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A GAMEOPTIONT Press ropeatody to display
man oplions, and Lrse BEJECT lo make
s€l€clions jfomwilhinlhoseoplions, asiolowsi
1 ) Gâmê Sêlêciion: sackgammon, Jâcqu€t 1 ,

Jacau€I2, Ticlrâc, ând Mouliszim.
2l Sound On/Ofl: Game sounds ON bv

dglaulr OFF when rhis symbol's dr6laved:f,
3) Typâ ol Play/Siratogy (aâc&ammon only):

Chooso H 0 iors landard oavi l  l lo f
cons6ûâlve pây, of I l1ôraogfossive play.

4)  Numbsrol  Playêrs:  Choos€ FL r loronê
play€r againsllh€ compul€f, or PL e iortwo
pêopl€ plâying agâinsl êach olher.

5) Olrocllon ot Play: Choôsê counlsrclockwis6

A NEWGAITE: Used tostan a nowgame,
k€eplng the samêôptun sslsctuns as in rh6
pr6vous game;rss€ls board io slaning posilion

C LEVELT Us€d 10 selecl lom 10 d llerool ovêls
ol p aying sk llin backgâmmon

D SET UP: Us6d lo s6l !o sDeca board Doslons.
E BLAGK lrlEN: Used n sd Up Môd6 ro add

r€mov€, or change posilions olBlack men.
F WHITE MEN: Used in S€t Up Mode to add,

removs, orchanqe positionsol While men.
G CLOCKWSE AFROW: Ussd to move LCo

aûow indicàloB (l and l) naclockwise
d recl on âround lhe boad.

H COUNTEFCLOCKWISE AFFOW: Us€d lo
move aûows n a colnterclockwise dùêcl oô.

I FIGHI OIE:Us6dlo ritake move using valus
shown on righl d eialso usod lo enle.valueol
nqhl die in manoaldice mode.

J LEFTOIE: Usêd to make move using valus
shosn on leli dle:also ussd lo enlervalueol len
die in manuald co mod6.

K FOLL DICE: Ussd lo make lhscomDulsr
àolomalically rollih€ dc€ and lo conlirm lhal
mâroaldic6 ro ls have be€n enl€r6d.

L STAllSTlCSrUs6d Io dspay hl pfobabiily and
compaison b€lwo€n pp counl lor bolh sidos.

il ÎAKE EACK: Us6d to rstracl lâsl mov€.
N FEJECT: Ussd ro l€jeddoubling otl€r. to

change oplions, and lo cloar cumulal v€ scor€.
O PLAY: Used lo chango sides wilh compul6.;

used lo lorc€ comoul€rlo fnak€ ih6 nÊxl movÊ,
P ACCEPT/DOUBLET Usod lo olior to doubloth€

slakesor acceol doubl€ ollered bv comôuler in
Backgammontussd lo accopl opl on s€lling

Q LCD DISPLAY: Shoas all gah6 aclivily.
B ALIGNMENT iIAAK FOF BEMOVING

SLIDING COVEF: Toclsansliding covêr, align
cover wilh lhis mark (on back edg€ ol unil) and
cove.will oLll ofi oasiv.

S LCD CONTRASTSLIDEF: Used lo adjust
conlrasl on LcD d sp ay.
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INTBODUCTION
Congralu alions on lhe purchase oi yoùr Sa tek
Champon Backga.nmon @mpuler! We hopoyoL
wlrlhooush y enjoy playng againslyour new
compuler opponenl, and porhaps even rearn a
great deal âboul lho strâregios and p eas!.es oi
Backgammon with each gâme you play
Eackgammon is an ancienl game, i$ rools going
back thousands olyoârs, oven as iaras Biblcal
lim€s.ll has gonslhrough changos àôd ovolv€d
lhroughoor hislory inlo whât s todayono ot rh6
mosl popllargamos ln lheworld, Perhâps whal
mak€s Backgammon so vory popular is ts
onlonarnrng and Lrncânnycomb naron otskil and
chancê Unik€ olh€r gamÊs ol p!.6 skll, n
Backgâmnon lho luck ollhêdic€ can a 1ow ev6n
lh€ beg nnsrlo wrn. Yel an exp€ronced playerca'r
ollen uso hs underslânding ol s1fâregyand
probabiitylo hs âdvanlag€, in spile ollh€ rolloi
lhe dice. This is exacry whal makss Backgâmrnon

You are aboll toind oul that you havejust
acar @d the pedect pannerlor lhis very spec a
game a compuler opponenl so ponabolhal il
can accompany you ânywhere you gol The Sailek

Champion Backgammon complter knows a llhe
ru es of Backgâmmon, is always rcady whenever
you are n lhe mood to play and hasâwonderlu
commandolexped Backgammon slralegy. h wil
enlertain you with many excting games, and you
wl  ind thocompl lefs  responsel .nelo be
amâzinglylasl. You may choose lh€ compul€rs
payrng sly e,lo rnâke il play a more aggr€ssv€
d€iensive, or posil onal game, lhus emu âtin! lh€
slyes encounler€d n diJlorênl human players. lls
10 d lleronl êvels ol playing slrooglh also mako
lhis complter idsa lor a// Bâckgâmmon p ây€rs -
lfom bognn€rs, whowlldeight n viclorlss over
the eâseslol l€ve s,lo advanced play€rs, who w ll
I nd lhe higher èvels d11c! r to b€ar

Olher exc lingloâl!res ol lhis compacl unil includê
Ihe choice beiween Ls ng compulor lhrcwr dico or
manLa dics, th€ abillylo sêl up spec al posil ons
on lhe board,lhê oplon oltak ng bâck â ûrove,
pos non evaluation and aulomalic cLr.nllal v€
scoring, and a lonqrefm memorylo savoyo!r
gamslorweeks oreven monlhs i idesred!As you
reâd iùrlher n lhis.nanual, you wilaso d scover
lhal lh s Lnque compuler has many olherspecial
Iealureswhich you are sure to enjoy
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Adding lo ils v€rsalility,lhe Saitek Champion
Bâckgâmmon compul€r also ofl€ls you lhe chanc€
lo play sêv€râl ôt lh6 mo$ w€ll-known vai,al,brs ol
lh€ game ol Backgammoî which âÉ popularin
olhsl counlri€s. As w€ll as lradllionâl
Bâckgammon, you may also play Jacqu6l (l*o
dlltorsnt vâdâl ons), T.iclrac, and Moultszd.
Complets rol€s lor all ot thêsê gâmos âr€ in€ludod
in S€ction 2 ol lhis manual,

We hop€ you will 6njoy yolr n6w Saitok Champion
Backgammon compolêras much âs w€ hav6
ênjoyêd doveloping il loryou. Good bck wilh your

How lo Ut.lhbUanud
This mânuâlhas be€n divided into two main pârts,
P.n A wâs writ€n ôsp€cially lor those ol you who
ar€ unlamiliar with lhs mlês ol BÂckgammon and
$€ din€l€nl vaialions ol this gâmê. In it, yô! will
tind thâ bâsi6 ol how lo play, wilh a concênlrÂtion
on lh€ gâm6 ils€ll, ând not on tho comput€f, You
will n€sd lo have a goôd undsrsranding ol rhos6
.ules b€lor€ yoLr aclualty slartplaylng âgâinsllhê

For rhose ol you who aro akoady lamiliar wilh lhs
ru es ot Bâckgâmmon and wânl to l€am how lo
play against lh€ compul€r, you may go diÉcty lo
Plrl B, which providss lull d€lalls on lhê wo ând
ope.alion ol yow n€w Champion Eackgammon
compuler. Onco yoù have l8a.n€d lhe basic
operarlon olrh€ unr bê susrodêlvê inlo iÈ mâny
special l€alures and oplions - thsy ars sur€ to
6nhânc6 your onjoym€nt ot lhe game!

A. THE GAME OF BACKGATiIMON:
RULES AND VARIATIONS

1 . FULES OF AACKGAiIION
This s€clion ol lh€ manual is lntend€d lor lhose
who â16 nôtlâmiliarwilh th6 rLrl6s ollh€gam€ ol
Backgâmmon and ils vândons. Th€comblnâtion
ol ioxl and ilusùalions willexpiain lh€ rul€s lo
thosôwho don t know the oam€ at all, thos€ who
wâîl lo brush upôn thêir knowlsdgo ol lh6 gamô,
and lhosswho would lik€ lo €xplors sôms olher
vana ons of lhs gams which ars programmsd inlo
the Sailek Champion Backgahmon Compul€r.



