The Game of "Set" Play game
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Inere IS one card Tor each compination oT the Tour pre
Select the “Lards” page to get a picture or all ot the d
FIrSt I'll descripe tne original manual game, then tnis «
Ine game IS played by SNUTTiiNg the carads and then de

INe players the try to 11hd “sets”™ OoT three cards. FPLAY
vwnen a player tninks ne/sne nas rouna a set, ne/sne C
Immediately select the three Cards that make the set.
then, arterwards, try to 1nna one.

vnen a player pICKS up a Set, he earns one point and
tne deck. IT'a player cnooses cards wnich are not, In Te
one point.

IT NO player Can 1nnd a set In the cards wnich have pee
Py all players, three more cards are layed down. VVne
NOtT replaced trom the deckK. Ihatls, cards are only de
the total Carads lald out up to twelve.

vwnat constitutes a "set”¢ Glven three cards, €ach or 1
pe ALL the same or ALL dliterent, the Key word being .

These cards make al A A A



ALL ditterent colors, ALL the Ssame letter, ALL the Sam

These cards make ai A AA AAA
ALL the same color, ALL the same letter, ALL ditterent

These cards make al A BBBl cc
ALL qITTerent colors, ALL diTTerent Ietters, ALL airrerent

These cards make a AAA B CC
ALL the same color, All difterent letters, ALL difterent |

These cards makeal €C CC CC
ALL The same color, All the same letter, ALL the same

In each case, WIth respect to EALH property, the cara:
alrrerent.

These cards are not! A AA AAA
Ine colors are not ALL ditterent or ALL the same.

These cards are not [ EEISINNSEN

INne ToNtS are Nnot ALL dliterent ot ALL the Same.

These cards are not||jiS BB |BBB

110ne COl0rI'sS are 10t ALL LtIl€e Salne or ALL dllrere.

These cards are ni "AJIBI cc
Ine numper ot letters IS Not ALL the same or ALL diire



These cards are not! A BB CC
INe numper or letters IS Not ALL the same or ALL adlrre
Note that given any two cards, there IS always a third

For these two cards;: BB  CC
I nese cards have the same color, dirrerent letters, saf

The third card needs to be: AA

For these two cards: AAA AAA
| hese cards nave dirrerent colors, the same letter, the

The third card needs to be: AAA

vwhen all or the Cards nave peen dealt, play continues
remaining cards do not rorm any sets. Ihe player witl

|0 play thiS computerizea Version:
YOU Can begin playing a new game at any time by pre

| 0O SeleCt a Set OoT three cards, use the mouse to CIICK 1
or “Player 2" or "Player 3°. DO the Same wIth the Othe¢
evaluates your selections. IT YOu nave selected a Set,
Set you Iose a point. YOU MUS| selecCt the Cards one a
Nandle selection or a multiple cell DIOCK.

ATter selecting one or two cards, you Can Clear your s¢
nowever, you will 10S€ a point.

IT all players agree that the cards on the pboard do not
"Deal 37 to deal three more cards onto tne poard.

YOU Can select "ASK” TO nave the computer nnd a mat
aS much as two minutes on a twelve Card poard and, ¢
the more cards that are on the pboard. I1nere iIs no way
combpination oOoT three cards. IhiIs tunction Is, however
YOu CAN press Ctri+Break to Interrupt the searcn.

|0 Start playing the game, select the "Boara” page, ol



“Flay Game" putton.
ADOUT The programming:

Some cell protection IS Used to Keep you Trom acclaer
TO IMpProve response time, the MAPS are not protectec
modaity them.

| had some aITfculty TINding three Tonts that 100Ked Su
commonly avallapbl€. IT yolr macnhine nas tne Adobe T
MIgNT want to change tne Tonts to be easler to tell ap:
change them on tne “Laras” page.

