by clicking on the Roll button, and the outcome is displayed within the wood-grain frame.
Players may roll in any order, but both must roll before the dialog can be exited by clicking OK.
If either player is a computer player that player's control is disabled, and the player will roll
automatically after the human player has rolled. If both players are computer players the roll is
calculated by the game and this dialog is not displayed.



When wagering is enabled, and doubling is set to Automatic, this control displays the wager and
current state of the doubling cube after each automatic double that occurs. An automatic double

occurs when both players roll the same number on the roll for first turn. Doubling options are set
in the Match Settings dialog under Options | Preferences.



This control displays status prompts from the game which indicate what action is expected next.



Click this button when you are finished rolling for first turn. The button is disabled until both
players have rolled different numbers and the outcome is decided.



Clicking this button cancels the new game or match and returns the program to its startup state.



One potential mechanism for arriving at this help page.



Preferences Dialog

The Preferences Dialog is displayed when the user chooses the Preferences menu item from the
Options Menu. It allows many of MVP Backgammon's features to be customized to suit
individual players.
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The dialog is composed of two areas, a set of settings checkboxes on the left, and five buttons on
the right. The checkboxes affect option settings directly, while the buttons display additional
dialogs to configure specific areas of the program. The four Settings Checkboxes control how the
program manages turn rounds, and whether certain features are enabled. In addition a slidebar
control used for adjusting the computer's move speed is located at the bottom of the dialog.

The Auto Roll Checkbox determines whether the player clicks the die cup to roll the dice. When
this option is enabled the game rolls the dice automatically when the opponent ends a turn. This
option is off by default, and has no effect on match play, since it would effectively disable
doubling.

The Auto First Turn Checkbox determines whether the players use the First Turn Dialog to
determine who will take the first turn. When this option is enabled the program will roll for first
turn internally, and inform the player who won. This option is off by default.

The Auto End Turn Checkbox determines whether a player clicks the die cup to put the dice
away at the end of a turn. When this option is enabled the program detects the last move, and
puts the dice away automatically. This options is off by default. Note that enabling this option
effectively renders Undo Move useless for the final move of a roll.

The Auto Pass Checkbox determines how the game handles turn progression during matches



when one player cannot roll (i.e., the player is on the bar facing a closed inner table). When this
setting is on, the opponent continues to roll until the table is opened. When this setting is off, the
barred player must explicitly roll and pass. This allows the player a chance to offer a double even
while on the bar.

Four of the five buttons on the left side of the Preferences Dialog access the following special
Settings dialogs:

Match Settings
Graphics Settings
Sound Settings
Music Settings

The Match Settings and Graphics Settings dialogs are disabled in the shareware version of the
game. In the registered version these buttons allow the match play options, as well as board and
piece style and size to be customized.

The Fonts button allows the user to change the default font that the game uses to display the
messages and game information in the status bar. Choosing this button displays a standard
system font dialog. Choices you make in the font dialog are not permanent until the Preferences
Dialog is closed by clicking on 'Ok'. If you choose a font which displays in a different size than
the existing font choice the status bar will adjust itself.

Note that the information in the status bar will not always fill the entire bar. If you choose a small
font, or one large enough that the bar is broken into two or more lines, then there will be space
left over.



This group of controls affects certain optional behavior on the part of the game program.



When the Auto Roll option is checked the dice cup does not have to be clicked to roll the dice at
the start of a human player turn. Instead the game detects when the last player's turn ends and
rolls the dice automatically. Whether the option is checked or not it is disabled during match play

when wagering is on, since a player may only offer a double after receiving control of the board
but before rolling.



When the Auto First Turn option is checked the game does not display the Roll For First Turn
dialog. Instead the roll is calculated internally and the results are displayed before the game
starts.



When the Auto End Turn option is checked the dice cup does not have to be clicked to end the
player's turn after all moves have been taken. The game detects when the last move is taken and

automatically ends the turn. Note that this effectively prevents a player's use of the Undo feature
to undo the last move taken.