Please be awarc that this seëlion doæ not rcter to
lhe actualoperation ol your Saitek Chanpion
Backgannon .nnpuler. Fot delails on how lo
opeÊle the computet itself, plêase rcl$ to

t.1 Thê Board rnd InlrlalPlece s€t-up
Backgammon s payed wth 30 piec€s (m6n)on
lh€ board, l5 Whil6 ând 15 g ack. Onê plâyer usês
lh€ Whts mÊn, ând lhe olhfflhe Black men. Th€
board isdivided hoizonlaly, inlo a While hall and
a Back hall;when paying Whilê, th6sid€ ollhê
bôârd cos6sllo yôu islh6Whil€ s d€. Thê boâd is
âlsodlvd€d v6nbally,lor a lola oj iour s€cl ons, or
rabl€s. Th€ left s d€ s call€d rh€ ouror rabls, and
lhs ighl sid€ is the Inn.rlrble (or homê tâblê).
So€ Fgu@ 1 toradiâgÉmô1thê s€cl ionsol lh€

Eàch labl6 is dividod intosixl ângulffpolnis,
colo€d âllemâl€lyln cont€sting colors. Th€
midd € srrip rhar divid€s rhs boa.d inro nro halvos
is called ih€ bar. Al tho beginning ollhe game,lhe
men âre soiupas indicared in lhe boad posiion

lnitiâl sbnnq Pasition lôt Bekgaûfrù

1.2 Movlng YourM€n on lho Bo.rd
As noted abov€, each t angulâr spol on lh€ boâfd
iscallêd âpolnl, and thÊr€ afÊ alolalol24 poinls
on lhs board. While moves counlerc ockwiso
arolnd the board in aho zonrai"u shap6 (Ç),
and Back moves in thesamâshâpe, bul n a
c ockwise d rcction (D). as shown in Fisuf€ 2.

Nol6r Men cannol move backwards.



FtCùê 2
Oiiê.li@ ol Ph, ln êa.lgannon

1 .3 obl€cr oi rhê Gam.
The oblsct olthegam6 is to movêyour m€n
a@und lhê boârd lntilyou brlng allollhem lnio
yoû inns| tabl€. Aft€r lhal. you cân slarl laking
lhsm otl lhe board (a pocsss known as bôânng
ofi). Th€ playd whô liÉt bêâ.s ofl allhls mên wins

1.4$anhg ùs Game
,At rhê bôginning ol thê gâme, each plâyd rolls a
singl€ diê to decids who playsftsl. Thê one who
haslhfown lhe hghornumber makes lhe l rst

move, using ihe numb€ls shown on both dic€. ll
bolh playsrs lhrow lh6 s.m6 number, thêy
continuo to throw unrillhsy gat diflered nombers.

Allerthal, thê players ro I both dic6lor ââch movê.
a play6. moves his m6n âccoding to lhe numbs|s
shfln on th€ dice he has lhrown. The numb€.s
arêconsidsred individually, nol in sumlolal. Th!s,
ila player rhrows a [l ând âLi, h6 mây mov€ on€
man 4 polnBandlh€n lhê samê man 3 poinls, Or
h6 may mov€ ons man 4 poinls and dov€ anothrr
man 3 poinls, ll he us€s one man tor bolh mov6Ê,
lhê lrvo moves must b3 individuâlly l6gal lor lho
movss ro bs vâtid- For êÆmpl6, il you roll a ll and
â liji, and you wlsh to mov€ a man 7 polnts, yoLr
mu8tb€ abêlo mov€ your nan 0pôinis, ih€n
anorh€, 1 , or 1 poi and lhên gnothêr 6. Howêv€r,
il your oppôn€nl occupi€s lhe lirsi and si{h poinls
(wilh 2 or mor€ m€n on eachpoin0, you ftây nol
move 7 and "hop' ov€r lh€ occupiodpôinls.

A man may occupy or louch down on any poinl

.occupiêd by onê of mo€ ol his own men, or

10



. occupi€d by â single man ol lhe olher color,
called a blot (see Section 1.6).

A play€r most u3€ hls tullrcl, and cannot pass
unlêss lhsrs arê no legal mov€s hô cân mal(e.
Tha mêll have to be noved in a wây lhât âlrows
lor all numbêrs oll6d ro b€ used. In Flgurê 3, ior
€rampls, a While mân lrom lhe 24th point mu€t
movô lo lh€ 17lh poini (24-23, 23-17), sinc€ no
olhêf pl€c6 6an lully us€ ths rolll

It a play€r cân môvê ôilhe. ons oi lhe numbels bui
not both,lh€n hê musl mov€ lh€ hlghôf numb€r
ând pass lhe lowsr. Figurê 4shows an êxâmplê ol
lhisr Wlth â rcllol L1'l and tr, a whlts man irom th€
sixlh point musl movê to rh6 sscond point.

li bolh dic€ show rhe same nlmb€r (dooblê3),lhe
rcll s etloclively doubl€d. For exampê, il â plâyêr
rclslwoLll's, hâ nakes 4 moves ot5 pointssach.

1 1



1.6 Hlttlng a Blol
A man cânnol land on â polnl whlch is occupi€d
by mors than ons ol his opponsnls hsn. wh€n a
man lands on a poinl occupi€<l by a singlâ mân ol
ths oth€r color, lhis is câlled hlrlng o blot. The
opponenl's mân is fêmovêd lrcm thê lable and
plâcêd on lhs bar,lhe seclion dlviding lh6 nnor

i .7 B.movlng iLn |rom th. Blr
Msn ontêdng thê table lrcm the bar musl oomê in
onthê opponent's lnnerÈble, which meânslh6y
musr s|an |hoirjou,n€y lo rlên inn€rrâblo lrcm the
b8ginninq. Tô lômovê âman hom thê bar, rclllhe
dic€ on your nêxllum âs usual, and lhen mov€
your man onlo your oppon6nl s inn6rtâblo, il

For êxample, it you rollaU and a [J, you may
€nlsryour man or silhsrlh6 sôcond 0rlourlh polnt
ol your opponsnr's inne.rablê {lhs sêcond or toudh
lrcm ho ed96). ll. howevsr, lh6 poi s arê
occupiêd by 2 or môrs ol your opponsn! s men,
you cânnol €nt€r atlhallime. Thsreloro, snce you
must enr€r allyolr men lrom lho bâlb€lorê you
mây move âny olher me., you must p€!r. Your

oppon€nr rh€n rolls âgâin. Figura 5 as ân example

FICL|ê 5

Nots: ll is possibl6 lor both playors lo havs m6n
on lhs baf at lh€ same |lme.

1.8 i|lklng a Polnl
ll a poinl has 2 or mors oi lhs opponenfs m€n on
it, thos6 mên âr€ sÂls lrcm anad( and cannol bê
hil. Thus, t is an advanlage to mâkè à polnl by
placing 2 or mor6 ol your.nên on lt. Conv€ls€ly,
dnæ a man which is hit musl bsgin again al lho

12



oppone.l s i..fiab e il s saler nol lo eave 10ô As seen n Fllure 7 a hgher ro cân be used tô
many men vù nerâb e tô bc n! ht You are alowed rêmôve a man ort I there are fo men elron
10 move any  number  o r  ex l râ  m-é f  ro  a  pon l  you  h  q l re r  po i . l s  Thdc lo re .  l  you  ro  ra  i i  w th  no

.  1 .9  Bear inq  Of l
Once a  payer  has  nroved r  15  o l  r  s  men to  h  s
f f { r  lnb .  r r -Ê  ca f  be !ùr  bear ing  o l l  lhs  s  dore
àccord .q  10  l t rc  d  ce  ITown f le fe  1oo l l rcpay{ r r
n ls l  use  r  s  en l  re  rô  lpôss  b{ r .  o r  as  muc |  oT 1
,rs lr{i cnn The 1o ow n!t ire .xrûrp cs ol b{rar nC
o l l  .  t ro ! f t r  6  r l  yo !  ro  a  l l  i .d . .  .  yo !  rny
b  o ' 1 " ô

I
5 q

q

( )

til l.l

mef of the srllr po.l yôù riày rcmove a man
r rom l re  lo !nh  (o r  lhe  nex l  occùped pô  n l )

a t  f  J

l . l he  nex l  Bà.koâr  nor  pos ton  shown n  Fgure
8. howeler I yoù rôl a :. yo! trrry not bear ori
w lh  : i  even thoùqh yôL hâvÊ à  mâ.  o . lhe  lour lh
pô n i  Ths  s  be .ause you s l  have a  man ôn lhe
sx th  po .1  sô  yôù à f . r  io rccd  lo  move l / re lma.5
po nts nsread ol beâr.q ôlf

13



Norer ll a play€r is hir by hb opponênr whils hs ls
bearingoll, h€ husl r€.€nl€r as usuallrcm lh€ bâr
ând q€lthâl man bâôk lo hs innêrtabl€ belor€ h€
can r€sumsbÊaring otl mofo m€n.

i.l0 Wlnnlnq: Gammon .nd Aæ8g€mmon
A plays wins by moving âll ol his n|sn off lhe
boad b€lore his oooononl. Th6 winn6r s€s ono
poinl lor lhe vicùory, roforêd to âs lhs stâke. In
somê casês, horever, lh€ wi
lhan onê ooinl, âs êxolâimd bêlow.

ll lh€ los€r has nol b€€n abls to bsar off any ol his
mên, this is câll6d â gâmmon, and rhe winnsr
scorês 2 points (or doubl6 tha srât(e).

ltlhê lôsêr hâs nolb6en âble lo b€ar ofi any ol his
m€n, and hâs al l€ast on€ man sluck on ths bâr or
onlh€ winn€as nn€r labl€, lhs lscalêd a
bækgâmmon. In â bâckgammon, ths wlnn€r
scorês 3 polnrs (ortiplâlhê stâkê).

l.ll Doubllng
A player may challengs his oPponent to doubla lhe
slâk6s ol lhê 9am6 when ll ls hls tum !o day. fhi3
makês a gamê wonh 2 poln|s ralh€r lhan I, or, on
rh€ s€cond doubl€,4 polnrs rarhffthan 2, êrc. Ths
opponont rilsl âccêpl lh€ doubls or ho lod€lls th6
gamo.