INe Macros use the caras’ PUSITIUNS on the "caras” |
properties. DO NOtT rearrange the “cards” page. Simil
the board are computed. Do not add rows of columns

InNeé Macros and tables are rormatted according to a s
FPro programming exercises. ktverytning IS protected,
Set DY {LEI y statements. Magenta cells are rormulas
Regular blacKk text IS code. Labels In column A rerer t
B. AIll DIOCKS are single cells except where noted In tn

I NIS spreadsneet does NOt Use any Sstartup or exit mac
application properties. It alSO USES No dlalog DOXeS, S|

INIS game was programmead by:

Robert M. Peffer
The Crane-Peffer C
1021 Shelter Cove Road
Whitethorn, CA 95589
(707) 986-7811
CompuServe: 70621, 1702

This software is distrubuted as "freeware". It may be distributed free of charge without
limit, so long as this copyright information is not altered. This software is not warranteed
to work in any particular way, or to even work at all. No warranty as to its particular
fithess for any particular purpose is expressed or implied. This disclaimer is, of course,
subject to provisions of state and local law.

Copyright 1994, Robert M. Peffer
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)perties, making a total or 81 caras.

ITTerent cards In the deck.
-omputerized version.
2aling twelve cards race up.
ERS DO NOI PLAY IN TURN.,

alls out "5SEI1” and then Mmust
IT IS cheating to Call "5SEI1™ and

the tnree Ccards are replaced 1rrom
ACT, a Set, then the player 10ses

'N lald OUut, then, upon agreement
‘N a set IS Tound, these cards are
2alt Trom the deck In order to bring

[ne properties or the caras must
ALL.



e humper, ALL the Same Tont.

numpers, ALL the Same ToNt.

- humpers, ALL ditterent tonts.

numpers, ALL the Same Tont.

numper, ALL dltterent tonts.
S are elther ALL the Same Oor ALL

INL.

rent.



rent.
card whicn would make a Set.

mne numpber and dirrerent tont.

¥ Same numper and the same Tont.

until all players agree that the
N the MOoST poINnts WInNS.

'SSINg the "New Game™ button.

‘ne Mrst card and tnen “rlayer 1-
) TWO cards. Ihe computer then
you get a point. IT It was not set a
it a ume. Ine game does not

2lections with the "Clear”™ pbutton,

TOrm a set then you Cah press

Cn. INIS takes a Iong time,

OT course, exponentially longer
around having to check every

, very intormative (and humpling).

" press Ctri+Home anad press the



1tally wrecking the game, nowever,
I. DO Nnot seleCt them and do not

ITMcIently dirTerent ana tnat are
ONTS or Other tnird party Tonts, you
Irt. 10 change the Tonts, sImply

page to determine their
arly, the posItions of the cards on
; Of move the carads.

tandard | use tor all oT my Quattro
except Tor cells In Blue, Wnich are
. BoIad Italics are comments.
) one cell namea DIOCKS In column
e code and on the Msg page.

Zros, Nor does It modity any
peea bars or grapnics.
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New Game Player 1 Player 2 Player 3 Clear Ask  Deal 3

Points: 0 0 0 Player:any Cards:69




Board Map
66
17
62
-1
-1
-1
-1
-1
-1

Values:

DO NOT MODIFY THIS PAGE

51
74

0
-1
-1
-1
-1
-1
-1

-1No tile
nTile n

41
19
33
-1
-1
-1
-1
-1
-1

38
63
73
-1
-1
-1
-1
-1
-1

-1
-1
-1
-1
-1
-1
-1
-1
-1

-1
-1
-1
-1
-1
-1
-1
-1
-1



-1
-1
-1
-1
-1
-1
-1
-1
-1






0Undealt
1Dealt

DO NOT MODIFY THIS PAGE!!!!

Values:
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Programming

Variables

Chrix1 2 Chr dimension of Card1No

Qtylx1 2 Qty dimension of Card1No

Fntlx1 0 Fnt dimension of Card1No

Clrlx1 1 Clr dimension of Card1No
Card1Addr #NAME? Address of Card1No into Cards and CardMap
Card1No 73 First current card number (0..80)
Chrlx2 1 Chr dimension of Card2No

Qtylx2 1 Qty dimension of Card2No

Fntlx2 0 Fnt dimension of Card2No

Clrix2 0 Clr dimension of Card2No
Card2Addr #NAME? Address of Card2No into Cards and CardMap
Card2No 36 Second current card number (0..80)
CardsUsed 12 Number of cards dealt from Cards
BoardUsed 12 Number of cards on board

