BACKGAMMON
for the AMSTRAD CPC 464

Backgommon is o fost-moving boord game where the
players use their wifs fo ploy srategies making the best use
of chance from the throw of he dice. For newcomers fo the
gome there are rules ond fips for ploy loter on this inlay
cord. All the options of this version are
summarised within the program itself.

TO LOAD, prepare rewound fope ond press smll
ENTER key while holding down CTRL. Speedlood on
one side of his cassette, After loading, PRESS 2 o ploy
or 1o see the instructions.

On your move simply enfer stondard co-ordinates.
K4, for exomple, will move one of your men four points
forward from K, Ingtead of moving, ofter yourdice
throw, you may select one of hese options by typing O}

OPtions....

Q quits curent gome. B o chonge mode of dice role
(manval or computer)

§ 1o swap ploces with your computer opponen

€ 1o alter the board colours

You will be outomaticolly returned fo the game after
complefing one of these options by following the screen
prompts.

The SCORE wil be disployed o the end of each game.

BACKGAMMON FOR BEGINNERS

The gome starls with your men and your opponents' pieces
in predetermined posiions. The purpose of the game s fo
move your men anfi-lockwise around the boord until they
are ollin your ‘iner table’ (points Fto A). Once they have
oll arrived you moy start bearing off.

Your opponent will be moving his men the other way, olso
irying fo make best use of hs dice throws, The winner is he
one who bears off all his men firs,

Blocking: A piece may nof be moved fo o point where
there are two or more opponents. Use this strategy, of
moving in pairs and monapolising points, fo hinder your
opponent,

A hit: One mon olone on a point is vulnerable. If the
opponent londs o man on this point he is refurned ‘o the
bar', which means put in the centre and forced fo stort ol
over again. Men on the bar have fo be re-entered before
ony ofher man can be played, which can be hard when your
opponent is monopolising hs 'iner foble’, Try notfo leave
men vulnerable fike his.

Return from the bar, uses fhe co-ordinate Z, You
have fo be able fo return o o free poinf or one with only
one man on i, or you forfeit the furn, Even your men n the
inner table ready fo bear off may not move unfilht pieces
are refumed from the bor.

Dice throws: You get two numbers which you con
apply o any piece, either both or separately. For each
number enter fhe starting point ond the number
of points to be moved, ¢ g. K4

You must move by the exact number shown on the dice,
which means fhat if you throw 4 and 2, one man can move

four points, another can move wo, or one can move firs
four, then two.

Doubles ollow twice os many moves and are good for
securing postions by moving two men fogether. Double
tree, for example, allows you to moke four individuol
moves of fhree points.

Who starts the game is determined by o single die
throw of the beginning. The sfarter uses these two opening
numbers for his first move, his own, and his opponent's

Both dice throws must be used, i possble, i
any order. Sometimes you wilfind your moves blocked by
the opponent, in which case the tur i ost. f only one con
be ployed it has fo be the lorger number.

You win by beoring off ll your men first Once ollyour
men are in the inner foble (ast section of the board| you
are ot iberty fo make moves lower thon the number shown
on the die. A mon three points from bearing off may use o
throw of four to bear off, for example. The exception to
this would be throwing say a five when you have no man
there but do have o man six points from bearing off, Thi
man must be moved before any lower numbers can be
used.

I you bear off all your men before your oppanent getsoff
any you have won o GAMMON (o double game|. [the
sill has o man left on the bar, or in your own inner fable, i

is o BACKGAMMON or triple game.

WE VERY MUCH HOPE THAT YOU ENJOY THIS PROGRAM. I
WAS WRITTEN BY PI SOFTWARE. PUBLISHED BY DEEP
THOUGHT AND DISTRIBUTED BY (P SOFTWARE OF
10 ALEXANDRA ROAD HARROGATE HGI 3K,

©pI Software 1985

ALL RIGHTS: DEEP THOUGHT SOFTWARE

OTHER AMSTRAD PROGRAMS FROM
CP SOFTWARE, by mail order or from
good retailers:s

SUPERCHESS £9.95

BRIDGE PLAYER £9.95

PINBALL WIZARD £8.95 orcade action
DRAUGHTS £8.93

(Schools and hobby clubs may obtoin discount for five or
more copies by writing direc!

WANTED: Good quality Amstrad programs for the
intelligent user. Top royalties from this long-established
company.

PROBLEMS: It you should be unlucky enough fo have
any problem whatsoever with this cassette refur it not fo

your shop but stright to CP Software who willsend you o
replacement f once,