Affects match play. When this setting is on and a given player cannot move because he or she is
on the bar facing a closed inner table, the opponent will continue to roll until the board opens up.
When this setting is off the disadvantaged player will have a chance to offer a double, but will
have to roll and pass explicitly.



This control adjusts the speed with which the computer moves pieces around the board. The
default is approximately the middle of the range, which on a Pentium 133 is nearly too fast to
see. Adjust the slider using the arrows or by dragging with the mouse if you desire a faster or
slower movement.



This button opens up the Match Settings dialog.



This button opens up the Graphics Settings dialog.



This button opens up the Sound Settings dialog.



This button opens up the MIDI Music Settings dialog.



This button opens up a dialog where the font used in the status bar can be customized. Use this
dialog if you change the board size and want to adjust the font so that the status bar fits neatly
along the bottom of the board. The status bar resizes automatically when the font is changed.



Click this button to accept any changes made and close the preferences dialog box.



Click this button to undo any changes made and close the preferences dialog box.



One potential mechanism for arriving at this help page.



Match Settings Dialog

The Match Settings Dialog controls the playing parameters of matches in MVP Backgammon.
This dialog is disabled in the shareware version.
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The Wagering On/Off Radio Buttons determine whether wagering is enabled for match play. If
the On button is checked then wagering is enabled, otherwise wagering is disabled. This option
is on by default.

The Doubling Radio Buttons select the type of doubling to be used in a match when Wagering is
on. None selects no doubling of the stakes, Voluntary selects voluntary doubling, and Automatic
selects automatic doubling. This option is set to Automatic by default.



This control determines whether wagering is enabled during match play.



This control determines the type of doubling that is used during match play when wagering is
enabled. When None is selected doubling is disabled and the cube is inactive. When Voluntary is
selected doubling takes place only when a player offers a double during a game. When
Automatic is selected doubling is as for Voluntary, plus automatic doubles can occur during the
roll for first turn.



Click this button to accept any changes made and close the match settings dialog box.



Click this button to undo any changes made and close the match settings dialog box.



One potential mechanism for arriving at this help page.



Graphics Settings Dialog

The Graphics Settings Dialog controls the graphics used to display the various images used in
MVP Backgammon. These options are only available if the game is running on a Windows
system with an 8-bit (256 color) driver installed. See Notes on Graphics for more information.
This dialog is disabled in the shareware version.
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The Stone Style Radio Buttons select the style of playing stone used in the game. There are three
styles to choose from.

The Board Style Radio Buttons select the style of playing board used in the game. There are
three styles to choose from.

The Board Size Radio Buttons will select the board size used in the game. There are large,
medium, and small boards available.



This control allows selection of the bitmap used to represent playing stones. There are three
bitmaps currently available in all board sizes: wooden, composite plastic, and carved stone.



This control allows selection of the bitmap used to represent the board and playing surface.
There are three bitmaps available in all board sizes: stiched leather, inlaid wood, and inlaid stone.



This control allows selection of the board size that will be used. There are large, medium, and
small boards available. Small and medium boards will display in all popular Windows graphics
modes. Large boards require at least 800x600 screen resolution.



Click this button to accept any changes made and close the graphics settings dialog box.



Click this button to undo any changes made and close the graphics settings dialog box.



One potential mechanism for arriving at this help page.



Sound Settings Dialog

The Sound Settings Dialog controls whether sounds are used in the game, and what events
sounds are attached to. Sounds in this case refers to sampled sound effects, such as applause,
glass breaking, etc. See the Music Settings Dialog for information on controlling music. See
Music and Sound for a general discussion of the use of sound and music in MVP Backgammon.
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The Sound On/Off Radio Buttons enable or disable all sound output. This option is enabled by
default.