Points1 0 Points accumulated by player 1
Points2 0 Points accumulated by player 2
Points3 0 Points accumulated by player 3
Player 1 Player currently selecting

SvPlayer 0 Last player who selected

BoardHor 4 Row index into Board and BoardMap
BoardVer 0 Col index into Board and BoardMap
BoardHor2 2 Extra row index

BoardVer2 1 Extra col index

BoardHor3 0 Extra row index

BoardVer3 2 Extra col index

MaxHor 3 Max Row

MaxVer 2 Max Col

WrkCitr 12 A work counter

Ans y User response

SelCtr 0 Number of cards selected

Array of indexes to three selected cards

Sel0Card -1
Sel1Card -1
Sel2Card -1

Array of addresses of three selected cards into Cards and CardMap
SelOAddr
Sel1Addr
Sel2Addr

Accumulated number of matches between three selected cards
ChrMatch 3
QtyMatch 0



FntMatch
CIrMatch

Accumulated number of non-matches between three selected cards

ChrNMatch
QtyNMatch
FntNMatch
CIrNMatch

TotMatches

0
3
2
2

2 Total matches or nonmatches

Deal 1 card (called by Deal3 and Deal12)

Deal1
Deal1A

Deal1C

Deal1E

Deal 3 cards
Deal3

Deal3G
Deal3L
Deal3P

Deal3X

Deal3Y

{}
{Let Card1No, @INT(@RAND*81)}

{ReCalc Chrix1}{ReCalc Qtylx1}{ReCalc Fntix1}{ReCalc Cirix1}{ReCalc Card1Addr}
{ReCalc Deal1C}
#NAME?
{Iif @CELLPOINTER("contents")<>0}{Branch Deal1A}
{PutBlock 1}
{ReCalc Deal1E}
#NAME?
{EditCopy}

{
{ReCalc CardsUsed}

{If CardsUsed=81}Branch Deal3Z}
{WindowsOff{PanelOff{WaitCursorOn}{Indicate "WAIT"}
{Let WrkCitr,0}
{SetMaxHorVer}
{Let BoardHor,0}
{Let BoardVer,0}
{Deal1}
{ReCalc Deal3P}

#NAME?
{Iif @CELLPOINTER("type")="b"}{Branch Deal3X}
{Let BoardVer,+BoardVer+1}
{If BoardVer<MaxVer}{Branch Deal3L}
{Let BoardVer,0}{Let BoardHor,+BoardHor+1}
{Branch Deal3L}

{
{SetObjectProperty "Active_Block.Protection","UnProtect"}

{EditPaste}
{SetObjectProperty "Active_Block.Protection","Protect"}
{ReCalc Deal3Y}

#NAME?



{Let WrkCtr,+WrkCtr+1}

{If WrkCtr<3}{Branch Deal3G}

{Let BoardUsed,+BoardUsed+3}
{WindowsOn}HPanelOn}{WaitCursorOff{Indicate}

Deal3z {
Deal 12 cards
Deal12 {
Deal12B {Beep}
{Message NewBoardMsg,10,10,0}
{GraphChar Ans}
{If Ans<>"Y"{Branch Deal12Z}
{}

{WindowMaximize}

{WindowsOff{PanelOff}{WaitCursorOn}Indicate "WAIT"}

{SetObjectProperty "Board:A2..110.Protection”,"UnProtect"}

{Blank Board:A2..110}{SetObjectProperty "Board:A2..110.Shading","3,0,Blend7"}
{PutBlock 0,CardMap:A1..19}

{PutBlock -1,BoardMap:A2..110}

{Let Points1,0}{Let Points2,0}{Let Points3,0}

{Let WrkCitr,0}

{Let BoardHor,0}

{Let BoardVer,0}

Deal12L {Deal1}
{ReCalc Deal12P}
Deal12P #NAME?
{EditPaste}
{ReCalc Deal12S}
Deal12S #NAME?

