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1 Introduction

This manual describes how to use GNU Backgammon to play and analyse backgammon games and matches. It corresponds to
version 1.00.0 (updated in August, 2013).

GNU Backgammon (gnubg) plays and analyses both money game sessions and tournament matches. It evaluates and rolls
out positions, and much more. Driven by a command-line interface, it displays an ASCII rendering of a board on text-only
terminals, but also allows the user to play games and manipulate positions with a graphical GTK+interface. GNU Backgammon
is extensible on platforms which support Python.

File Edit View Game Analyze Settings Go Help

ODee B & v x« 4 F & »F @& ©

New Open Save Export Resign | Undo Hint Edit Direction = Stop
(41 (4] () () () () [ b b o ]

# gnubg anthen
0 13: B/ 6/5

13 14 15 16 17 18 19 20 21 22 23 24 22 2a22(2) 6/a(2) R
2 63; 13/10%/4 13: bar/22 6/5
3 14:13/8 32: 24/22 13/10
4 35:13(5 54:10/4 8/4
5 24:6/2 42 66: 22/16(2) 13/7(2)
6 45: 8/4 82 31: 8/4
7 52:8/35/2 36: 16/12 16/10
8 65:13/8 13/7 64: 13/7 10/6
9 44:8/4 7/3 6/2(2) Double to 2
10 Drop

Didn't double Rolled 36 (-0.047) Moved 24/15

v - v

Checker play | Cube decision I

1 Cubeful 2-ply -0.063 24/18 13/10
0.493 0.112 0.003 - 0.507 0.148 0.005

D

2 Cubeful 2-ply -0.064 -0.002 24/15
0.494 0.101 0.002 - 0506 0.142 0.004

3 Cubeful 2-ply -0.153 -0.090 13/4
0.463 0.123 0.004 - 0.537 0.161 0.008

12 11 10 9 8

4 Cubeful 2-ply -0.158 -0.095 13/10 13/7

0.463 0.126 0.004 - 0537 0.161 0.009
) gnubg ' anthon 5 Cubeful 0-ply -0.251 -0.188 24/18 8[.5 (=]
Match: unlimited E]
Score: 0 Score: 0
Pips: 159 (-4) Pips: 163 (+4) E]

]

GNU Backgammon is a world class opponent and rates at around 2100 on FIBS, the First Internet Backgammon Server - at
its best, it is in the top 5 of over 6000 rated players there). GNU Backgammon can be played on numerous other on-line
backgammon servers.

The following features can be found in the current release of GNU Backgammon.

e A command-line interface (with full command editing features if GNU readline is available) that lets you play matches and
sessions against GNU Backgammon with a rough ASCII representation of the board on text terminals.

* Support for a GTK+ graphical user interface with both 2D and 3D views of the board.

* Tournament match and money session cube handling and cubeful play. All governed by an underlying cubeless money game
based neural net.

* Support for both 1-sided and 2-sided bearoff databases: 1-sided bearoff database for 15 checkers on the first 6 points and
optional 2-sided database kept in memory. Larger 1-sided and 2-sided databases may be stored on disk.
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* Automated rollouts of positions, with lookahead and variance reduction where appropriate. Rollouts may be extended.
* Automatic and manual annotation (analysis and commentary) of games and matches.

* Record keeping of player statistics in games and matches using relational databases (SQLite, MySQL, and PostgreSQL are
supported).

* Loading and saving analysed games and matches as .sgf files (Smart Game Format).

* Importing of positions, games, and matches from a number of standard file formats, including: native GNU Backgammon file
(.sgf), Jellyfish Match (.mat), GridGammon Save Game (.sgg), FIBS Oldmoves (.fibs), Jellyfish Position (.pos), Snowie Text
(.txt), TrueMoneyGames (.tmg), GammonEmpire Game (.gam), PartyGammon Game (.gam), and BGRoom Game (.bgf).

* Exporting of positions, games, and matches to a number of standard file formats, including: native GNU Backgammon file
(.sgf), Hypertext Markup Language (.html), Jellyfish Game (.gam), Jellyfish Match (.mat), Jellyfish Position (.pos), LaTeX
(.tex), Portable Document Format (.pdf), Plain Text (.txt), Portable Network Graphics (.png), Postscript (.ps), Snowie Text
(.txt), and Scalable Vector Graphics (.svg).

 Python Scripting ability.

* Native language support; 13 languages are complete or in progress: (cs_CZ, da_DK, en_GB, en_US, es_ES, fr_FR, de_DE,
is_IS, it_IT, ja_JP, ro_RO, ru_RU and tr_TR)

1.1 GPL copying/warranty info

GNU Backgammon is developed under the GNU General Public License (GPL) and it is part of the GNU project. For more
information about the GNU project please visit their website: https://www.gnu.org/ For more information about free software in
general please visit The Free Software Foundation at: https://www.fsf.org/.

