G n Rumy
Version 2.0
Rel eased 4/12/93

| nt roducti on.

The G n Rummy program can be run on any Maci ntosh
conputer. It needs 410K of nmenory and is 32-bit clean.
| amreleasing this programas shareware for $10.

Gn Rummy is a card gane for two people. A gane
consi sts of a series of hands, and it ends when a pl ayer
accunul ates 100 or nore points. Then, the final scores are
cal cul ated and the player with the higher score is the
W nner.

| will assune that you know the rules of Gn Rumy. I|f
not, you can read the section on G n Rummy in al nost any book
on card ganes, which you can obtain fromyour local library
or bookstore.

The product nanmes nentioned in this docunent are the
trademarks or regi stered trademarks of their nmanufacturers.

The following tells you how to use this program

Start a gane.

Wien a new game starts, the conputer will automatically
cut the cards for each player to see who deals first. The
pl ayer who cuts high nust deal. Thereafter, the w nner of
each gane deals the first hand of the next gane. However, if
you start a new game when the current game i s not over, you
will again cut for deal. You can start a new gane or quit at
any time by selecting the appropriate itemfromthe gane
nenu.

After the cards are cut, you should click the "deal
first” button on the button bar at the bottom of the w ndow
or select the "deal new hand" itemfromthe gane nmenu. The
first hand of the gane will then be dealt.

Deal a hand.



Wien a new hand is dealt, the dealer gets ten cards and
t he non-deal er gets el even cards. The non-deal er starts by
pl ayi ng one of his or her cards.

The wi nner of the hand deal s the next hand.

You can draw the top card of the face down stock pile
or pick up the top card of the face up discard pile. Choose
by clicking the top card of the appropriate pile or clicking
the appropriate button on the button bar.

The card you select will be added to your hand at the
far right and highlighted. However, if you click a pile and
your nouse preference is "nove as inmage,"” then you must nove
the card to your hand.

You cannot draw a card if the stock pile contains only
two cards. You can pick up the last discard or click the
"hand is dead" button, in which case it is a draw and neither
pl ayer scores any points and the deal er redeal s the hand.

Undo get card.

You can undo the card you drew by sel ecting the "undo
draw card" itemfromthe edit nenu.

You can undo the card you picked up by noving it back
to the discard pile. O, you can select the "undo pick up
di scard® itemfromthe edit nmenu.

Play a card.

You can di scard, knock with a deadwood count of 10 or
|l ess, or ginif you have no deadwood count.

First, you nust highlight exactly one card that you
wi sh to discard. Then, nove the card fromyour hand to the
discard pile, pressing the option key if you wish to go out.
O, click the appropriate button on the button bar. Your
discard will be placed face up on top of the discard pile. If
you knocked or ginned, the hand ends and you nust put down
your melds. Qtherwi se, it's your opponent's turn to get and
play a card.

As a shortcut for discarding, you can hold down the
conmand key and click once on the card you wi sh to discard.
The highlighting of the cards in your hand is ignored in this
case, and the selected card is discarded.



Mel d.

You can put down only one neld at a time. If your
opponent knocked, you can also lay off cards fromyour hand
that extend any neld of the opponent.

First, highlight the cards that you wish to neld or |ay
of f. Then, nove the neld or lay offs fromyour hand to the
table area to the left of the cards in your hand. O, click
the "put down neld" or the "lay off cards" button on the
button bar. Your neld or lay offs will be placed to the left,
apart fromthe remai ning cards in your hand.

Repeat this for the other nmelds in your hand. |If you
are noving cards, you nust rel ease them over the cards
al ready on the table.

Al laid off cards will be grouped together, placed
| ast anmong all the nel ded cards.

You can pick up one or nore nelds or all your lay offs
fromthe table and put them back into your hand.

First, highlight what you want to pick up. Then, nove
themfromthe table to your hand. O, click the "pick up
nmel d* button on the button bar. The selected cards will be
pi cked up fromthe table and placed back into your hand.

| f you knocked or ginned, you can undo that choice by
clicking the "cancel nelding" button on the button bar. Al
your nmelds will be picked up fromthe table and your | ast
discard will be returned back to your hand. This is useful if
you di scard the wong card when you knock or gin.

Fi ni shed nel d.

When you have nothing nore to neld, click the "finished
nmel di ng" button on the button bar at the bottom of the
wi ndow.

Ki bitzer.

The ki bitzer can give you advice when it is your turn
to get a card, play a card, or neld. Just select the
"Kibitzer" itemfromthe special menu or press its comand
key equivalent. The kibitzer will tell you his suggestion by



usi ng Macintal k or by highlighting the button to click or the
card to discard, depending on which boxes you checked for the
ki bitzer option in the preference dial og.

I f you want to use Macintal k, be sure to al so check the
"on" box for the Macintalk option in the preference dial og.

Comput er opponent.

You can set the skill level of the conputer to
"begi nner" or "internediate." The "expert" skill level is not
done yet.