Nomally, a doubllng cu!. is plac€d in lhe csnlsr
ol $s bar lo k€€p lrâck ol lh6 stakes. Tho cub€
Ms tts numbsÊ 2.4,8, 16,32, ând 64 on fta
lacss. Al lhê bêginning ol lho gamê,lhê doubllng
ôub€ is placod so lhal lhe number 64 is on lop,



Alêl rhe li€t rcll, sirher plâyer maydouble Û)ê
slake (nomally 1) al any lime when it is his lum lo
roll. Hs do€s so by turning lh€ doubling cubs lo 2
(or il il is â rêdoublô,lo 4,8, 16, otc.), and ho th€n
plac6s il on hs opponenl'ssid6 ôtlhêlâbl€. Th6
opponsnt most rhên decids whsthsr tô âccepr lhe
doublo ofi€r.It he r€luses,lhe game is over and
lhê doublêr hâs won whâlôvêr th€ srake was
belorê his doubla. It h€ âccêpls, lhs gâms
conlnuès allhs new slake, which s doubl€ lhe
old. On yoû Sâil€k Champlon gackgammon
gam€,lhê dolbling cub6 i3 simulâlêd on th€ LCD
display,lo lhs l€fi ol lh€ playlng boârd.

Ai€r adoubls has b€en acc€pr€d, the person who
doublêd cânnol mâk6 lho nêxl doublo - lhat is, no
onscan êvordoubl€ iwic6 in â row. Thêôpponênt
now has conlrol ol lh€ doubling cubê, ând mây osê

2. VAFIATIOI{S OF THE GAI'E

Your Saitsk Champion Backgammon computsr
plays lour dillêrenr vâna ons ol tho gams ol
Backgammonr JacquÊt r, Jacqu€r 2, Trlctrâc, and

Moullezim. For ôach ol lhes gârnes, lherc à€
manyvaiâlions whlch a€ popllarin diff€rênl
counùies. This seclion ol lhe manuals)(plains lhe
rulss lollow€d by yow Champion Bacl€ammon
compurêr lor 6ach ol lh€sê variallons. Pleas€ nolê
thâl the sâmê iniliâl boad sst-uo {âs shown in
FiguG 9)i6 us€dtorJacqu€l, Tflclfac, and

FiguE I
hilial sLlttiûg Positltn lot Jâcqbr 1 aN 2,

iictac, aû Moullêziû
(llota: All 15 nû 3Ê plæed on a single point in each
@tals li6l lâblo, ûakiôg lp 5 skct oI 3 M @h)
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I  .  .L  ,1 l r  r rb , !  5 l l r r  o  r '  I  r iL i  I  I  r r r ]  . r r  I  l ,o r
' r  |  , , i  . i  w . !  l .  n r  f  rL  l r r  [ . ]  t r . t r f . ' l
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, l l l ,  , { r  l .w  l ron  l l t r  \ ,  t r ' t r '  o r i  I  f .e  a  D ry , r  r l
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you can slarl b€aring lhem otl_ Ths plâye. who tilsl
bea6 olt all ôt his m€n wins.

Allh6 beginning olth€ game, €ach ptâyorrhrows
on€diÊlo d€cid€ whoplâys tirst. The onewho has
lhDwnlhê high€r numbêr mak€s the tirstmovo,
usrng lhe numb€rs on both dic€.li bolh ptayers
lhrow Iho same numb6.,lhey continuê ro rhrow
unlillhêy got dltlsr€ni onês. As wilh normal
Bâokgammon, ih6 numbers arê co.sid€r€d
individualy, not n sum tota.

hJacquer, ons ol ths m€n oleach ptayar iseled
lltô Posû?or, ând |his man musr llavet trom th€
Instlabl€ tothslounh labt€ b€torc th€ r€matninq
14 .r.êt\ (cottectively calêcJ the Taton) can ba

Al lho b€ginning ot lh€ gam€, to avold conlosion,
lhe Posrllor is plac€d on lhe lip ot th€ poid il
occuprêsuntl it entê.s ti€ lounh labtê, untike
no.mal Backgâmmon,ii Jacquêllhsreisnohining
a blol, no bar, and no doubtingcubê, You musl
alwâys mâkêyour môve, it it isposstbt€ toryour
m€n rodo so anywhers on lhe board, You must
ârso arways plây th€ low€r numbor ot th€ ro ftsl. ti

you @nol play il, lhen you must pass {ev€n il you
could hav€ play€d lhe high6.numbsr). When
doubes a.s loir€d, you plây rhs numbols rofled,
pos trie numbêls on th€ opposllê sd€ ot th€ dicê,
Fof 6!amplÊ, il you ro lbvo-J's, you woltd ptayLl
andE. andlh€nlD ândtr  -s inæ2 isrhê
number on rh€ opposite sid€ ot the dics trom 5.

InJâcquel, you may block your oppononl by simp y
occupying apoinlwilh on6 ormorc men.ll â poi.t
is occupied by a man of onÉ côlôr, tho opposing
m6n shoLrld nol occupy that poinl âith€rl€mporâ ty
du.ing a mov€. or p€rmanentty al ths €nd ot a
movê. Thus, il is an advântage b block you,
opponsnrby having consêculivo points block€d

Pêâse noi€ theio lowing addlonal ruês,  which
apply lo th€ gam€ ot Jâcqu€t:

â. Yoq mry only btock yoqr ôppo.lnt .tÊ4h.r.
on ù. board with 6 consêcuriw msn or mo|. it
you 6r. occupying ths tæt 2 potnt3 ln your
bunh iâble.  Orh6 is€,s ls thâ m[.

b. You mây novff block your opponônt In your
$.ond tâbl. with 6 @nloêutiv. môn, At t6âst i
or 2 poinls musl b6 tett træ. h th. mod6m
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game, 2 poinls ar€ l€tl lræ. The number ôl
points lêfi lrcâ musl be âg€ed upon belw€€n
opponênls b€lor€ thê gameslans. wh€n
playiig Jacqusl with your Sailokchampion
Backgammon compul€r,lh6 vâ atior wh6re 1
poinl ls loll opon is call€d rÂcouEr1, and thÊ
vaiatlon w th 2 opsn points s ca led JÂcouEÎ1.
Fordslail€ on choosing yourd€sirod gam6, s€o

On yourSaitêk Backgammon compulsr, you do nol
hav€ lo mak€ lhe mosl ol your move in Jacquol
unliko Êackgammon, as notd in Sêction 1.5. For
6xâmpl€, in Figurc3. you mây move a man l.om
poinl 3 to poinl2 ând pâss, inslsad ol moving a
man l.od lhe 24lh poinl lo lhe 17rh poinr.

onc€ â plâyff hÂs mov€d â1115 mên !o his bunh
lable, hecan b€gin bea ngofi. This is don6
acco.dino 10 lh€ dicorhrown, and thê play€r musl
!sô his ontlrè rol ll possibls. The rulês for bear ng
oti â16 idênllcâl to Bâckgammon, €xcÊpt lhal when
b€aring otl in Jacquê|,lhe mon aro placed on lho
opponents staning poinl. You canor bea. oli il
thât point ls occupied.Inthis manner, the pisc€s
bscome rêady tor the nen game, when lho
opponenls lradilionally change ælors-

The winner ol lhe game of Jacquel is lhal plâyer
who lirst beats ofi all his men. Likê Aackgammon,
rh€ winn€r*ores more points iths opponenl is
ludh6.b€hind, as shown h€rê. He scoresl

1 polnt ithe losffhas arcady bom6ottâl
easl one mâr.

2 polnts i thê loserhasal  m€nln lh€lounh
lâble, buthas nol borneany ofi.

3 polnl! il th€ los6r has ons or mor€ msn h thê

a polnÈ ilthe loserhasoneor mor€ msn in lhs
sêcûndlabre.

5 pohl! il lh€ los€r has on6 or morê man in lh€

2.2 frlclrac
The basic rues olT clrac a.s lhâ sâmê as lhosê
ôlJâc!!êt The slading posllon islh€ sam€, bolh
sidês mov€ in lh€ sarile direclion,lhe.e s no
hiltinq abot, no bar, iodoubllng, and yo! d0 not
nol neodlo make the mosl ôl yourmôvê, Aso âs
in Jacquel, you can block a poinlwilh a sinqle
man. flowever, th€ lollowng are soms special
rul€s apply which apply in Ticlrac.
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a Men may begln io  movo ata.y lm6.
b.  There is  no lmtb rho number o i  men n ary

lableor lhe nunberol posrlions ihey hold.
c. A.ollol and .- is called a Tticttac, ând rhe

prayer  Ihen moves r .  1 ,2.2.5.5.6.  and 6,  i ,

d. li lhere âfs no legal movos, fema . ig moves

ê Doubles âre lreâled as in Backgammon, by
playing lh6 number 4lrm6s.

onc€ a play€r has mov€d all 15 rnen lo his rourth
labe, hecan b6gin boa ng oll. The rul€s tor
b€aring oll ars idsnticalto normal Backgammon.
Unike Aackgammon. howsv€r,lhe win.or n
Triclrâc wins only 1 ponl, regardless olwh€lhef or
nol hrs oppon€nl has born€ any men oli.