{Let BoardVer,+BoardVer+1}

{If BoardVer=3}Let BoardVer,0}{Let BoardHor,+BoardHor+1}
{Let WrkCtr,+WrkCtr+1}

{If WrkCtr<12}{Branch Deal12L}

{SetObjectProperty "Board:A2..110.Protection”,"Protect"}

{Let BoardUsed,12}

{ClearSels}

{WindowsOn}PanelOn}{WaitCursorOff{Indicate}

Deal12Z 0

Select a card
Select {
{Iif @CELLPOINTER("row")=1}Branch Select099}
{Iif @CELLPOINTER("type")="b"}{Branch Select099}
{ReCalc Select005}ReCalc Select006}
Select005 #NAME?
Select006 #NAME?
{If SvPlayer<>0#AND#Player<>SvPlayer}{Branch Select099}



Select010
Select011

Select050

Select080

Select099

{Iif @CELLPOINTER("TwoDAddress")=Sel0Addr#OR#@CELLPOINTER("TwoDAddre
{
{Let SvPlayer,Player}
{ReCalc Select010}ReCalc Select011}
#NAME?
{Let Sel0Addr,@CELLPOINTER(&quot;TwoDAddress&quot;)}
{Let SelCtr,+SelCtr+1}
{SetObjectProperty "Active_Block.Text_Color","0"}
{If SelCtr<3}{Branch Select080}
{WindowsOff{PanelOff{WaitCursorOn}{Indicate "WAIT"}
{CkSels}
{If TotMatches=4}{Branch Select050}
{NoMatch}
{ClearSels}
{WindowsOn}HPanelOn}{WaitCursorOff{Indicate}

{
{IsMatch}

{ClearSels}
{WindowsOn}PanelOn}{WaitCursorOff{Indicate}

{}

{
{Beep 3}

Three cards selected, check for match (returns TotMatches)

CkSels

{
{Let ChrMatch,0}{Let QtyMatch,0}Let FntMatch,0}{Let CIlrMatch,0}

{Let ChrNMatch,0}{Let QtyNMatch,0}{Let FntNMatch,0}{Let CIrNMatch,0}
{Let Card1No,+Sel0Card}{Let Card2No,+Sel1Card}{CkMatch}

{Let Card1No,+Sel0Card}{Let Card2No,+Sel2Card}{CkMatch}

{Let Card1No,+Sel1Card}{Let Card2No,+Sel2Card}{CkMatch}

{}

{Let TotMatches,0}

{If ChrMatch=3#OR#ChrNMatch=3}Let TotMatches,+TotMatches+1}

{If QtyMatch=3#OR#QtyNMatch=3}{Let TotMatches,+TotMatches+1}

{If FntMatch=3#OR#FntNMatch=3}Let TotMatches,+TotMatches+1}

{If CIrMatch=3#OR#CIrNMatch=3}Let TotMatches,+TotMatches+1}

Not really a match

NoMatch

NoMatch010

{}
{ReCalc NoMatch010}

{Let Points1,+Points1-1}
{Beep 4}{Beep 3}{Beep 2}{Beep 1}

Three matches or three nonmatches

IsMatch

{
{ReCalc IsMatch005}



IsMatch005

IsMatch010

IsMatch011

IsMatch020

IsMatch021

IsMatch030

IsMatch031

IsMatch050

IsMatch060

IsMatch061

{Let Points1,+Points1+1}

{ReCalc IsMatch010}{ReCalc IsMatch011}

{SelectBlock Board:}

{SetObjectProperty "Active_Block.Protection","UnProtect"}
{Del}

{SetObjectProperty "Active_Block.Protection","Protect"}
{SetObjectProperty "Active_Block.Shading","3,0,Blend7"}
{SetObjectProperty "Active_Block.Text_Color","3"}

{Let BoardMap:,0}

{

{ReCalc IsMatch020}{ReCalc IsMatch021}

{SelectBlock Board:}

{SetObjectProperty "Active_Block.Protection","UnProtect"}
{Del}

{SetObjectProperty "Active_Block.Protection","Protect"}
{SetObjectProperty "Active_Block.Shading","3,0,Blend7"}
{SetObjectProperty "Active_Block.Text_Color","3"}