2 Rules of the game

This section describes how to play a game, a match, or a session of money games against GNU Backgammon or a human
opponent. It is taken directly from the rules section of Backgammon Galore , courtesy of Tom Keith.

2.1 Setup

Backgammon is a game for two players, played on a board consisting of twenty-four narrow triangles called points. The triangles
alternate in color and are grouped into four quadrants of six triangles each. The quadrants are referred to as a player’s home
board and outer board, and the opponent’s home board and outer board. The home and the outer boards are separated from each
other by a ridge down the center of the board called the bar.
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DuterLEuard Red's Hulne Board

F | r |

AT

i i
Outer Board White's Home Board

Bar —$

Figure 1: A board with the checkers in their initial position.

An alternate arrangement is the reverse of the one shown here, with the home board on the left and the outer board on the right.

The points are numbered for either player starting in that player’s home board. The outermost point is the twenty-four point,
which is also the opponent’s one point. Each player has fifteen checkers of his own color. The initial arrangement of checkers is:
two on each player’s twenty-four point, five on each player’s thirteen point, three on each player’s eight point, and five on each
player’s six point.

Both players have their own pair of dice and a dice cup used for shaking. A doubling cube, with the numerals 2, 4, 8, 16, 32, and
64 on its faces, is used to keep track of the current stake of the game.

2.2 Object of the Game

The object of the game is for a player to move all of his checkers into his own home board and then bear them off. The first
player to bear off all of his checkers wins the game.

T

p

e,

i\

i

I_EN

Figure 2: Direction of movement of White’s checkers. Red’s checkers move in the opposite direction.
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2.3 Movement of the Checkers

To start the game, each player throws a single die. This determines both the player to go first and the numbers to be played. If
equal numbers come up, then both players roll again until they roll different numbers. The player throwing the higher number
now moves his checkers according to the numbers showing on both dice. After the first roll, the players throw two dice and
alternate turns.

The roll of the dice indicates how many points, or pips, the player is to move his checkers. The checkers are always moved
forward, to a lower-numbered point. The following rules apply:

1. A checker may be moved only to an open point, one that is not occupied by two or more opposing checkers.

2. The numbers on the two dice constitute separate moves. For example, if a player rolls 5 and 3, he may move one checker
five spaces to an open point and another checker three spaces to an open point, or he may move the one checker a total of
eight spaces to an open point, but only if the intermediate point (either three or five spaces from the starting point) is also

e

Figure 3: White opens the game with 53.

3. A player who rolls doubles plays the numbers shown on the dice twice. A roll of 6 and 6 means that the player has four
sixes to use, and he may move any combination of checkers he feels appropriate to complete this requirement.

4. A player must use both numbers of a roll if this is legally possible (or all four numbers of a double). When only one
number can be played, the player must play that number. Or if either number can be played but not both, the player must
play the larger one. When neither number can be used, the player loses his turn. In the case of doubles, when all four
numbers cannot be played, the player must play as many numbers as he can.

2.4 Hitting and Entering
A point occupied by a single checker of either color is called a blot. If an opposing checker lands on a blot, the blot is hit and
placed on the bar.

Any time a player has one or more checkers on the bar, his first obligation is to enter those checker(s) into the opposing home
board. A checker is entered by moving it to an open point corresponding to one of the numbers on the rolled dice.

For example, if a player rolls 4 and 6, he may enter a checker onto either the opponent’s four point or six point, so long as the
prospective point is not occupied by two or more of the opponent’s checkers.
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«—

8

Figure 4: White rolls 64 with a checker on the bar.

If White rolls [64] with a checker on the bar, he must enter the checker onto Red’s four point since Red’s six point is not open. If
neither of the points is open, the player loses his turn. If a player is able to enter some but not all of his checkers, he must enter
as many as he can and then forfeit the remainder of his turn.

After the last of a player’s checkers has been entered, any unused numbers on the dice must be played, by moving either the
checker that was entered or a different checker.

2.5 Bearing Off

Once a player has moved all of his fifteen checkers into his home board, he may commence bearing off. A player bears off a
checker by rolling a number that corresponds to the point on which the checker resides, and then removing that checker from the
board. Thus, rolling a 6 permits the player to remove a checker from the six point.

If there is no checker on the point indicated by the roll, the player must make a legal move using a checker on a higher-numbered
point. If there are no checkers on higher-numbered points, the player is permitted (and required) to remove a checker from the
highest point on which one of his checkers resides. A player is under no obligation to bear off if he can make an otherwise legal
move.

T

Figure 5: White rolls 64 and bears off two checkers.

A player must have all of his active checkers in his home board in order to bear off. If a checker is hit during the bear-off process,
the player must bring that checker back to his home board before continuing to bear off. The first player to bear off all fifteen
checkers wins the game.
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2.6 Doubling

Backgammon is played for an agreed stake per point. Each game starts at one point. During the course of the game, a player who
feels he has a sufficient advantage may propose doubling the stakes. He may do this only at the start of his own turn and before
he has rolled the dice.