This varidion, popula. in Tork€y, ls slmiâr to
Triclrac and Jacquel- t us6s th€ same nta
slâning pos lion, lhe same counlerclockwiso
movemenr, no blols, no bars. and nodoublrng.
However,lhê dice roll6d may b€ played in âny
order, and ihe playermld make rhe mostol hls
moves. Thoro aro no specialrolls, though doobes

aretealed âs in Backgammoi (the number s

In Moulr€zim. one man must travelto lhelhndor
lourlh lâble belore lho.€sl may beg n moviig. You
cannol occupy more lha.4 poinls n yourlhrd
labo in tronl ollhe starling poinl olyouropponont.
In any ol th6 olhorrablos, you can block wrlh as
many men as you ik6. Beaingoil and scoring ars
exacllyas n Backgamnor excepllhallhefo is no

1 9



B. YOUR CHAMPION BACKGAMMON
COMPUT€R

3. GENENAL OPEFATION

3-1 B3nèry lnstallallon
Your Sa lek Champion Backgammon compùter
operalês on loûr 'AA srze (Type AM3/R6)
batterios. We slrongly recommond ilral you use

âkâlioe bafleieslor long banery ile{over150
operarnq hou6) ope.lhe ballery companmenl
and inserl the balleres as shown n lhe d agrâm al
rhe lronl ol the manual, mak.9 surelo obsetue the

To luh  lhe  compl te r  ON s id€  the  coarpas lc
cov€r ro  the  e l l .  as  show.  in  Fg l r€  12

stide ctoat covet to thë tett ta aulanatùatty tùh ûtt al +
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ll rhe @mpurer lâ ls to respond slatc dscha.gÊ
may somelimes cause r lo lock op slide rhe
cover back lo lis closed onginal posil on. and lhen
use a papercrrp or any olher shaQ objecr ro press
and hod in lhÊ ÀCL key on rhe underside ollhe
unr lor a second or lwo Thiswi resel lhe
cornpuler. Nowslde lhe cover lo lhe efl lo lLrn the
unr on once mo.Ê, and yoursairek châmp on
Bàckgammon compulof shou d be ready 1o pây

IMPOnTANT: To ensure thallhe compurers
msmoryconlenls are nol losl. you should keep
good bâlleries in youfChampon Backgammon
compulef ar alllimes. whon lhe bane.iesâro low
rhe Lco dispray becomes dillicolr lo reâd when
lhis occùrs and lhe dsplay cannor be adluslêd by
lhe LCD Conlfâsl Sidor you ne€d lo replace lho
balleiês. For insl.!clions on foplacing balleri€s
and lh6 acL koy,  see s€cton 6

opllons are in efied al lh s poinl. The pieces are
sel up in lhen inilial posilionst Ihe disp ay shows
BAcKcÀMMoN and (+ ro odrcare lhâl thecompulei
rs ser lo pay a no.malgameol Backgammon, wrrh
Whire moving n a counrercockw$e dreclion;lhe
doublng cube shows E9 ndicâl ng lhal bolh
payers have lhe oplon ol dolb ng lhe slakês ol
lho game youFruFn s dspayed;DICE display
llashes reminding you to rollhe dice lo
dêlermi.e who slarls the gâme a.d lhe scoFE is

Nol6: ll lhe compuler has alreâdy bsen in use,
cenain gameoplions may havsb€e. allered and
lhe compuler may nol bo ssl lo play a'normal
gâne. asdescribed abov6.lt may bo sel,lor
€xanple ro a rwo.pay€rgam8 (wh6r6lwo humans
pây aga nsr on€ anorhet or lr may be set ior one
ol lhe d lierenr var arions ol Backgammon, thus
showinq a comp elê y dill6r€nl inilialslan.lp
posi lon. l r  th is  happenslo b6lhe casè,  pLease
rol€r lo Seclon 4, wh ch erplains howyou can use
lho GAME OPTION loalur€ lo soloct exactly the
knd oigameyo! wanl As an âllornalive, you cân
clearlhe perfranenl menory and reselallgame
oprrons lolhendelaull srares by removing lhe

3,2 Playinq A96lnsr rho Computer
Ater Insl sw tching lhê compulef on, a lhe
segmenls oilhe LcD dsplaycome on lo.a briel
mômènl lhis s smpy lhecompuier's inilallesl
pocedure The compùr€r beeps lo ndicâre rhat I
is.eady lo play, a.d allol lhe delaùtgame
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baneriss lrcm th8 unit, prêssing the ACI key lor al
lsast2€econds, and thsn rcinstalling th€ bânùies.

33 sl.nho $! clmo
To slâllh€ gams, press FOLL DICE-Th€
Champlon Bâckgammon computêr automdicatry
rolls a die lor êach sidô lo delermine who goês
ll|st. The con€sponding LCDdisplay s shown In
Figurê 13.

. Thê ishl di6 in the display is youns, ând il il is
hish€r, you hâvê th6 tusl movs (() r€mains In
lhedisplay). You mu3l lh6n us€ ths numbs|s
shoM on bolh dice lo, your îrovê, âs explain€d
In Sêclion 3.4.

. lflhê csmpulêr hâs won tha inirialrcll (lhe loft diê
valuê was hlghêf), it tuisly displays I o to lsi you
know that ls thinking, ândthên mâk6s thetirst
mov6, plâying wilh lhe Blact m€n (lP b shown
in lhs dlEplây duing ils tuln).

' ll doubl€s arê lh|own, prêss BOLLD|CEagain
lor ânolier roll lo s€s who goos tlr9l,

Ths compul6r normâlly plây6 as Black. How€vsr, ll
you wanl lho computôr lo phy llrs!, .sgaldless ol
th6Inlllalrcll. Drs$ PLAY afl€rth€ dlcê areroll€d.
and lhs compuler will nal(o lh€ ff|st mov6, It you
rould llko lo 366lh€ compulsl play against lr6ell,
simplypr66s BOIL DICE and PLAY r6p€at€dty,
wâùching âs lhe compuler makos move3 hr both
sld€s. YoLr cân plây rhrough a whole gam6 llke lhls
lld€sû€d, nollng th6 cornputs/s stlal€glss and
manns ol play. In lhis llghl, your Ch8mplon
Aackgammon compulù cân b6com6 a vâlueblê
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Nolo:lfyo! would ralh6r !sê acrualdico than
have lh€ compul€f aulomalicâlly rollth€ dico ior
you, pleaso rolor ro seclion 5.2

Altor you decd€ on youf mov6, usorh€ J and
Ç kêys ro movorhe indicatorarows (1ând +)
around th6 boârd untilon€ ol lhs arows poinlsro
lhe man you wanl to mov6. Th€ compulsr
âulomalically knows which color you â16 playing,
and sk ps ovôr poinls wh ch ar€ unoccupied by
your m€n. oncsthoaifow indcal€slh€ polnt
co.laininglhe man you have chosen lo movs.
pr€ss eilh€r IEFT OIE or RIGHI DlE, dsp€nding
onwhich you die valusyou wânt to us€ iorthat
man s movê, Altê. rho ftsl parl ol yoLrf movê hâs
beei mad€,lhÊdiêyôu pây6d d sapp€afs rfom
thê display. Now, playthê s€cônd numberin the
sams wây lo coftpl6le your movs. ll yoù hâvê
roll€d doubl€s (or lhe spscial lrbr.ac movê
d€scibod in Secrion 2.2),lhôdispay h ghtghts a
doublekafre arcund €ach dlê, âs showi below.

'. 'il 
"'tlFiWrc 11

LtaD Showinq DaUblê Fâûes Atuùnd Diæ

h lh s €sè, you may mak€ 4 moves, as dssc bed
n Seclion 1.5. use LEFT DIE to maks th€ moves.
lf you walch lhe tCD dico display, you will nolice
lhal each dis hâme disapp€ârs lDm rh€ display
âs you mak€ each indivdLralmove.

lr you an€mpl lô mak€ an illogalmove,lh€
compuler willsimply bs6p ând your man willnol

3.5 How lhê Computêr ilovos
All€fyou hav€ rnade your môvê ôn th€ board, the
display llashes ûcE and thê color indicâlor shows
thscompuler's colo.. indicaling thatyou must now
rol lhe dcè lôllhe mmput€rs move. Press FOLL
DICE, and rhs computù b/€lly displays to b
indicat€ lhal il s lhinking. Whsn ll hâsco.nê up
wilhâ movs, ir auronatically makes thatmov€ ol
rh€ board. wârch thê Lco disprày as the codputer
moves ils men, using lhe indicatôra(ows loshow
yô! rrowlhe men ars movLng.