{Let BoardMap:,0}

{

{ReCalc IsMatch030}{ReCalc IsMatch031}

{SelectBlock Board:}

{SetObjectProperty "Active_Block.Protection","UnProtect"}
{Del}

{SetObjectProperty "Active_Block.Protection","Protect"}
{SetObjectProperty "Active_Block.Shading","3,0,Blend7"}
{SetObjectProperty "Active_Block.Text_Color","3"}

{Let BoardMap:,0}

{

{Let BoardUsed,+BoardUsed-3}

{If BoardUsed<12}Deal3}

{}

{ Compress the board
{}

{SetMaxHorVer}

{Let BoardHor,0}

{Let BoardVer,0}

{Let BoardHor2,0}

{Let BoardVer2,1}

{

{If @ CELLINDEX("type",Board:,BoardHor,BoardVer+1)="b"H{Branch IsMatch060}
{Let BoardVer,+BoardVer+1}

{If BoardVer=MaxVer}{Let BoardVer,0}{Let BoardHor,+BoardHor+1}

{If BoardHor<MaxHor}{Branch IsMatch050}

{Branch IsMatch099}

{
{If BoardHor2<MaxHor#AND#BoardVer2<MaxVer}{Branch IsMatch061}

{If @CELLINDEX("type",Board:,BoardHor2,BoardVer2+1)<>"b"K{Branch IsMatch070}
{Let BoardVer2,+BoardVer2+1}



{If BoardVer2=9}{Let BoardVer2,0}{Let BoardHor2,+BoardHor2+1}
{If BoardHor2<9}{Branch IsMatch060}
{Branch IsMatch099}

IsMatch070 {3
{Put BoardMap:,BoardHor,BoardVer+1,@CELLINDEX("contents",BoardMap:,BoardH
{Put BoardMap:,BoardHor2,BoardVer2+1,0}
{ReCalc IsMatch072}

IsMatch072 #NAME?
{EditCopy}
{SetObjectProperty "Active_Block.Protection","UnProtect"}
{Del}
{SetObjectProperty "Active_Block.Protection","Protect"}
{SetObjectProperty "Active_Block.Shading","3,0,Blend7"}
{SetObjectProperty "Active_Block.Text_Color","3"}
{}
{ReCalc IsMatch074}

IsMatch074 #NAME?
{SetObjectProperty "Active_Block.Protection","UnProtect"}
{EditPaste}
{SetObjectProperty "Active_Block.Protection","Protect"}
{Branch IsMatch050}

IsMatch099 {3

Accumulate matches and nonmatches for a pair of cards (called by Select020)
CkMatch {
{ReCalc Chrix1}{ReCalc Qtylx1}{ReCalc Fntlx1}{ReCalc Cirix1}{ReCalc Card1Addr}
{ReCalc ChrIx2}{ReCalc QtyIx2}{ReCalc FntIx2}{ReCalc CirIx2}{ReCalc Card2Addr}
{If Chrix1=ChrIx2}{Let ChrMatch,+ChrMatch+1}
{If Qtylx1=QtyIx2}{Let QtyMatch,+QtyMatch+1}
{If FntIx1=FntIx2}{Let FntMatch,+FntMatch+1}
{If CIrlx1=ClIrIx2}{Let CIrMatch,+CIrMatch+1}
{
{If Chrix1<>ChrIx2}{Let ChrNMatch,+ChrNMatch+1}
{If Qtylx1<>QtyIx2}{Let QtyNMatch,+QtyNMatch+1}
{If Fntix1<>FntIx2}{Let FntNMatch,+FntNMatch+1}
{If CIrlx1<>ClIrIx2}{Let CIrNMatch,+CIrNMatch+1}

Clear selected cards

ClearSels {

{Let SelCtr,0}
Clear005 {ReCalc Clear010}{ReCalc Clear011}
Clear010 {If Sel0Card&lt;0}{Branch Clear020}
Clear011 Err:502
Clear020 {Let SelCtr,+SelCtr+1}

{If SelCtr<3}{Branch Clear005}

{Let SelCtr,0}

{Let Sel0OCard,-1}{Let Sel1Card,-1}{Let Sel2Card,-1}



{Let SelOAddr,"{Let Sel1Addr,""}{Let Sel2Addr,""}
{Let SvPlayer,0}
{SelectBlock Board:A1}

Set the maximum row and column given the number of cards on the board

SetMaxHorVer {}
{Let MaxHor,@CHOOSE(BoardUsed/3,0,3,3,3,4,5,6,6,6,6,6,6,6,7,7,8,9,8,8,9,9,9,9,9,
{Let MaxVer,@CHOOSE(BoardUsed/3,0,1,2,3,3,3,3,4,4,5,5,6,6,6,6,6,6,7,7,7,7,7,8,9,!