The Sound Events Checkboxes enable or disable the various events that the program detects and
attaches sounds to. The following events can be toggled on or off:

Roll Dice

Drop Stone

Hit Opponent
Pass Turn
Escape Bar
Roll First Turn
Game Start/End
Match Start/End
Double Stakes
End Program
Race Game
Undo Move
Abandon Game




Bad Drop

Bad Pickup
Gammon

If you don't want to control the sound individually you can use the settings buttons located at the
left side of the dialog to set groups of events. Clicking on Full turns everything on, while
clicking on Quiet turns on only move indicator sounds, such as the click of pieces on the board.
Clicking on Moves enables yet a different group of sounds. If you find that a particular sound
bugs you simply disable the event that causes it.



Enables/disables the sounds that play when the dice are rolled.



Enables/disables the sounds that play when a stone is dropped on the board.



Enables/disables the sounds that play when a stone is hit.



Enables/disables the sounds that play when a player passes a turn.



Enables/disables the sounds that play when a stone moves off the bar.



Enables/disables the sounds that play on entry to the Roll First Turn Dialog.



Enables/disables the sounds that play when a game starts and ends.



Enables/disables the sounds that play when a match starts and ends.



Enables/disables the sounds that play when the stakes are doubled.



Enables/disables the sounds that play when the program terminates.



Enables/disables the sounds that play when the board is such that players can no longer
threaten each other. This condition is known as a race.



Enables/disables the sounds that play when the Undo Move option is used.



Enables/disables the sounds that play when a game is abandoned.



Enables/disables the sounds that play when a player attempts an illegal pickup from the
board.



Enables/disables the sounds that play when a player attempts an illegal drop to a point.



Enables/disables the sounds that play when a player achieves a gammon.



This control allows the use of digitized sound to be turned off or on.



When digitized sounds are on this control allows specific sound events to be enabled or disabled.
A sound event is enabled when the checkbox to the right of its description is checked.



Clicking this button enables all sound events.



Clicking this button enables a quiet subset of sound events.



Clicking this button enables only those sound events associated with moves.



Click this button to accept any changes made and close the sounds settings dialog box.



Click this button to undo any changes made and close the sounds settings dialog box.



One potential mechanism for arriving at this help page.



Music Settings Dialog

The Music Settings Dialog controls MIDI music output in MVP Backgammon. For a general
discussion of the use of sound and music in the game see Music and Sound.
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The Music On/Off Radio Buttons enable or disable MIDI music output. This option is enabled
by default if the required harware is present, and the Windows installation has a MIDI Sequencer
driver available.

The Track field shows the currently playing track, if any.

The Right and Left Volume Sliders are enabled if the MIDI device supports volume changes. The
volume may be adjusted for both channels using these sliders, or for single-channel volume
using the left-channel slider.

The Select Tracks Button opens the Select MIDI Tracks Dialog. When this dialog is opened any
music output stops until it is closed.

The Device Info Buttons opens the MCI Device Information Dialog. This dialog displays
information about the active MCI MIDI Sequencer being used by the game program.




This control allows the playing of MIDI music as background during the game to be turned on or
off.



These two controls allow the volume to be adjusted for the Right and Left channels of MIDI
music. They are enabled if supported by your hardware and Windows installation... and if
everything goes right, which it sometimes does not.



Clicking this button opens up the MIDI track select dialog.



Clicking this button opens up the MIDI Sequencer device information dialog.



This control displays the currently playing track when music is on.



Clicking this button closes the music settings dialog. Changes in this dialog take effect
immediately, so there is no Cancel button.



One potential mechanism for arriving at this help page.



Select MIDI Tracks Dialog

The Select MIDI Tracks Dialog allows the user to configure the musical selections played while
the program is running, and the order in which they are played. The dialog contains a standard
Windows-style Transfer Box. A Transfer Box is two list boxes side-by-side, with buttons
between them which can be used to move selections from one list to the other.

Select MIDI Tracks |
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In this dialog the buttons are used to move tracks from the Don't Play list on the left to the Play
list on the right, or vice-versa. The four buttons are Add, Add All, Remove, and Remove all.

Add and Add All move tracks from the Don't Play list to the Play list. Add moves only those
tracks currently highlighted in the Don't Play list, while Add All moves all tracks. Tracks are
highlighted in either list by clicking them with the mouse. Multiple tracks may be highlighted.