You can set the strategy of the conputer to one of
three choices. The first two strategies are pure strategies,
and the third is based on sonme of the suggestions given by
Walter B. G bson in his book "Hoyle's Sinplified GQuide to the
Popul ar Card Ganes."

When "conputer versus conputer” is selected fromthe
gane nenu, the skill level and the strategy of the second
pl ayer ("you") can be set differently than that of the first
pl ayer ("me").

Start a sel ecti on.

You have two ways to start a new selection. The cards
you select will be highlighted and any previously highlighted
cards will be unhighlighted.

In the first way, click just outside of the first card
that you wish to select; drag straight into it; drag through
adj acent cards to select nore; finally, rel ease the nouse
but t on.

In the second way, click inside a card you wish to
select. If your nouse preference is "click to select," drag
t hrough adj acent cards to select nore, and finally rel ease
t he nouse button. If your nouse preference is "click to
nove," the card that you clicked will be selected, and you
can start noving it.

To select all cards, hold down the shift key and doubl e
click on any unhi ghlighted card.

Modi fy a sel ection.

You can nodify your current selection by selecting a
range of unhilighted cards to add or a range of highlighted



cards to renove. Any previously selected cards outside of the
range will remain highlighted.

To make a nodification, hold down the shift key and
click inside a card you wi sh to nodify; drag through adjacent
cards to nodify nore; finally, rel ease the nouse button

To unselect all cards, single click in the area that is
just outside of your cards, or hold down the shift key and
doubl e click on any highlighted card.

Move cards.

To nove one or nore cards in your hand, first select
the cards you wish to nove. Then, click on one of the
hi ghl i ghted cards, and start noving the cards to the new
| ocation. The "hot point" of your selection is always | ocated
at the | owest point of the arc at the upper |eft corner of
your sel ection.

Move the "hot point" of your selection to the point
where you want the cards to be noved, and rel ease the cards.
The selected cards will be sorted and noved to the new
| ocati on.

As a shortcut, if you release the cards in the area
that is just outside of your cards, the cards will be placed
at the far left of your hand.

Rel ease cards.

Your "nove by" nouse preference determ nes how you
rel ease the cards that you nove.

| f you nove by dragging, then rel ease the nouse button
where you want the cards to be rel eased.

| f you nove by grabbing, you can rel ease the nouse
button at any tine. You can still continue to nove the cards.
Then, click where you want the cards to be rel eased.

Game vari ati ons.

You can sel ect the Cklahorma variation fromthe
preference dialog. This is the sane as the normal variation
of G n Rumy, except for the following. After the cards are
dealt, the bottomcard of the stock pile is turned face up
This is the upturn card. If it is a spade, the score for that
hand is doubled. Its rank determ nes the knock requiremnent.
If it is a face card, your deadwood count nust be 10 points



or less to knock, as usual. If it is a pip card, your
deadwood count nust be less than the rank of the upturn card.
In particular, if the upturn card is an ace, you nust gin. It
is recoomended that you increase the points needed to end a
gane from 100 to 150 or 200.

| wish to thank Barry L. Wl nman for his freeware
program Serial Print 1l. | used it to print ny program
listings on a twelve year old Epson FX printer (which ny
sister gave ne). It is connected to ny Mac via a 9-pin
G appler parallel printer interface cable from Oange Mcro
I nc.

Credits.

| wish to give credit to the foll ow ng people for code
t hat they devel oped, which | used in ny program

Dmtri Linde and Peter Kaplan provided C code and
assenbly code to interface with Macintal k.

Scott Knaster described C code to do of fscreen draw ng
in his book "Mcintosh Programm ng Secrets.”

Programm ng tool s.

| devel oped the G n Rummy program on a 2Md/ 40Mo LC,
with an Apple 12" nonochrome nonitor. | used System 7. The
Ilowing are the tools that | used to devel op the program
Think C 4.0 by Synantec.
ResEdit 2.1.1 by Apple.
MacsBug 6.2 by Apple.

Soft Pai nt (A paint programon |ssue #26 of Di skworld,
one of the nmonthly "magazi ne" disks by Softdi sk Publishing).

VWrd 4.0 by Mcrosoft.
Superd ue |1 by Sol utions.
Serial Print Il by Barry L. Wl nan.

Ref er ences.



1)
2)
3)

4)
5)

6)

7)

8)

9)

10)

Appl e. "lInside Macintosh, Volune I."
Appl e. "lInside Macintosh, Volune II."

Cherni cof f, Stephen. "Maci ntosh Reveal ed, Vol une
One: Unl ocki ng the Tool box, Second Edition."

Knaster, Scott. "Macintosh Programm ng Secrets.”

Knaster, Scott, and Rollin, Keith. "Macintosh
Progranm ng Secrets. Second Edition."

Little, Gary, and Swi hart, Tim "Progranm ng for
System 7. "

Mark, Dave, and Reed, Cartwight. "Macintosh
Progranm ng Prinmer."

Mar k, Dave. "Macintosh C Progranm ng Prinmer, Vol une
M.