AllÊr lhe computer hæ compl€lêd ils movs. otcE
again llashes inlhedisplay, andrhè indicator lo.
you.610r shows, feminding youthatil isonce
moreyourtuh lo mov€.
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3.6 Hllllng a Blol
When htrlng r blol, (i.ê., moving lo s polnl
ôcclpl€d by â slnglê opponênt man), th€compul€r
aulomalically rsmovss |nal man and plac€s I on

3.7 Aaarlng Ott
Anff you have moved allol your hen to your inner
tablo, yoLr maybogin rcmovng th€ml@mth€
boârd, â proc€ss rstêû€d to as b.ârlng ott
(d€s.dbod In Sscllon 1.9). Rsmsmbêr lhal you
mosl oseyour ênril€ rcllil possible, or as much ol

Æ you boar €acn mân ofi,lhêcompul€r ba€lly
[gnls the 6 indicâtor arrows lor you innû lable
b€lor€ aulomâllcâlly moving yoLrr mân to lh€
b6âr-otl arêâ to lhe l€lt ol lhs gamê boârd, Thê
compulsr b€a|s olt ils own m€n in lhe same

3.8 Coflôclng Enor! (T8klno B8ck Uovo!)
ll you hâv€ juÉt madê â movê and you wlsh lo
changÊ il, simply prêss T^KE AACK.Ihe
compure. altohalicâlly rak6s bâck lhe lâst môvê

mâds. You may lhsn play anorhù n|ov€ in ns
placê, bul you musl oirhs. koy in thê aâmê dlcÊ
numbeB again (sêê Sêclion 5.2), or pr€ss AOLL
OICE âsain lorÂnothd rcll.

Noi€r  Thê Tic tEc mov€ 1,1.2,2,5,5,6,6 (s€6
Section 2.2) canæl bê lâkon back.

3.9 lll.gal ilovo!
The Champion Bact€ânmon comArts ônly
accopls and makês lsgalmov€s. Th€r€lofs, ilyoo
try 1ô mak6 ân ill€galmovo,lh€ clmpul€rsoundsa
low boêp and rclùses lo accspl thal mov€.

3.10Pa!!lng
Th6 computsr Instantly rscognlzss ll €ilher sld€ is
unablê lo play allor pan ol lh€ dicê roll-whon
lhis occurs, il automalically b€€ps and dlsplays
p^ss. Pr6ss BOLL OICE io continue lh€ gah€.

Nol€: ll lhê compulù can play ils iûsl movô, but
noi the second,lt hakôs only thê lirsl movê and
rh€n wairsroryouro prêss ROLL DICE and mak€
your move lo conllnuê lhs game.
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3.11 Ooubllng
ll yoLr wlsh to double ths slâkês n agame ot
Eackgâmmon, p@ss ACCEPT/DOUBLE whon it s
yourlun lo roll. Thê display llashss oousl€ and, ii
lhâ comPuler accepts,lhs display shows l xE
b €lly. Th6 simulaled doubling cub€ ro the tefl ot
lhsplâying board rh€n chang€slo rsllecl rho n€e
odds.  h i la ly ,  âssxplâ ined in Sect ion 1.11,  I
changes lrcm 5! lo A. Wilh anoth€r acceptsd
doubl€, il willchange from P lo I, thên lrom t ro
B. etc.llth€ compur€r do€s notaccspiyour
doLrbling oller, il lorlê ts the gam€ and you

When th€ compur6r wish€s to doublê lhê stak€s
itsoll allsrthe dlce â€.ôll€d lor its t!m, il Êr,rils a
sÊ 6s otb6ops andlh€ dsplay lâsh6s oouELE and
É (o/ lhÊ d6sn6d n€w slak€). Yo! mây rhen àcc€pt
tho doubl€ byp€sslng ACCEPT/oOUBLE and
conthuo lhs gamê, or rcj6€l lho doubr€ and lodêit
lh8 gâm6 by pressing BEJECT.llyou accapt the
doubls. lhê computor makês its movê ând the
doubling orbe value reflscts th€ nsw stâkê.

Aftorâ dolble hasbe€n acc€pl€d by eithùsde,
lh€ sd€ who doubled cannot make lhs nexl

doub ei lhal is, no onê cân êver doublê twic€ n a
row. The compLrtff indicates which sidshâs
''conlrol"oi th6 doubling cub€ by showing â dârk
arow above ths simulatsd doubling cub€ fl Black
has lho right to doublo nsxt, or a light anow
benearh rhs doubling cubê il it is Whil€ s option to

Noro: Th€re is no doLrblng leatùrc ii Jacqu€i,
Triclrac, ôr Mout€zim. Th€ doubling lsat!€ ]s âtso
disabl€d ii you ârê usiig lh€ compuisr lo pay
against anolh€r p€r3on.

3.12 Scorlng
al lhê snd 01 rh6 gamo, the computêr plays ân
'6ndollh€garnÊ sêri€s ot bêèps, displays scoRE
and shows you rh€ cumuarivÊ scor6s olthogamos
played so 1âr. thocumulauv€ scor€s for borh sldss
ar€ dispay€d, wllh lhsWhllê and Blackindcato|s
(() andO) rlashing In lLrn.lf you wish to c ear th€
cumulative score, yoo may do sô by prêssing
FEJECT while lh€ scor€ is b€ing displâysd.

Nol6: lllhecompubis score @aches 255, lh€
dlsplay ls arlomaticaly r€set bâck lo 0.



In th€ éso ola C.mmon (where lhe loser has nol
be€n ablê lô b6ar oll any men),lhs slake is
doubled;in lhs cass ol a backgammon, (wherc
lhe los€f has notbsen abls lo b€ar oil any men
and has al lsasl ono man stuck on lh€ bar or in lhe
wnner's lnnertabe), the slakes ars hpled

Ford€laiLs on Jacquet scorlig, s6e S€dion 2.1.

Your Sailsk Champion Backgammon @mputèr
otjers you 10 dillsrcnl evols ol playing skil,
cov€ing awidê range ol playrng sÙsnglh.
wh€r€as L6vÊl 0 s thê êâsiesl evel and is m€anl
lor b6ginnê.s, lhe highÊsl l€vels ars slrong onough
lor very advancad players

To dsplâyrh€ c!û€nl playing €vol, prÊss LEVEL.
Prsss FEJECT lo chang€ lh6lovel, pressing il
rÊp€at€dly il necessary, unl llhê desir6d lsvel
number shows in rhê displây. Then prcss ACCEPT
and th6 dispLâyêd lsvel is autornatically ln oliecl.
Thê playing lêvêl may b€ chang€d al any time

Thê pLaying l€ves tor Backgammon are aslollows:

Nol€v6lss lsct ionlsavalabls lo. lh€othsr0âmê
vùiations, Jacgr€l, Triclrac, ând Moullezim can
only b€ play€d on Lsv6l5.

Note: ln addilion lo choosing yout dêsnd daying
tevel, you nay also choosa hon thrcê diftercnl
lypes ol playing shategy lor each level: slandatd
ptay, @nseNative play, or aggtossive ptay. For
.ktails on kis Aane Optioi, see Section 4-3.

3.14Interrupting ! Gâmê
ll you would likelo inlêrrupl a game lo. any
.oæon, slmply slide lhs clear plaslic côvêr to lhe
ghl over ih€ lronl oi rho cornpul6r to aulomalrcally

B€ginnsr
B€ginnsr
Be9inner
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lurn lhe compulerOFF. YourSaitsk Châmpion chang6 by prcssing the koy ma.ked GAIE
Backgammon €lmpulsr retains lhs last posilion in OmON. Eâch lims lhis key is pressed, one ol the
ils longl€m msmory and willb€ rsadytoconlinue Gams Oplions llâshês in thêdlsplay. Whllseâch
whe€ you l€flônwhon you tuh ton agaii - option sdispiay€d, you maychangelhal panicuaf
€vsn wêêks or monlhs lâler oplion by p@ssing nEJECT, oryou may l€av6 il

unchano€d and go on ro lhô n€xt optôn by
Note: Do not tum Ihe unil oll ,hile lhe conputer is press ng GAIIIE OPTION âgaln. You may also
thlnking abo!! lts novê, ôtwhib ona olthe anow pr€ss ÀCCEPT al any time during lhis procadore
iNicalus is noiôg on lhe boarc| Wail unlil lhe to .ot!n to rh6 gâm6.
dnênt nove has been olaved oul on the LCD
display, and thèn tun hè cotnputat off. 4.1 Typ! ol Gsm.