Remove and Remove All move tracks from the Play list to the Don't play list, and function
exactly as the Add and Add All buttons described above.

Tracks in the Play list will be played continuously starting with the top track and moving to the
bottom. Once the tracks are set up the user can accept the current lists by clicking the OK button.
Clicking on Cancel discards any changes made to the lists. Note that if all the tracks are removed
from the Play list the program disables musical output.

In addition to moving tracks between the lists, the user can add or remove tracks from either list
using the New and Delete buttons. Think of the set of tracks in both lists as a pool of tracks
which are divided between play and don't play lists as described above. The New and Delete
buttons allow tracks to be added to or removed from this pool.

Selecting New displays the Add MIDI Track Dialog. In this dialog the user can enter the file path
of a MIDI track on the system disk, and also a name for display in the lists. The track will be
added to the currently active list. If no name is given the name will be formed from the disk file




name.

Selecting Delete removes the currently highlighted track from either list. The Delete button is
only active when a track is highlighted.



This list box shows the list of MIDI tracks that will not be played as part of the repeating
sequence of background music.



This list box shows the list of MIDI tracks that will be played as part of the repeating sequence
of background music.



This button is enabled when a track name is selected in the Don't Play listbox. Clicking it moves
the track over to the Play listbox.



This button is enabled whenever there are any tracks listed in the Don't Play listbox. Clicking it
moves all tracks over to the Play listbox.



This button is enabled when a track is selected in the Play listbox. Clicking it moves the track
over to the Don't Play listbox.



This button is enabled whenever there are any tracks listed in the Play listbox. Clicking it moves
all tracks over to the Don't Play listbox.



Click this button to accept all changes and close the MIDI track select dialog box.



Click this button to undo all changes and close the MIDI track select dialog box.



This button opens the Add MIDI Track Dialog, allowing new tracks to be added to the play
management lists.



This button is active when a track is highlighted in either list, and allows the track to be deleted
from the play management lists.



Add MIDI Track Dialog

The Add MIDI Track Dialog allows the user to specify the name and disk file path of a new
MIDI track to be added to the play management lists. The new track may be any General MIDI
track configured for the Windows MIDI Mapper.
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There are two edit fields in this dialog. The Track List Name edit provides space for the list
display name of the track. This is the text that will show up in the play management lists. If no
name is supplied the display name will be formed from the file name.

The Track File Name edit receives the full path and name of the track file on the system disk.
This field is mandatory. The path can be typed in manually, or the user can select the Browse
button and use a standard Windows file browsing dialog to find the track.

Once the new track information has been specified clicking OK will close the dialog and add the
track to the currently active play management list.



The Browse button opens a standard Windows file browser dialog, in which the user can locate a
MIDI file on disk. When the dialog is closed the Track File Path edit is filled with the selected
path and file name.



Selecting the Cancel button disgards any information entered in the dialog and returns the user to
the Select MIDI Tracks Dialog.



Selecting the OK button accepts the information entered in the Dialog.



This edit is for the full path to the new MIDI file on the system disk.



This edit is for the list display name for the new track. If no display name is given one will be
formed from the file name.



MCI Device Info Dialog

The MCI Device Information Dialog displays information about the MCI MIDI Sequencer
device currently in use by the program.



Player List Dialog

The Player List Dialog is opened by choosing Define Players from the Options Menu. It lists the
available players from the BACKG.CPL and BACKG.HPL files stored in the program directory.

= Available Players

Annalise
Reginald de Cologne
Bernard Duff

| Computer

To select whether Computer or Human players are listed click on the player type button located
directly below the listbox. This button displays the current player type and toggles when clicked.
Once you have the list you want there are several actions you can take:

Clicking on Add opens the Add Players Dialog, where a new player profile can be defined and
stored in the database.

Clicking on Edit opens the Edit Players Dialog for the currently highlighted player in the list. All
of the characteristics of a player can be changed in this dialog. The Edit dialog can also be
opened by double-clicking the name of a player in the listbox.