Matthies, Kurt WG, and Hogan, Thom "Macintosh C
Progranm ng by Exanple.”

Medni eks, Zigurd R, and Schil ke, Terry M "C
Progranm ng Techni ques for the Macintosh."

Version History.

Version 2.0 was released April 12, 1993. The foll ow ng
changes were nade:

A) | added the foll ow ng nouse preferences. You can
nove i mages of the cards instead of their outlines.
You can grab cards instead of draggi ng them You can
click to nove a card instead of clicking to select a
card.

B) To change your preferences during the play, you
click the "ok"™ button in the preference dialog. To
retain your preferences after you have quit, you
must click the "save" button .

O You can nodify the points for bonuses and the
poi nts needed to end a gane. Requested by R
| wanchuk.

D) You can keep a tally of the winner's victories
and points. Requested by C. Mtelli.



E) | added nore undo cases. You can now undo "draw a
card" and "pick up discard." Requested by C. Metelli
and Hans Bosch.

F) | added the l ahorma game variation. Based on a
request by R |wanchuk.

G | inproved the conputer's nelding and | aying of f
of cards when the opponent has knocked. The conputer
shoul d now al ways get the | east deadwood count in
this case.

H | used Think C s object-oriented progranm ng. It
is excellent.

Version 1.2 was released July 11, 1992. The foll ow ng
change was mnade:

A) | added an edit that you can't lay off cards on
your opponent's nelds after your opponent has
gi nned.

Version 1.1 was rel eased June 30, 1992. The follow ng
changes were nade:

A) Mke Miuller pointed out that the bottom part of
the screen containing the button bar was chopped off
when run on a power book. | now display the smaller
wi ndow i f the height of the screen is |less than 480
pixels or if the width is | ess than 640.

B) | added an edit that you can't finish nelding
after you knock if your deadwood count is nore than
10. (I left out this edit in order to test ny
nel di ng code without playing a full gane, and |
forgot to put it in later.)

O | fixed the programso that you nust click
exactly on the top card of the stock pile or the
discard pile in order to draw a card or pick up the
di scard card.

D I now have the correct picture of the G n Runmy
icon appearing in the upper left corner of the

di al og wi ndow that is displayed if you turn on
maci ntalk in the preference dial og but you don't
have nmacintal k in your systemfolder. (I deleted
that picture when | was cl eaning up the resource
file using Reskdit. | thought it wasn't used for
anyt hi ng.)

E) | nodified the change of cursors in different
cases. For exanple, | now change to the arrow cursor



when a di al og wi ndow becones active. | think this
prevents confusion if the clock cursor woul d
continue to be displayed. For, you nust click on
your choice in the dialog window, and not wait for
the conputer to finish its processing.

F) In several cases, | failed to change to the
correct cursor when | should have. This occurred
when you rel eased the nouse button after you had
clicked in the nenu bar or in a dialog. | fixed

t hese problens. (I was dependi ng on the nouseup
event to detect when the nouse button was rel eased:
but the built-in tracking of the nouse novenent in
the menu bar or in a dialog intercepts the nouseup
event.)

G Wien you knocked with a deadwood count of nore
than ten points or ginned with a deadwood count not
zero, and then select the "nmachi ne versus machi ne"
itemfromthe gane nenu, the conmputer would finish

t he nel ding even though the final deadwood count was
i mproper. This has been fi xed.

H) | made ot her changes which are hopeful ly
transparent. For exanple, |'musing w ndows rather
than di al ogs, as recommended i n the Macintosh
Techni cal Note #203. (Even before | saw this tech
note, | knew dial ogs should not be used as main

wi ndows, but | wanted to try dial ogs since the

di al og manager does so nmuch of the work for the
programrer and ResEdit is so easy to use to set up
the control itens in a dialog, but not in a w ndow.
Now |I' musi ng wi ndows to see how the two conpare.)

Version 1.0 was rel eased May 12, 1992.

My prograns.

Your

The following are the prograns | have rel eased:

1)

3)

3)

Achi, version 1.0, freeware
Achi is a board ganme for two people, simlar to
tic-tac-toe.

Bezi que, version 1.0, freeware.
Bezique is a card gane for two people.

G n Rumy, version 2.0, shareware $10.
Gn Rumy is a card ganme for two people.

comments.



You can send your shareware fees, coments, program
bugs that you find, and suggestions to nme at this address:

WIlliamHale
7117 Sycanore

New Ol eans, La. 70118
O e-mail to pcOtnys@music.tcs.tul ane. edu, where the
third character is a zero, not a letter.

Pl ease nention the nanme and version of the programthat
you are witing about.



Shareware form

Your nane:
Your address:
Your city:
Your state:
Your zip:
Your country:
Pl ease encl ose $10 for Gn Runmy 2.0 and mail to
W1 liam Hal e
7117 Sycanore
New O | eans, La. 70118

Thank you for your support to help me enhance this
program and rel ease other prograns |ike it!