Let the computer find a match
Ask 4
{Beep}
{Message AskMsg,10,10,0}
{GraphChar Ans}
{If Ans<>"Y"KBranch Ask900}
{OnError Ask800}
{WindowsOff}{PanelOff{WaitCursorOn}{Indicate "WAIT"}
{SetMaxHorVer}
{Let BoardHor,0}
{Let BoardVer,0}
Ask010 {8
{ReCalc Ask011}
Ask011 #NAME?
{Let Sel0Addr,@INDEXTOLETTER(BoardHor)&@STRING(BoardVer+2,0)}
{Let BoardHor2,+BoardHor+1}
{Let BoardVer2,+BoardVer}
{If BoardHor2<MaxHorKBranch Ask020}
{Let BoardHor2,0}
{Let BoardVer2,+BoardVer+1}
Ask020 4
{ReCalc Ask021}
Ask021 #NAME?
{Let Sel1Addr,@INDEXTOLETTER(BoardHor2)&@STRING(BoardVer2+2,0)}
{Let BoardHor3,+BoardHor2+1}
{Let BoardVer3,+BoardVer2}
{If BoardHor3<MaxHor}Branch Ask030}
{Let BoardHor3,0}
{Let BoardVer3,+BoardVer2+1}
Ask030 {
{ReCalc Ask031}
Ask031 #NAME?
{Let Sel2Addr,@INDEXTOLETTER(BoardHor3)&@STRING(BoardVer3+2,0)}
{
{CkSels}
{If TotMatches=4}{Branch Ask200}
{
{Let BoardHor3,+BoardHor3+1}
{If BoardHor3=MaxHor}{Let BoardHor3,0}{Let BoardVer3,+BoardVer3+1}
{If BoardVer3<MaxVer}{Branch Ask030}



{}
{Let BoardHor2,+BoardHor2+1}

{If BoardHor2=MaxHor}Let BoardHor2,0}{Let BoardVer2,+BoardVer2+1}

{If BoardVer2<MaxVer-1#0OR#(BoardVer2=MaxVer-1#AND#BoardHor2<MaxHor-1)}l
{

{Let BoardHor,+BoardHor+1}

{If BoardHor=MaxHor}{Let BoardHor,0}{Let BoardVer,+BoardVer+1}

{If BoardVer<MaxVer-1#OR#(BoardVer=MaxVer-1#AND#BoardHor<MaxHor-2)XBrar

{}
4 No match found

{}
{WindowsOn}{PanelOn}{WaitCursorOff}{Indicate}
{OnError}

{Beep}

{Message AskNFndMsg,10,10,0}

{SelectBlock Board:A1}

We found a match

Ask200

Ask211

Ask800

Ask900

{}
{WindowsOn}PanelOn}{WaitCursorOff{Indicate}

{OnError}

{ReCalc Ask211}

{SelectBlock (Board:A1,Board:,Board:,Board:)}
{Beep}

{Message AskFndMsg,25,3,0}

{SelectBlock Board:A1}

{
{WindowsOn}{PanelOn}{WaitCursorOff}{Indicate}

{OnError}
{Quit}

{



3ss")=Sel1Addr#OR#@CELLPOINTER("TwoDAddress")=Sel2Addr}{Branch Select099}






or2,BoardVer2+1)}



9,9,9,9)}
9,9,9,9)}



3ranch Ask020}

1ch Ask010}



NewBoardMsg

Deal a new game?

(Press "Y" or "N")

AskMsg
Find a match?
(Press "Y" or "N")
AskNFndMsg
No match found!
(Press any key)
AskFndMsg

~



i Match found! Press any key...
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