Clicking on Delete removes the currently highlighted player from the file. The program will
prompt to confirm the deletion before taking action. Since some actions in this dialog, like
Delete, cannot be undone, the dialog does not have a Cancel button. Clicking on OK closes the
dialog.



This listbox shows the players currently in the human or computer database. Which database is
used for the list depends on the state of the player type button. Double-clicking on a player name
opens on of the player edit dialogs.



Clicking this button toggles the player list between human and computer players. The text on the
face of the button indicates which type of player is currently listed.



Clicking this button closes the player list dialog. Changes made in this dialog are independently
confirmed, and so there is no Cancel button.



Clicking this button opens up the Add Player dialog to add a new player of the currently listed
type.



This button is enabled whenever a player name is selected in the player listbox. Clicking it
deletes the selected player from the database. The program prompts for confirmation before
deleting the player.



This button is enabled whenever a player name is selected in the player listbox. Clicking it opens
up the player edit dialog for the currently listed player type.



Add/Edit Players Dialog

In the Add/Edit Players Dialog the user can either add a new player, or edit an existing one,
dependending on how the dialog was opened from the Player List Dialog.
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The Character Portrait shows the picture that will be assigned to the player. There are a number
of images to choose from. Clicking on the arrows beneath the portrait will cycle through the
available pictures.

The Character Name edit allows the player's name to be defined. There is a limit of 25 characters
on the length of a player name.

The three Skill Radio Buttons define the player's level of skill at the game. Expert players know
all the rules and strategies, and have a nearly perfect ability to see potential moves on the board.
Intermediate players are more average in their abilities, and Novice players are likely to play at
the level of a beginner. These buttons are not visible when adding or editing a human player
profile.

The Reset History button clears the player's match history statistics. You will be prompted to
confirm that you want to reset the stats. If you click on Yes, the player's stats will be set to zero.

Once the new player has been set up, or the existing player edited, clicking OK will accept all
changes and close the dialog box. Clicking on Cancel will discard any changes made to the
existing or new player.



This control shows the currently selected portrait for the player being edited or added to the
database. Clicking on the arrows below the portrait cycles through the available pictures.



This control is where the name of a player is displayed, and can be edited. Player names are
limited to 25 characters.



The player skill radio buttons are displayed when adding or editing a computer controlled player.
There are three skills available: novice, intermediate, and expert. Novice players use the Eval_B
static move evaluator. Intermediate players use the Eval_G static evaluator. Expert players use
the Fiona monolithic back-propagation neural network to evaluate moves. Expert players are
available only in the registered version of the game.



Clicking this button resets the player's match play history. All counts are set to zero.



Click this button to accept any changes made and close the player edit dialog box.



Click this button to undo any changes made and close the player edit dialog box.



One potential mechanism for arriving at this help page.






Menus, Dialogs, and Controls

This section describes the various menu choices, dialog boxes, and controls used in playing MVP
Backgammon. The menu choices which are available vary between the shareware and registered
versions; where this is the case the description notes it. The main board graphic below has
various links to brief descriptions of board features. For more detailed information see the links
below the graphic.

Menu Choices

Dialog Boxes
Status Bar



The playing surface is divided into four "tables." This one is an "outer table" which stones pass
through on their way to the inner tables. Much of the mid-game action takes place in the outer
tables. In MVP Backgammon this specific outer table always belongs to player 2. Player 1's outer
table is directly across the board from it. A table consists of six "points" on which stones may be
placed during play.



The playing surface is divided into four "tables." This one is an "inner table" into which all
stones must be moved before bearing off can begin. In MVP Backgammon this inner table
always belongs to player 2. Player 1's inner table is directly across the board from it. A table
consists of six "points" on which stones may be placed during play.



The doubling cube multiplies the stakes in a game under certain circumstances. It is active when
a match game is played with wagering enabled. At the start of the game it is placed in the center
of the bar, displaying the number 64, and either player may offer a double. Once a player has
offered a double, and it has been accepted, the cube moves to the other player's side of the board
to signify that that player now has control of the cube, and is the only player who may offer the
next double. Control then alternates from player to player for the remainder of the game.