A player who is offered a double may refuse, in which case he concedes the game and pays one point. Otherwise, he must accept
the double and play on for the new higher stakes. A player who accepts a double becomes the owner of the cube and only he may
make the next double.

Subsequent doubles in the same game are called redoubles. If a player refuses a redouble, he must pay the number of points
that were at stake prior to the redouble. Otherwise, he becomes the new owner of the cube and the game continues at twice the
previous stakes. There is no limit to the number of redoubles in a game.

2.7 Gammons and Backgammons

At the end of the game, if the losing player has borne off at least one checker, he loses only the value showing on the doubling
cube (one point, if there have been no doubles). However, if the loser has not borne off any of his checkers, he is gammoned and
loses twice the value of the doubling cube. Or, worse, if the loser has not borne off any of his checkers and still has a checker on
the bar or in the winner’s home board, he is backgammoned and loses three times the value of the double cube.

2.8 Optional Rules
The following optional rules are in widespread use.

1. Automatic doubles. If identical numbers are thrown on the first roll, the stakes are doubled. The doubling cube is turned
to 2 and remains in the middle. Players usually agree to limit the number of automatic doubles to one per game.

2. Beavers. When a player is doubled, he may immediately redouble (beaver) while retaining possession of the cube. The
original doubler has the option of accepting or refusing as with a normal double.

3. The Jacoby Rule. Gammons and backgammons count only as a single game if neither player has offered a double during
the course of the game. This rule speeds up play by eliminating situations where a player avoids doubling so he can play
on for a gammon.

2.9 Rules for Match Play

When backgammon tournaments are held to determine an overall winner, the usual style of competition is match play. Competi-
tors are paired off, and each pair plays a series of games to decide which player progresses to the next round of the tournament.
This series of games is called a match.

Matches are played to a specified number of points. The first player to accumulate the required points wins the match. Points
are awarded in the usual manner: one for a single game, two for a gammon, and three for a backgammon. The doubling cube is
used, so the winner receives the value of the game multiplied by the final value of the doubling cube.

Matches are normally played using the Crawford rule. The Crawford rule states that if one player reaches a score one point short
of the match, neither player may offer a double in the immediately following game. This one game with no doubling is called the
Crawford game. If the Crawford game is won by the trailing player then the doubling cube becomes available in all subsequent
games (and it’s most often in the best interests of the trailing player to double immediately in these games).

Match to 5 White Black Doubling
White wins 2 2 0 Allowed

Black wins 1 2 1 Allowed

White wins 2 4 1 Allowed

Black wins 1 4 2 Crawford Game
Black wins 2 4 4 Allowed

White wins 2 6 4 Allowed
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In this example, White and Black are playing a 5-point match. After three games White has 4 points, which is just one point
short of what he needs. That triggers the Crawford rule which says there can be no doubling in next game, Game 4.

There is no bonus for winning more than the required number of points in match play. The sole goal is to win the match, and the
size of the victory doesn’t matter.

Automatic doubles, beavers, and the Jacoby rule are not used in match play.

3 Starting GNU Backgammon

3.1 Linux and Unix

If GNU Backgammon is properly installed on your system, you can start it by simply typing gnubg at the command prompt. If
you want to start the GNU Backgammon command-line interface, you can type gnubg --tty or gnubg -t. With this option, GNU
Backgammon starts without the graphical user interface. There is also other options which can be added at the start-up.

3.2 Microsoft Windows

The builds of GNU Backgammon which may be downloaded from the main GNU Backgammon page comes with an installation
system. The installation system will create a launch menu item in your start menu. Usually the menu item can be found by
choosing Start — Programs — GNU Backgammon — GNU Backgammon.

GNU Backgammon also has a command-line interface. This is supplied as a separate executable file on Microsoft Windows. You
can start this version of GNU Backgammon by choosing Start — Programs — GNU Backgammon — GNU Backgammon CLIL

3.3 Mac OS X

Once you have installed both an X11R6 server and GNU Backgammon for Mac OS X, you can run GNU Backgammon for Mac
OS X by:

1. Start your X11R6 server;

2. Once your X11R6 server is running, in one of its Terminal windows (by default, Apple’s X11 opens one such window at
start-up, and XDarwin opens three), do the following:

(a) If you have installed GNU Backgammon in your private Applications folder, type cd Applications/gnubg to get into
GNU Backgammon for Mac OS X’s folder, and then type ./gnubg to run it;

(b) If you have installed GNU Backgammon in the global, top-level Applications folder, type cd /Applications/gnubg
to get into GNU Backgammon for Mac OS X’s folder, and type ./gnubg to run it;

3.4 Command line options

The following options control the startup of GNU Backgammon. Most options are available in all versions of GNU Backgammon,
but notably, the -w and -t options do not work under Microsoft Windows where separate command-line and GUI applications
exist instead.