Whsi GAME OPTION is lilsl pr€ssed,lh€ curenl
3.15 Stlnlng a lt€w Gsme gam6 vâ.iâlion llâshês inlhâdisplây. Prcssing
To slan a new gads duritg a curcnt game, sir,].pty FEJEqT ai this poinl rep€ât€dly cyclês lhrough lh€
prêss NEWGAME. Th€ compul€r r€setslh€ board rol owlng optionsl

' and showslh€ cumllailvê scorss ior both sidês.11
you wanl lo reset lhe score lo 0, prêss FEJECT. Nomal Aackgammon
Oth6Nisê, prêss ÊOLL DICE to sta.l a nsw gafre, = Jacqust 1 va.ialion (wilh 1 irê€

L retaining lhs cumulâl v€ scorês tffthê nêxlgam6. pôinl in thê lâst iablê)
To slàn anothe. gah€ aferlourcurentgane = Jacquslz varlâtion (wilh 2lrê€
ênds, pr6ss NEW GAiIE io reser rho boad ro rhê poinfs in rh€ rasr rablê)
slarling postion, ând starl playing your nsxrgâme. = Tictrac va ation

Moullez m vârlaiion
4. GAt E OgrnNS
Al lh€ beginning ol a game, thÊrs are va ous The game vdiation which is lst in the display
seningsandgame parâm€ters which you can be@mêsthe curunlly selecr6d varia onwhen you
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rerum ro you. gamê (by ùessing accEPT or
NEw GA[E), or il you continue choôsing orh€r
options by pr€ssing GAI,E OmON.lilhê boàd
poÊition n60ds lo 6han9€ lor lhs new va ation, lhs
comprler does lhis âùlofialically.

Notê: Th€ oompuler aulomatically ssts uplhs
board lor a nêw gâme il lho type ol game ls
changed (sv€n ll yoLr w€rê in lh€ middl6 ol a gams
whon you chang€d lh€ oplion). Usecaullon,
lhor€lorê, nol i0 inâdv€dsnlly changs lho lyps ol
garnê il you â16 changing oùe. oplions in lhe
maddlo ol your cuflênl gam€.

4.2Sound
Th€ n€xl prêss ol GAI,E OPTION allows yoù to
choos€ b€lwsÊn havinq lhÊ Âound on ôr ol1. Pr€ss
BEJECT lo cycle belweên thê lollowlng I

v
A noldlsplayêd = Sound On

A Oisprayed = Sound Oli

4.3 Slrâl.gy (Typ6 ot Pr.y)
You may also choosê irom thrêê dillêr€nt ryp€s ol
playing sùatsgy - allowing you ro d€cidê how

aggressivs you want you computer opponent to
be- This is accomplished by agah pGssing GAME
OPTION âid thei BEJECI ro oycl€ rhough rh€

H 0 = S|aida|d (optimum) ptay
H,t = Consoruativ€ ptay
n ? = Aogrêssivs pay

Nol€: ThosB sllalsgy oplions are only available lor
Backgammon, and nol lor ltÊ vâriâtlons.

4.4 t{umb.r ol Pl.ysrt
Norrnally. you wil be playing againsl lhe co.npulsr.
Howovâr, your Sâit€k Champion Baokgammon
computsr also allo{is iwo humsns Io play âgâlnst
one aiolher usng ils LCDboard.ll monilorsgams
play, allowing only legal mov€s lo b€ mad€, and
ksêp6 trâck ol the scors. By uslng OAiIE OPnON
and BEJEC], you may choosê bêlwsên lhs

P L
I = One playêr againsl rhe computor

? = Two humân plâyêrs, with thô
compulsr rlloniloing lh€ r,rov€s
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This opljon âllows yôu ro choose the direction ol
play torWhile. Pr€ss GAME OPTION unri th€
curenldir€clon oi pay is shown in lhe dlsplây,
and then pr€ss BEJECT il you would like to
chânge lhê P aying direclion.

q. = NomatdiGction ot ptây
(counrerc ockwi€e)

.-, = BsveF€ dir6ction ol play
(crockwis€)

Nôtalhâllhê board æsirion is chang€d, âccording
lo thê direction ôl plây chos€n. Ths compulsr
aulornalicâly knows wh ch plâyiigdiroclon you
havo select€d, and sots up thê LCD boâd

5. ADOITIONAL SPECIAI FEATUBES
Yo!r Sair6k Champion Backgammon compulêr
has Êvên môr€ sp6ciâllealu.es which make il a
wond€rlully vêrsalils ând inr6r6sting player and
opponenl. You will tind delâ l6d descrid ons ol
lhêsêlearurês in the lollowing sections.

5.1 Changlng Sid93 wllh ltu Compulâr
You may chânge sidos wilh lh€ comput€r at any
I me simp y byprêssing PLAY insroad ol making a
move. You may do lhis as ofl€n âs you like du nq
a game. By prossing BOLL DICE and PlÂY ovs.
and ôver, allof €very mov€, you can €ven walch
lhe compul€r plây ân €nlire gamo againsr itsell!

5.2 Uslng Uanual Dlca
It you somelimês loollhat th€ comput€r may b€
manipulaling lhsdicsrollsin irs,lâvor, you can t€
assored lhal lhis scomplêlely Lrnloundêd. Th6
Sail.k Champion Backgammon computsr nêvar
chsârs ând, in lacl conlains a vsry €laboralê
agor i lhm(whlchhasb€6nindspondei t lyv€r i r ied,
malhemalically) lo ensure that âlldic€ thrcws âr€

You do, how€vsr, havê lhs opllon oiusing rh€
aclualdic€ lhal arssuppli€dwith lhe s€l ând
enloring lh€ rols mafualy, lyou wish, You mây
do this in rhê lollowing manner: Wh€n orcE is
llashing in ft6 display ro indicato rhat the dic€
should be roll€d, instead oi prêssins FOLL olCE
to have lho compuls foll aulomalically. simplyroll
yourown dice and rh€n uso lh€ lwo di€ k€ys lo
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6nlerlhe roLl. Fo.êxample, say you rcllaL:land a
[-r. To €ntêl ths E, pr6ss IEFT DIE 4 $mês. the
display now shows E lor ths lelt dlê. Now prêss
RIGHT DIÊ 6lim€s, and lh€ display shows lt tor
thê righr di€. Attor th€ dice roll has bêen €nt€red.
pfess FOLL O|CElo coitîm lh€ €ntry, andthen
simprydaksyour mov€ âs usuâl(or prsss PLAY
and lhs comoul€r will us€ lhal rolllor lts mov€I.

Nolê: ll you ontêr doublôs lor your dicê roll, rh€
dlsplay r€llecls lhls by showlng doublêlramês
arcundlh€ two dic€. as in n :l

You mây play thê ênllrc gâm6 howêvo.you wlsh:
using manual dics, computor'g€nêratsd dicê rolls,
or â combination oi bolh.

5.3 Playlng Âgalnd ^nolher Pôrson
Yolr Chanpion Backgammon comput€r has lhÊ
âbililylo adasaretere€ by allowing you lo us€ lhê
compulêr io play againsl another p€tson. As noled
in Secl on 4.4, ânêr prssslng GAiIEOPTION lo
display lhe cursnt numb6r 01 playsÉ {nomâlly
displayed as Pl I - onê play€r agâinst thê
compulêr), prêss BEJECT lo chang€ the display lo
Pl ?. Then oress ÂCCEPT. ând lhê coftDul6r is

s€l lor lwo'play€r modÊ. Eâch ol you mây now
€nl€l moves on the compuler and play a gam€
againslon€ anothor. Enl€ ng moves is exacllylh€
sâme âs in â gâms âgainsr thê comput6r. The
complier rclls lhe dlc€ tor yoù, kê6ps tÉck ol thê
score and rnak€€ surelhatno illêgâlmoves ar€
made. ll you ov€r wanl lhs compulsr lo dov€ lor
yo!, s riiply p€ss PLAY b€lor6 stâding yourmove.

5.4 S.l Up lrode
On€ qood way to l€arn fior6 aboul ths game ol
Bâckgâmmon is to stldydiflorcnl board positiois,
and your Sall€l Châmplon Backgammon compolêl
alows you ro do jusr rharl Using S€r Up Mode, you
can modity any curcnl boad posilion, or ev€n ssl
up âny spoc alposll on ol yourcholc€ by c êâ no
lhê boad and lh€n €nl€ing lhed€sifed pi€cês. To
snle. Sel Up Mods, simplypress SET UP. Nolico
ihat sErup llash6s in thê uppê. rohr côrn€r ol rh€
display. ll continues to tlâsh lhe wholê lims you Ârs

Therê mây bê tim6s when you wanl ro sêr up a
board posilion complÊl€lyrrom sc€lch.ln a cass
likelhis, yo! will wanl lo cloar lhe boa.d ol all
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pioces b€loro you slart setling up thê new posilion.
To âc@rnplish rhis. simply press NEW GAME
whi€ you âr€ n 56l Up lMod€. Th€ compûter
bssps.lhê board is cleâred, ând alllhe mon
app6ârin lhebearotl area tolhe leftolrhe board.

sêltlng upâ P6ltlonraddlng and o€letlng ilen
Noqi. uss th€ di.sclionâlk€ys () andC)to
movo lo lh€ dosrsd poinls on lhe board. Nole lhal
lh€ l or a a ow movos lo a ditlerenl point each
limsone ol lhs dir€ctonal k€ys ispr6ssod. To
enl0r a.r1an on any parlrcLrlâf pont ilrst firakô sur€
lh€ l or a arcwis indicating that poinl in ths
displây. Yôu th6n hâvo lh€ lollowing oplions:
, To ênt$ t man on r polnli Pr€ss WHITE

MEN (of AIACK MENIoncêto €nt€ron6Whire
mân orono Black man on thal poinl, Thê
drsplây indicâl€s lho clrii€nlly s€l€cled color by
showing lhs cofrêsponding colo. symbol ro th€
nghl ol lhs boad (() orÔ). Pless VyHITE ilEN
or BLACK MEN r€oeat€dlvto ent€r morê msn
ot lh€ sarnêcolor on thal samê poinl.