The Bar splits the center of the board vertically, dividing inner and outer tables. Besides being
the point at which a portable board folds up, it is also where "hit" stones are placed during play.
When a stone is placed on the bar the player who owns it must roll off of the bar and into the
opponents inner table, from whence the stone must travel back around to the owner's inner table.



The game of backgammon is played with pieces that are traditionally called"stones." Each player
has fifteen of these pieces at the start of the game,arrayed as shown in the graphic. The objective
is to move the stones byroll of the die in the direction of the owner's inner table, from whichthey
can be born off into the cradle.



This section of the status bar reports messages from the game to you. It changes with the context
of the game, and often with the position of the mouse cursor. If you are ever unsure of what to do
next, look here!



This section of the status bar reports the number of individual moves available from a roll of the
die. For example, if you roll a 3-4, a numeral 3 and a numeral 4 appear in this area. If you roll
double 6's then four numeral 6's appear. As each stone is moved the roll used disappears from the
status bar until the area is blank, and no more moves remain.



This section of the status bar displays the name of the player who currently has control of the
board. Having control may mean that the game is waiting for the player to roll, to move stones,
or to put the dice away.



This section of the status bar displays the current total wager in points. It is active when a match
is played with wagering enabled. The total wager is the base wager multiplied by the doubling
cube factor.



This section of the status bar displays the "pip counts" for both players in the format
player1/player2. The pip count is the total number of points needed to move all of a player's
stones into the cradle. It is a measure of the remaining distance a player's stones must cover, and
an accurate indicator of which player is winning.



There are two cradles into which stones are placed as they are born off of the player's inner table
at the end of the game. They are also where the stones are stored when the game board is not in
use. The upper cradle belongs to player 2, and the lower cradle belongs to player 1.



The dice cup is where the two die are stored when they are not on the board. The dice are on the
board only after they have been rolled, and until all moves have been taken. At all other times
they are in the cup. The cup is an active game control. You click it to roll the dice at the start of
your turn, and you click it to put them away at the end of it. The mouse cursor will often change
shape when it passes over the cup to indicate what action can be taken by clicking on it.



The dice are placed onto the game board when rolled. At all other times they are stored in the
dice cup.



The left-hand cradles and dice cup are inactive in MVP Backgammon. If you could fold up the
board they would be used to keep everything in place during transport. But of course you can't.
You can minimize it, but these areas have no real role to play in keeping the playing implements
from falling about when the game is displayed as an icon.



The board is arranged as four tables of six points each, for a total of 24 points. In MVP
Backgammon player 1 is always moving stones from the top right of the board counter-
clockwise towards his or her inner table at bottom right. Player 2 always moves clockwise from
player 1's inner table at bottom right to his or her inner table at top right. Thus in the graphic
player 1 "owns" the bottom of the board, and player 2 "owns" the top.



Originally the "points" were simply twelve lines which spanned the board from top to bottom,
and on which stones could be alligned. The lines evolves into points, and ultimately into
alternately-colored points, in order to make counting moves easier and more accurate.



Menu Choices

The main window menubar contains several drop down menus which are used to perform
various functions in the game.

Games Menu

Options Menu
Moves Menu

Help Menu
In addition the main menu contains a control used during match play for doubling the current

stakes. This control is located between the Moves and Help drop-down menus. Match play is
available in the registered version of the game.



Games Menu

The Games Menu is where games are started, matches continued, and ongoing spectacles of both
kinds saved or loaded. The program can be exited from this menu as well.

New Game
New Match

New Match, Claim, and Resign relate to match play, and are disabled in the shareware version of
the game.



Options Menu

The Options Menu allows you to customize many of the game's features, view match statistics,
define new players, and access the special Edit Mode for setting up your own play scenarios.

Edit Mode
Preferences

Define Players
Match Statistics

Match Statistics relates to match play, and is disabled in the shareware version of the game.




Help Menu

The Help Menu allows you to access the MVP Backgammon help facility from the program's
menu bar, or display the Credit and About dialogs. You can also access the help file by double-
clicking it in File Manager.