Example 3.1 GNU Backgammon startup options

Usage:
gnubg [OPTION...] [file.sgf]

Help Options:

-h, —--help Show help options
—-—help-all Show all help options
-—help-gtk Show GTK+ Options
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Application Options:

-b, —-—no-bearoff
-c, ——commands=FILE
-1, —-—-lang=LANG
-p, ——python=FILE
-g, ——quiet
=, ==NO=EE
=8, =—splash
-t, —--tty

interface
-v, —-version
-w, ——window-system-only
-d, ——debug
-D, —--datadir
-P, —--pkgdatadir
-0, ——-docdir
-s, —-—-prefsdir

--display=DISPLAY

Do not use bearoff database

Evaluate commands in FILE and exit

Set language to LANG

Evaluate Python code in FILE and exit

Disable sound effects

Do not read .gnubgrc and .gnubgautorc commands

Show GTK splash screen

Start the command-line instead of using the graphical

Show version information and exit

Ignore tty input when using the graphical interface
Turn on debug

Specify location of general data

Specify location of program specific data

Specify location of program documentation

Specify location of user’s preferences directory

X display to use

4 Playing a game

4.1 Starting a new match or session

To start a new game, match or session choose File — New, or use the New button in the toolbar. This will open a dialog box,
where you can select the main options for the new backgammon game you are about to begin.

: : GNU Backgammon - New
Shorkcut butkons

2 B ODBE®»BE D6 L 3 65 i3

Match settings
Length: 7 5

Plaver settings
{EI' Current plaver settings

{:} GMU Backgarmmon ws, Hurman

[ ] Manual dice
[] Tutor mode

{:I' Human s, Human

Modify plaver settings. .. |

K. | iZance|

Figure 6: The dialog for starting a new match.

The shortcut buttons are the quickest way to start the game or match. If you click on the button with the $ sign, you will start a
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new money game session immediately. If you click on a numbered button, you will start a new match of the specified length. If
you click on the pencil-and-paper button you will start editing a position.

The dialog allows a fine tuning of the startup options:

1. In none of the above shortcuts is suitable, clicking OK will start a new match of the length set in the Match length field.

2. You may play against both the program itself or against a friend. If you want to start a match or game against a friend,
select the Human vs. Human option.

3. Normally the dice are generated by a random number generator, but you may use manual dice if you check this option.
Then GNU Backgammon will prompt for the dice roll before each roll.

4. GNU Backgammon comes with a tutor mode. If this mode is active, GNU Backgammon analyses each move you do, and
warn you each time you make a mistake. More about tutor mode later.

5. By clicking on the Modify player settings... button, you will see the whole player setting dialog. Here you define the
playing strength of GNU Backgammon. This dialog will be explained later.

4.2 Rolling the dice

The simplest way to roll the dice is to click in the right board area between the board points. You can also roll the dice from the
menu Game — Roll or with the keyboard shortcut Ctrl-R.

17 1 12 20 21 22 23 24

'fa

Figure 7: Click in the red rectangle to roll the dice.

When you have moved your checkers to make the desired move, you complete your turn by clicking on the dice.
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4.3 Moving the checkers
4.3.1 Moving by drag and drop

One way to move the checkers is to click on a checker you want to move and then drag it, while holding the mouse button
down, to the desired designation point. If you have the option Show target help when dragging checkers enabled, you will see
the a green guiding at any legal target point for the checker you are dragging. You can find this option by choosing Settings
— Options... — Display

4.3.2 Moving checkers by clicking

Move the mouse cursor over the checker you want to move. If you now click the left mouse button, the checker will move the
pips of the left die. If you have already moved one checker, clicking on a new checker will move it according to the pips of the
remaining die. If you click with the right mouse button on a checker, the checker will move according to the right die.

Using this method for moving the checkers can be really effective. Some users prefer showing the higher die to the left. You can
make GNU Backgammon show the highest die to the left if you choose Settings — Options... — Dice and check the check
box labeled Show higher die on left.

4.3.3 Undo a move

Before you complete your move by clicking the dice, it’s possible to undo your moves and return to the position before any
checkers have been moved. You can either click the Undo button in the toolbar, or you can choose Edit — Undo from the menu
or the keyboard shortcut Ctrl-Z.

4.3.4 Some shortcuts

There are some shortcuts for moving the checkers. You can make a new point by right clicking on the empty point that you want
to make. As an example, if you roll 31 as the opening roll, and you want to play 8/5 6/5, you simply place the mouse cursor on
the 5-point and right click. Making points this way also works if you hit a checker, and with doubles.

Another shortcut can be used in the bearoff phase of the game. By clicking in the bearoff tray, two checkers will be born off if
such a move is legal.

GNU Backgammon can auto play forced moves for you. This feature can be enabled by choosing Settings — Options... —
Game , and then check the box Play forced moves automatically.

4.4 Using the doubling cube

4.41 Offering a double

You offer a double to your opponent by clicking on the cube. This will offer the cube immediately. You can also click Game
— Double from the menu or the keyboard shortcut Ctrl-D.