. 1o delale a nan lrcm â polnt Pr€ss rhs koy
whch ndicales ihê oooos tê colo.lrôm th6 men
occlpying lhal point. For€xampler liapoinl
contains 5 Blackmen, prossing WHITE MEN

while rho arow indicâres lhat point lakês ons ol
lhs Black men ofithatpoinl. Pressing WHITE
iiEN rep€aled y conllnues to derol€ rn6n r|om

" Anù you have 3st up your posnon: Yot)
mustmak€ sùr€ thal you sel lhe correcl sidelo
move bêioæ you 6xit Set Up Mod6. Ths sido ro
move is always indicaled by showing €ilhêr the
whi lo symbo (( ) )or lhe Black symbol(Ô) lo
thsright ollhe plâyinE boâd.li lhe@nêclcoLo.
isshown, you nsêddo no$ing. l lyou wânl  lo
changerh€ colofro mov€, slmp y pr€ss WHITE
MEN o. BIACK ilEN lochangslh€ color.
b6lore you gsrourolS6t Up Mod€. Make sure
Ihâl yoLr do nol inâdvêd€nly âdd or rênov€ 6
man whilê changing lhe color.

-' fo otll Sat Up Uoclt: \Nh€n you ar€ salisli€d
wllhlhe pôsllon you hâvos6l up, pross SET UP
aqainlo eril Sel Up Mode. You may now
conrnuê lo pray as 0suar.

To êi(pêrimênl wilh hôw lo usê Sêt Up Mode, 9o
lhrcugh the lollowing sl€ps, in which you will
manually s€l up Backgammons inillalslâdng
posilion. Alrhough wh€n you choo*lo play
Backgâmmofi.lhe compuler obviously s€ls this
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posilion up loryoù automatically, lor lh6 Purposes
ol lsarning howlo lss SetUp Modo, going lhrough
lhis €xercis€ willbe good praclice.

1. Wlth th€ comput€r set lor a normalgameol
Aackgammon, prêss SET UP unlilscrot
llashos in lhe uppêr righl ol lhe dlsplay lo
indicâl€ thât you hav€ênl6r€d SslUp Mod€.

2. Pfêss NEwGAME. Allmon are r€movêd lrom
lhs boad, and 15 men ol sach color appear in
ths b6âÊôll area lo lh€ lâ1101ths board.

3. Noticêlhatrhe indicatôràrcw (1)ls on thê
lirslpointol Blacks innêrlabl€. You now wanl
to enl€f 2 whilê msn on lhalpoinl

4. PressWH|TE EN. NotslhalâWhil€ poc€
(( )) app€a6 on lhal poiîl. Prêss WHITE MEN
âgâin to pul a sêcônd whil€ man on thât same

5. Now prsss C 5 tmos to movs lhe indicator
âr.ow to th€ lêlr 5 points. Pr€ss ELACK MEN 5
tlmÊs lo enie.5 Bâck msn onlhispoinl.

6. Pf€ssq 2 mors times (notaæ that the airow
skps ovâf the bar area). P€ss AL^CK rlEN 3
timeslo enl€r 3 Black mên on lhrs pornl.

7. P.ess C 4 motê limês and lh€n PÉss WHTTE
MEN 5l imeslo pul5 whi l€  men onth ispoin l .

8. P€ssq again, noticing that the symbolnow
changes ro â low€r arcw (l)to indicatelho

9. P6ssBLACK MEN 5timss, walching 5 Black
m€n âppêar on lhis pôint.

10. Prêssq 4lim6s, ând press WHITE UEN 3
times lo€nl€rlh€ n€xl s€t ol men.

11. PrcssÇ 2 m€s (notic€ again lhal thê ârrow
skipsoverlhe barâfsa), and lhon pr€ss
WlllTE llEN S limes lo. lhat Poinl.

12. Now p.sss C 5 mo.o Ûm€s, and lh€n A!ÂCK
MEN brlce Yoo hâv6 now manoally 6n1€r€d
lhs hitial Backgâmmon slarlrng posrton.

r3. Whilê lh€ a is stillln lhis samâ posilion. Prôss
BLACK MEN once mofo, ând nol€ lhallhê
êomputsr givês yo! ân illêgalbeeP indication
This is becaus€ âll 15 piecss tor ahck arc
alfoadyoi rhê boâd, and lhê compulerknows
lhar you cânnol€nl6râny mof€ Black piscês.

14. Alsô wiilê in lhis sâms posilion, PÉclicê
€moving a man lromlh€ boad by pr€ssrng
WlllTE UEN onê llme- Nolicê thal lhis aclion
"lakes awâf onê ol lhe 8lâck m€n on lhat
poinr. Prêss BLACK MEN again lo PUtlhâl
mân back on thê board.

15. To chango rhe color lo mov6 b wnilê, ptoss -
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onco lo iidicale an unoccupied poim and press
WHITE MEN again - this chang€s the stârtinq
color wilhoul aclding or removing a piece. Noû
pfess SETUPTô€xitSêt Up Mod6, aid you
a.s rcady lo playlfom lhê posillon you have

Ptease note the tollowing additionat rutes rcgâding

. As mên ârê âddêd lo lhe boad or d€l€t€d tlom
lhs board,lhê msn cofiespondingly appear/
disapp€arinlhe bêâr-otl arêâtôrh€ lsll or tho

. Th€ tCO is c€pable oi displaying uplo 15 mên
onon€ poinr by using h€ 16dispays.

. You may nol €nlù mor€ lhÂn 15 msn lor oach

. Ityou ênl€r l6ss than 15 men lor each side, ths
comPuler assumss lhat thê rsst hâv€ bo.n€ ofl.

. Th€ compuro. w ll nor acc€pr an il êgal posillôn.

. li you usê NEW GAME to clear ths boad while
in Ssl lJp Mod6, but do not onter any men on
lhs board, whên you pr€ss SET UP again, the
boad willsimplyb€ s€t uplor a n6woamo.

Changhglhe Curêni aoard Posltlon
You may arso use Sel Up Mod€ lochang6lhe
cur.ênl boa.d posilion. This is accomplish€d by
pf€s€ing SET UP atanylime durlng agame, and
lhen lollowing thê proc€dures lor ênledng ând
d€loling men lrom theboard, as d€scrib€d
pf6vouslyin S6tllng Up r Po3ltlon: Addlngand
O€l.tlng ilên. (Caulion: Oo nor pross l{Ew
GAiIE in lhis câsê, orsl6sth€ cull€nl boârd
posilion wi | âulomalically b€ cleared.) Wh€n you
are linish€d cnânoinq tho position, pr€ss SET UP
again lo fêlurn loyourgâm€ wllh ihê nowposillon.

ll you arechanging an inilialboard posilion (of â
posllion whsrâ no mon havo v€l be€n borne ofl),
r€msmbsl lhat you musl lakê mÊn âwaytom
poinls in o.dor lo move lh€m lo n€woolnts, sincê
lh€ lotalnumbor ol dèn allow€d in lhegams is

Spoclal S€! Up Aubs Whsn Plrylng Jacquet
Somê spêcial rurÉs apply il you are playing
JacquÊtand using Ser Up Mod€. In ode.to ben€r
unde6land thÊse rules ând to. lull derails on how
lo play Jacquel s€€ Seclion 2.1.
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, ll orê nan (the Pastilon) s nol in lhe linal lab e,
the orhef 14 mèn (lre lalor) mlsl bo in the

. Ths nlmberollroê poinls in lhe secondlable
must bo at leasi 1 (lor Jâcquel 1) or 2 (ior

' You cannol sel up a posilion wilh mo€ lhan 5
cons€culive polnrs occupied by m€n oJ the
sam€ coloril ihâl sidê do€s noloccupy the lasl
2 ponls ot hislourlh tabe.

5,5 Sl.llsllca Funcllon
Your Champion Bâckgâmmon compuler has â
sp6ciâl Statislics lunclion which can givo you
vâluâble garne injormalon. Thislunc on givês you
an analysis otwhich sid6 is âh€ad, and shows yot
rh€ châncesol msn bêing hil. Using lhs slâlistics
leârurscan help you ro d€v€opan underslânding
oilh€ €em€ntol chance n Backgâmmon.ll can
be especially helplul n asssssing iskln ordor to
helpyo! lormuLale slratog€s. Sinc€ lhe elemenl oJ
chancg is quile signilcant nlhegame ol
Backgammon, undeBtanding probâblily is an
mponad parl ol becoming ân accoriplished
player, especiallywlh regard lo the chancesol

Belore explaining how rhe sial stics lealure works
here arsaiowwords reqarding lhe specilic ilems
wh ch âre add€ssed bylhlslealuro.