Clicking on Rules in the Help Menu opens the help file and positions the window on the Rules of
the Game section.

Clicking on Contents in the Help Menu opens the help file and positions the window on the
Contents section.

Clicking on About in the Help Menu displays the About MVP Backgammon dialog box.
Clicking on Credits in the Help Menu displays the Credits dialog box.

In the shareware version of the game clicking on How To Register displays information on how
to register the game.



The Moves Menu

The Moves Menu contains several controls which are used during game play to see or reverse
moves.
Undo Move

Suggest Move
Show Last Move




Dialog Boxes

Many of MVP Backgammon's features are accessed through Dialog Boxes. Dialogs are windows
which contain controls in which you can enter text or make choices. Dialogs are displayed on top

of the main game window.

All but a few of the dialogs in MVP Backgammon contain three standard controls: an OK button,
a Cancel button, and a Help button. The OK button accepts any changes made to the contents of
the dialog. The Cancel button discards any changes made to the contents. The Help button
displays the help topic associated with the particular dialog that is displayed.

New Game Dialog
Match Definition Dialog
Match Statistics Dialog
First Turn Dialog
Preferences Dialog
Match Settings Dialog

Graphics Settings Dialog
Sound Settings Dialog

Music Settings Dialog
Select MIDI Tracks Dialog
Add MIDI Tracks Dialog
MCI Device Info Dialog
Plaver List Dialog

Add Players Dialog

Edit Players Dialog







Quick Start

For those players wanting to get right into the game, saving the pleasure of reading this entire
help file for later, the following guide may prove useful:

1. Start MVP Backgammon by clicking on the program icon in Program Manager. The program
icon resembles a closed board case. If you haven't installed the program into a group you can use
the File | Run menu choice in Program Manager to execute BACKG.EXE.

2. From the Main Menu choose Games | New | Game.

3. When the New Game Dialog comes up for the first time it is set to play a human named
"Anonymous" against an expert computer player. You can start a game right away by accepting
the default setup. Otherwise see Managing Players, or click the New Game Dialog hotlink at the
top of this paragraph.

4. Click on OK to close the dialog.

5. When the First Turn Dialog appears click the "Roll" button underneath Player 1's die.

6. Repeat this action until both players have rolled different die and the "OK" button is enabled.
7. Click on OK to close the dialog.
8. If the computer rolled the high die it will now take a turn, otherwise...

9. It is your turn. Move the mouse cursor over the die cup. The cursor will change to show a set
of dice. Click on the die cup. Your roll will be placed on the board and the mouse cursor will
change to a hand.

10. Look at the Status Bar. The second field from the left shows the total moves available as
individual figures for each die rolled.

11. Decide which stones to move. See the Rules for information on how to make moves.

12. Place the mouse cursor over the stone to move and depress the left button. If the pickup is
legal the stone will snap to the cursor, otherwise the cursor will become an 'X' shape.

13. Holding the mouse button, drag the stone to the destination Point and release the mouse
button. If the drop is legal the stone will snap into place on the point, otherwise it will return to
the origin Point.

14. Continue to move stones until your rolls are exhausted. The mouse cursor will change back
to an arrow, and the roll indicator on the Status Bar will be empty.

15. Move the mouse cursor over the die cup. The cursor will change to a set of dice with an
arrow. Click on the die cup to put the dice in the cup and pass control to your opponent.

16. Repeat the turn sequence until one or the other player has removed all stones from the board.
The game ends automatically when either player removes the final stone.






Un-installing MVP Backgammon

While we cannot imagine a situation which would be so dire as to motivate someone to actually
un-install MVP Backgammon, we thought it would be nice to provide a few notes on how to do
it in case some game-weary customer should go mad. Herewith, un-installing MVP
Backgammon:

Delete the directory and all the files in it. Change to your \WINDOWS directory and delete the
BACKG.INI file. That's it.

Oh, and you may also want to clean up in Program Manager by deleting the program icon.