4.4.2 Accepting or declining a cube
You accept a double made by your opponent by clicking on the offered doubling cube at the board. If you want to decline the
double, you can right click on the cube.

There are also three buttons in the toolbar for handling cube offers. These buttons are marked Accept, Decline and Beaver. The
beaver button is only activated in money game sessions where beavers are allowed.
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Accept Decline Beaver

Figure 8: The toolbar double buttons.

There are also menu options from the drop down menu for all the cube actions. Click Game — Take from the menu, to accept
an offered double(Ctrl-T). Click Game — Drop, from the menu, to to decline an offered double(Ctrl-P). Click Game — Beaver,
from the menu, to beaver an offered double.

4.5 Resigning

4.5.1 Offering a resignation

It’s also possible to resign during a game. To resign during play press the Resign button in the toolbar. This is the button with the
image of a white flag. When this button is pressed, a dialog box will appear where you can select if you want to resign a single
game, gammon or backgammon. The resignation dialog may also be reached from the menu system. Click Game — Resign to
offer your resignation.

4.5.2 Accepting or declining a resignation

When a resignation is offered a white square will appear on the board area. The square has a number 1, 2 or 3. A square with a
1, means that a single game resignation is offered, a 2 that a gammon resignation is offered, and a 3, means that a backgammon
is offered. If you’re using a 3D board, the resignation will be a white flag instead of a square.

To accept the resignation click on the numbered square. If you want to decline the resignation, you right click instead. You can
also use the same toolbar buttons as for accepting or declining a double. There is also a menu option for accepting and declining
resignations. Click Game — Agree to resignation from the menu, to accept an offered resignation. Click Game — Decline
resignation from the menu, to decline an offered resignation.

5 Getting hints and Tutor Mode

5.1 Getting hints manually

5.1.1 Getting checker play hints while playing

If you want to get a hint of the best move or the best cube action press the Hint button in the tool bar or the menu option Analyse
— Hint. This will open a hint window.
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Figure 9: The hint window

This Hint window shows a list of all possible moves for the position and dice roll. The different moves are sorted by how GNU
Backgammon ranks each move; there is one move on each line in the list. The rest of the numbers may look a bit complicated
and cryptic but, once you learn what each number means, it isn’t really that bad.

1.

SANE

=~

Rank is the number that shows GNU Backgammon’s rank of the move. All moves evaluated at a given ply are ranked above
those evaluated at a lesser ply. If you use the 0, 1, 2, etc, buttons below the hint list to re-evaluate one or more moves, the
moves will be moved accordingly. Therefore, for accurate results when re-evaluating a move that you are interested in, it
is usually best to re-evaluate all moves above it in the list. (And slipping with the mouse and re-evaluating, e.g., a 3-ply
move at 2-ply may make the move disappear down to the bottom of the list!)

Type is a description of the evaluation that was used to calculate the results. Cubeful means that it is taking into account
the possibility that someone may double. Occasionally you may see several moves with the equity of -1.000, (See Equity
below), despite significantly different winning percentiles. This is because it thinks that if any of these moves are played
then the opponent will double and you should pass. The n-ply is the depth to which GNU Backgammon analysed the
move.

Win is the fractions of games that GNU Backgammon thinks will be won by a single game, gammon or backgammon.
Wg is the fractions of games that GNU Backgammon thinks will be won by a gammon or backgammon.
Whbg is the fractions of games that GNU Backgammon thinks will be won by a backgammon.

Lose is the fractions of games that GNU Backgammon thinks will be lost by a single game, gammon or backgammon.
(Notice that this number is equal to 1 - Win)

Lg is the fractions of games that GNU Backgammon thinks will be lost by a gammon or backgammon.

Lbg is the fractions of games that GNU Backgammon thinks will be lost by a backgammon.
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9. Equity is the overall evaluation of the position by the program, after considering the different win/loss percentiles, the
cube position, and the match score. A 1.000 would mean that you are expected to win a point, a 0.000 would mean that
it is roughly equal, and a -1.000 that you are expected to lose a point. When the evaluation is cubeful this number is not
computable by the win/loss brake down of the previous columns.

10. Diff. is the difference in equity, perceived in comparison to the top ranked move.

11. Move is the move being evaluated. In the case of a red line, it is the move that was played.

5.1.2 Getting cube decision hints while playing

If you’re thinking about a cube decision before rolling you can press the same Hint button in the toolbar, as you pressed when
you wanted checker play hint. The hint window will again appear, but this time it will look a bit different and it will show a hint
of the correct cube decision.

rﬁ GHU Backgammon - Hint g@

iZube analysis

Cubeless 2-ply equity: 40,089 (Money: +0.087)
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3 3. Double, take 0,157  -0.280

Proper cube action: Mo double, take  (24,29%)
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Figure 10: The cube hint window

The first lines is the window dialog shows the evaluation depth, and the cubeless equity with the evaluated probabilities. This
equity is compensated for the match score. The cubeless equity for a money game, where the the calculation of equity is not
compensated for match score, is also reported.