The pipcounl r€l€rslo thololalnumber otponls
lhal a player mosl movê his m€n b€lorê lhey are
allou th6 board, Both playerssrâdwilh a pipcounl
oi 167, ând they work lh€ r wây down through lh€
cours€ ollho gam€ As ân exariple, anor roling a
la l ,  : rcombinâlon,  you would havoappcounto l
i63 (yoLi m€n hav€ movod 4 ports, and thelola
poinls remaining hav6thus b6ên reduc€d by 4)
Wh€n a man is hitand plâced onlh€ bar,lhal
sidos pipcoonlcân incr€as€, sincelhal man nusl
re-ênlffthê board aid movo back toward lh€ inner

The comp son ol pipcoLnl ettecliv6lylêls you lh€
sde cur€ntly in lh€ load, which ls imponanl when
consd€r ing doLbing. l l  you woud lk€ lo  d€voloP
yoùrab i ry  toâssêsswhch sd€ is  oading,  aqood
exercise is lo lry lo esiimalelh€ diiierencê in
pipcounl by examlninglhe board;lhen chsck your
estimate agânsllhe one provded by the



Ths slalistic s important because n some
stuations, bo ng hl can caLsê yo! lo oselhe
game -  6sp€calywhen youroppone s cose lo
having allh s men n his i.reflable and is almosl
ready lo slarl bearing oll When youropponenl has
mvored mosl or allollhe poinls In h6 rnneflâble
bein! hil is alnoslcerlain lo make you lose the
gafie, srnce lhis allows hin lo blockyou irom
ro €ntoinq lrom the bar whio he slâds boannq oll

Slatslics arecaiculâled basedon 36 possrble dce
combi.alions (2 dce ûlh 6 sides eâch 6limes 6
eq!âls 36) ll â blol cân be hll by â combinalion ol
r' and:': lhoo lh6oddsol lhe mao bernq hn a.e
acl !â ly2 ô 36.  bscals€ bolh a J ,  : :  combnal loô
and a: : ,  j  combinal ior  a low lor  lh6 same move.
Nole thâI, torslalslca purposes lho lwo are
considered dillerênr combinalrons Th€ odds tor
dolb les, lo .exampe: l1) .  are only  1 in  36,  s ince
lhere is ony ono possiblè comb nâtion wh ch
alows lhe same moves.

Oblalnlng Game Slâtlsllcs nom lhê Compuler
Try oul lhe sratistics lealure ld yoùrsell by

1 When ll is yoor l!.n to play, press STAIISTICS.
Thedspây shows prF.cou l . lhècolor  symbo
(() or O))lor lhe co or wh ch is ahead, and the
dfierence in ppcouil (lhê nùmb€r ol poinls by
whch lhals idê s leading)  Fo.example a
dBplayol(.) and 6 indicares rhar Black is

2 Press STÂTISTICS aga n. Tho compLlor oow
shows srÀnsrcsând scans lho boad, coming
upwrh lhe charces o l  any o lyour  b o ls  boing
hil () aid ?'1. tor 6xample, m€ans th€fo is a
24 in 36 chanc€ rhar a Whiro blot wrlbe hLl

3 Press STATISTICS aOa n. and lhe compuler
shows rhe odds ol any oi rheorh9l sides blols
be.g hrr. The d spray changes lo show (.) ând
? l, lor eramplo, il lhoro is â 21 In 36 chaoce
thal a Black bor wil b6 hil

4. Press STA]ISTICS again lo r6llrn lo norma

Pleaæ tute the lollosng special cncunslaôces:
. Hil probab Iny is availade lor normal

Backgammon. bul when pay ng one ollhe
varâtions, only the pipcounl is 9ven since
hnng is  nol  a lowed n lhose games

a
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' On lhe rare occasion lhâl a possible dice
combinalion cannol be used in a legaLmove to
hita bol,lh€ actualhil probabiily s sighlly

. When tho pipcounl is more than 256, the
compurêrs display willstârl irom zero âgain.

6, TECHNICAL DETAILS

6.1 Changlng Bslle êg

1. Slid6lho cl6âr plâsric covêr to lh6 righllo
âLromâtlcâlly lun lhÊ compul€r OFF. Local€
lh€ balery comparlm€nton lh€ bollom ol the
unil, and opon il by lakng otl ils cover.

2. Insedlour'AA si2e (Typ€ AIM3/Fô) alkalino
batleries, obseryiig lh€ poârily (+ and -)
mark€d on lhe inslde oi the bâtlery

compartm€n1 cov€r.
4. Turn lh6 Lntov6r, and

s ido lhe c 6ar plasl c

aulomalically turn th6

compul€f is now €ady

whei rho bartù 6s a€ ow,lhê LCD displây
b6com€s dllicLrll lo €ad. Wh€n lhis occurs and
lhs display cannor be adjust€d by rh€ conrrast
Slid€r, you noodlo rcplac61hê bâtt6dês. Weâk
bâner6s should â wâys be r€placed prcmpl y,
s nce thoy may l€ak and causê damago lo tho unil.

Io rcplace low baneies:
1. Be sure tô have â new sât ol bâtleries on hand

belore rer'iov ng ths o d one€.
2. TL,rn thecompulerOFF by sliding theclear

plasliccoveral lhe way to lhe rghl.
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3. Tâkeollrhe banery companmenl cover ànd
replâce lhe balleries.

4 F€place lhê ballery compartmert cover, lurn
lho unilon agâ n, and yo! are readylo pay.

6.2 The ACL Key
I lhacompLlerlals lo respond aller you have
inso.l€d a n8w sotol batleres, your !nl may have
lock€d !pdle lo slalrc drschargo. In lh s 6venl
smpy locale lhe ÂcLkey on rhe bolrom or rhe ser
(s6o F gùfo 15) Usè a paper clip or any orher
shâe obecl lo p.ess and hold in lhe ACL key lor
se!€6 seconds. Th6.esels ând rel.rrâizes rhe
conpurer Nore rhar pressrnq lhe acLkey resers
lhê compulerllacklo all ls h{ialdelaull sellngs

6,3 Câre sîd M.lnrenancè
Yolr Sa lek Champ on gackgammon compurer 6 a
prec s on e ectron c devlce, and shou d nol be
subiecled 1o.o!gh handlng or exposed lo êxlremê
I€mperalures 0r mosl!re. Aso make sùre nol lo
usoch€mca agenls lo cean lhe sel. as lhese may

To remove lhe slid ng cover lorclÊaon9. s mply
move irro rhe eftand a/dn /wtththe naûonlhe
bach ectge at the unit \rd câled n lhe D IAGBAM
OF KEYS AND FEATUBES aIlhe iionI oI Ihe
man!â) PùllLp, ând lhe cov€r is easily r€movod
To pll the cover backon reposlon il in lhe same
way, Ining t up as belore.

6.4 T.chôlcd Sæclllctlon.
tæ SP..dr I MHz

LcDDt.ptat: 46rsêonùôrs V'.wdoi,o,'62t!9inn

Cof,t erco.korj iooxohms &,
c'p6ânngvol|.g.:43|la65|

1x  AA  cû  h l ^M3 iF6 ) ro rovo ,  i 50
hoùEoropê ,a '  on l o ,up ' o2yÊa rew i3n

Ptaytng SÎënqtà: Forbog'nrcre and.dvlncod payore

T
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7. TROUBLESHOOTING GUIDE

SYMPTOMS POSSIBLECAUSES ACTION TO TÀKE

l.  The un t  w l lno l  iurn on, Bateies not ineeded prcpe y. Consull diagÉm ât ironl ol
manual lor proper batlery

Balleies weak or dead. Rêplâce bâttff es tefsr 10
Secl on 6 1).

2 Th€ LCD dlsplay looks wrong Batteies weak or dead.
lj 6ûof p€rs sls, consu t Se&ice

3. Sggm€nts in lh€ d splay a€ LCD Contrcst Stidet not adjusted
cpnodly, or balteries wêak.

Adjusl Lc0 cônrrâsli I dimnsss
pers sls, rsp ac€ balt€nes.

4. Compulsrgiv€6 no response
or imPrcPe. resPonso.

Elechostatic dischaqe. Press ACL key (see Seciion 6.2
lor details). lercr pêrsisls,
consulr seru ce csntsr.

5. Computer willnol âccepl â Yau arc trying to naka an itegat Fe €nler egalmove (consu i
Seclions 1 and 2iorrules).
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TROUBLESHOOT|NG GUIDE (continued)

sYitPfoMs POSSIBLE CAUSES ACTION TO TAKE

6. You hav€ nolunho. ogal
moves, bul ih6 compuler do€s
nol give lhs aulomalic pass

The ptevious nove daes rct nakê
tùtt use ot its tott (see Sectjon |.5).

Press TAKE B^CK ând lhen
re enler lhe or I nal dice valuos
inlo Iho compulor man0allyi
lhen mâk6 lho .nove ùal tully

7 Thocompulsrwi l  nota low
you lorako back a movo.

A ltiêlrcc novg cânnat be laken 566 Sociion 2 2lor lhe r!l6s ol

Player has passèd aI the dice
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