Next follow three lines with cubeful equities. In figure above, the cubeful equity for the player on roll for not doubling at this
turn, is +0.123. The equity for a double and the opponent passing is (of course) +1.000, since the player then will win one point.
(The number is normalized to cube value of one, so even if it is a redouble to 4 or 8 or higher, the cubeful equity for double/pass
is still +1.000 for the doubler.) The third number in figure above is the cubeful equity for the player doubling and the opponent
accepting the double. The different option will be listed in order with the best option highest. The number right to the listed
equities is the differences from the cube decision considered best.
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The last line states the best considered cube action. In the figure above, GNU Backgammon considers the best cube action to be
No double, take. When percentage number right to the proper cube action, is a number which indicates the bluff potential. It is
the necessary percentage chance you think you can bluff your opponent into passing the cube to make the double theoretically
correct. This number is only available when the position is considered No double, take or Too good to double, pass.

5.1.3 The hint tool buttons

As you may see in both figures above, there is a set of buttons below the move list or cube analysis. Here follows a short
description of what each of the buttons does:

1.

2. ..

10.

5.2

Eval will evaluate the selected moves, or the cube decision with the current evaluation setting.

will open the evaluation setting dialog. You can then modify the evaluation setting. More about evaluation settings in
the next chapter.

. 012 34 will evaluate the selected moves or cube decision at cubeful O-ply or cubeful 1-ply or cubeful 2-ply and so on.

Rollout will start a rollout ((A rollout is simply a Monte Carlo simulation of a backgammon position. More about rollouts
in a later chapter.)) of the selected moves or cube decision.

... will open the rollout settings dialog. This dialog will be further described later in this manual.

MWC (Match Winning Chance). If this button is pressed the values in the hint window will be shown as the chance to
win the whole match. If this button is unpressed or there is a money game that’s played, the values in the hint window is
reported as Equity. Notice, The equity in a match is actually a recalculation from match winning chance to equity. This
recalculated number is often referred to as EMG, Equivalent to Money Game. The EMG number is comparable to the
equity in a money game, and are therefore labeled "Equity’.

Show will show the board as it would be after the selected move is made. The button is only available in the checker play
hint window.

. Move will make the move selected in the list. It’s also possible to make a move directly from the list by double clicking on

the move. The button is also available only in the checker play hint window.
Copy will copy the text of all selected moves to clipboard.

Temp. Map will show Sho Sengoku’s temperature map. This map is further described later in the document. When this
window remembers its size and position it will really become useful.

Tutor mode

One of the greatest tools for learning, is Tutor Mode. Tutor mode can be activated by clicking Settings — Options... and then
click on the Tutor flag. Activate Tutor Mode by checking the Tutor mode check box.
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Figure 11: The tutor window

In Tutor Mode, GNU Backgammon will analyse your moves and/or cube decisions and compare them with its choices. You set
the threshold for its alerts, for example, if you set it for bad then it will only warn you when you make a bad mistake. It will then
allow you to re-examine your choice, go right ahead with it, or provide a "hint’ - essentially, showing you its analysis.

The tutor can give warnings on both cube decisions and checker play. If you want the tutor to only warn on cube decisions, you
can uncheck the box for the Checker play. Likewise, if you want it to only warn on checker play decisions, you can uncheck the
box for the Cube decisions.

rﬁ GHU Backgammon - Tutor E]@
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Figure 12: The tutor warning window

In the above figure, you can see a warning dialog from the tutor mode. If you press the button labeled Play anyway, the move you
made will be kept and the game will continue. If you press the Rethink button, the dialog will close and the checkers that you
moved will be returned to their original positions. You can then rethink the position and try an alternative move. Keep doing this
until the Tutor accepts your move as being good enough. Alternatively you can press the Hint button to show the hint window
with its list of possible moves and their evaluations. Finally, if you press the End Tutor Mode button, the dialog will close and
turn Tutor Mode off.

A similar warning window will also appear for poor cube handling.
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6 Setting up a position

Think about the Friday night chouette where there was this tough choice between two move candidates. Which move was the
best? Or what about that match score cube decision from the weekend tournament. Wouldn’t it be nice to be able to set up the
position in GNU Backgammon and ask for its opinion? This is possible in GNU Backgammon, and it’s one of the features that
really can give you the answer to a lot of questions, and in that way give you a better understanding of the game.

6.1 Entering Edit mode

To set up a position, you have to be in Edit mode. To enter Edit mode you simply click the Edit button in the tool bar and can
start editing the current position. There is currently no keyboard shortcut or menu item for entering edit mode. The Edit button
is a toggle button and you will stay in edit mode until you release the button by clicking it again.

If your Edit button in the toolbar is disabled it is because there is no game or match in progress hence no current position to edit.
In this case you can use the New button in the toolbar and then the pencil-and-paper button to enter Edit mode on the opening
position of a unlimited session.

If used from a game in progress, this New-then-Edit sequence enters Edit mode on the current position after normalizing it with
the player on roll on the bottom side and the match length set to unlimited session.

When you are in edit mode you will see the the text (Editing) in the match information box below the board.

6.2 Editing

Setting up a position is basically done by editing the current position. The editing it self is controlled by clicking different areas
of the board and may not be obvious at first hand.

6.3 Clearing the board

In edit mode you can easily clear the board by clicking in one of the bearoff trays. It’s often easier to start setting up a position
with a empty board, so this feature is really handy. When you click on one of the bearoff tray, all checkers will be moved to the
bearoff.
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Figure 13: Click in the one of the areas marked with a red ellipse to clear the board.

You can also just as easy generate the initial position by clicking the opposite trays when in edit mode. Clicking in one of these
trays puts all checkers back to the initial position.




GNU Backgammon Manual V1.00.0 18/72

Figure 14: Click in the one of the areas marked with a red ellipse to get to the initial position.

Note that the bearoff trays change side when the board is displayed with clockwise movement.

In addition, both click-on-tray actions above reset the cube to centered with a value of 1 and clear the dice.

6.4 Quick edit

The default method of editing a position is called Quick edit. It’s based on clicking on the point where you want to place checkers.
The number of checkers placed on the point is depending on where you click, for example if you want to place 3 checkers on a
point, clicking on the location where the third checker would go places 3 checkers. This method should be familiar to Snowie
users.

Clicking with the left button places checkers for playerl, clicking with the right button places checkers for player2. If you want
to place more than 5 checkers, click multiple times on the tip of the point. To clear a point, click on the border of the board below
or above the point - depending on if the point is in the lower or top half of the board. The bar works just like normal points - the
more you click to the middle of the bar, the more checkers will be placed there.

6.5 Editing by drag and drop

There is also a different way of editing the checker positions. You can drag and drop checkers around the board while you’re
holding down the Ctrl key on your keyboard. Press the Ctrl key and hold it down. Then left-click the checker you want to drag
to another point and drag it with the mouse, (while holding down the Ctrl key and the left mouse button), to the destination point.
You can drag checkers to open points or to points where you have checkers of the same color. You can also "hit” opponent blots
with the drag and drop edit method.

This method of editing comes handy when there is just a small adjustment to be done in the position.
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6.6 Setting the player on turn

The player on turn can be set by clicking the small checker icons below the board. See figure below.

) agnubg ' user
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Figure 15: Clicking the White checker image will set White on turn, clicking the Black image will set Black in turn.

Note that setting the turn sets the turn before the dice has been rolled. If there is a dice present at the board, setting the turn
will remove the dice rolled. In this way you can set up a position to be a cube decision evaluation instead of a move decision
evaluation.

The turn can also be set by choosing Game — Set turn. Both these methods for setting the player on turn can also be used without
being in edit mode.

6.7 Setting the dice

You can set the dice for a player by clicking in the middle part of the board where you usually click when you roll the dice while
playing. Click in the middle of the right playing area to set the dice for player 0, the bottom player. Click the left dice rolling
area to set the dice for player 1, the top player. Once you click one of these areas the dice selection widget will appear and you
can select a dice roll by clicking on a dice pair.
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19 20 21 22 23 24

Figure 16: Click inside the red rectangle to set the dice for Black. Click inside the green rectangle to set the dice for White.

Setting the dice in edit mode sets both dice and the player on turn. Setting the dice for player 0, will make player 0 on turn with
that specific dice roll to play.

This method for setting the dice roll only works in edit mode. If you’re not in edit mode you can set the dice by choosing Game
— Set dice... from the menu, however this will set the dice for the player on turn.

6.8 Setting the cube

Setting the cube is quite simple while you’re in edit mode. Simply click the cube in the board and the cube selection widget
appears.

Selecting a cube in the first row, where the number is displayed up-side-down, the top player will be the cube owner. The value
of the cube will be the value of the cube you click in the widget. Note that the unturned cube is the leftmost cube labeled 64, just
as it usually is on real doubling cube.

6.9 Setting the score

Very often i backgammon the match score does matter on how the position is evaluated. GNU Backgammon’s evaluation
algorithms does take the score into account. You can therefore adjust the the match length and the score to each player while
you’re in edit mode.

In the figure you see that the score fields are editable while you’re in edit mode. Insert the desired match score for each player in
these fields. Player 0, the top player, has the left score field and player 1, the bottom player, has the right score. You can also set
the match score in the in the match field to the right. There is also a box to tick whenever the position is from a Crawford game.

If you want the computer to do a money game evaluation of the position, you should set the match score to 0 (zero).
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6.10 Exiting Edit mode

Before you can start analysing the position you have to exit edit mode. This is done by releasing the Edit button in the toolbar by
clicking it. Note that editing a position destroys your game record with no warning, so it might be an idea to save your match if
you want to keep it.

6.11 Analysing the position

After you have successfully set up the position you desire, you can now analyse the position. You can click Hint in the toolbar
to get the best move of cube decision in the same way as described in the chapter called Section 4. Hint, rollouts and evaluations
done from the hint window will not be saved if you try to save the position. If you want to analyse the position and then be able to
save the position and the analysis results you should rather do a move and then click back to the move and then choose Analyse
— Analyse move for the menu. You can then work in the analysis pane on the right side instead of in the hint window.

You can enter checkers on a point by clicking on the point. Notice the amount of checkers you add on a point, depends on where
on that point you click. Left mouse button, black checkers and right mouse button, red checkers. (assuming you didn’t change
the colors). You will get used to this editing. and it makes it much faster to set up a position.

See also Albert Silver’s post on GammOnLine

7 Working with matches

7.1 Retrieving and storing backgammon files

7.1.1 The Smart Game Format

GNU Backgammon uses the Smart Game Format (SGF) to store games, matches, sessions and positions. SGF is used in as a
standard format for several other turn based games. The SGF files can store all the rolls and moves and cube decisions as well as
commentary and analysis.

A game that uses SGF extensively is Go. The format is described at this site.

7.1.2 Opening and importing matches

Since version 0.16 the GUI recognizes all importable files automatically (with the exception of the FIBS format). To open or
import a file choose File — Open. A file dialog box will appear where you can select the file and the dialog will inform you
of the recognized format, if the file is importable. You can also use the keyboard shortcut Ctrl-O, or the tool bar button labeled
Open, to open the file dialog box directly.

It is still possible to import an unrecognized file by using the underlying command-line interface. Enable the command pane
by choosing View — Command. In the command pane type in import oldmoves <filepath> to import, e.g., an oldmoves fibs
formatted file.

The following table contains the supported formats and the corresponding commands for manual import of a file.

FIBS oldmoves format import oldmoves <filepath>
GridGammon Save Game import sgg <filepath>
GammonEmpire Game import empire <filepath>
Jellyfish Game import gam <filepath>
Jellyfish Match import mat <filepath>
Jellyfish Position import pos <filepath>
PartyGammon Game import party <filepath>
Snowie Text import snowietxt <filepath>
TrueMoneyGames import tmg <filepath>



http://www.bkgm.com/rgb/rgb.cgi?view+1098
http://www.red-bean.com/sgf/
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Jellyfish Match is not formally defined and software exporting matches to this format often produce minor discrepancies. GNU
Backgammon tries to cater to most of them automatically.

Online sites do not always create their .mat files with the you as player 1, the one playing towards the bottom of the board.
To have these matches converted to be displayed in the natural way, you can use de CLI command set aliases <player name
1>;<player name 2>;[<etc...>] GNU Backgammon will swap the players as needed so that player names matching these aliases
are always imported as player 1.

7.1.3 Saving and exporting positions, games or matches

If you have played or imported a match into GNU Backgammon, and wish to save your efforts, you can choose File — Save. A
file dialog box will appear and you can type in a file name or keep the suggested default file name. (The suggested default file
name contains the date, the players name and the length of the match). This will save the whole match of the current match or
session. If there is any analysis or commentary available this will also be saved to the file. You can also use the tool bar button
labeled Save to open the file dialog box directly. There is also a keyboard shortcut, Ctrl-S, for saving a match or session.

The export dialog is accessed by choosing File — Export This dialog is similar to the save dialog. Again you may choose a
different filename and whether to export an entire match, a game or a position. Then you must choose an export format as well.
Notice some file formats only supports export of matches and some only supports position. Only when a legal combination
is chosen will ending the dialog be possible. The following table contains the supported file formats and the corresponding
commands for export. Again notice that with some formats only some of M(atch), G(ame), P(osition) is allowed. For example
to export a Jellyfish position you would issue the command export position pos <filepath>

Encapsulated Postscript export <P> eps <filepath>
HTML export <MGP> html <filepath>
Jellyfish Game export <G> gam <filepath>
Jellyfish Match export <M> mat <filepath>
Jellyfish Position export <P> pos <filepath>
LaTeX export <MG> latex <filepath>
PDF export <MG> pdf <filepath>
Plain Text export <MGP> text <filepath>
Portable Network Graphics export <P> pdf <filepath>
PostScript export <MG> postscript <filepath>
Snowie Text export <P> snowietxt <filepath>

7.1.3.1 HTML export

GNU Backgammon can export the current position, game, match or session in HTML if you wish to publish it on the web.

GNU Backgammon exports in validating XHTML 1.0 with the use of CSS style sheets. You may add your own style sheet to the
exported HTML files if you wish to override the default layout, e.g., change colors or fonts.

The board is made up from hundreds of pictures. Currently, you can choose between three different sets of pictures:

1. the BBS images used by Kit Woolsey’s GammOnLine e-magazine, Stick’s BGonline or the Danish Backgammon Federa-
tion’s web-based discussion groups and others

2. the fibs2html images used by the Joseph Heled’s program fibs2html
3. images generated by GNU Backgammon itself.
The 