Tablin 'i'utorial

This game was written by Rodger Bernstein and it is Shareware $2
Please send money to...

Rodger Bernstein

Elway Street Station

PO. box 16514

St.Paul, MN 55116

Please address any problems or comments to me on Compuserve 71571,163

Try to read these instructions carefully, more than once if necessary. If you still don't quite get
it try playing the game. Card games are best demonstrated by someone showing you but I'm sure
you'll figure this one out. Also, don't forget Tablin uses balloon help. All pictures were taken from the
Hypercard version of Tablin.

The object of Tablin is to be the first to accumulate 52 points. You get points by taking cards
that are worth points. You can also get points at the end of the round. A round is defined as playing
through a deck of cards. You play as many rounds as it takes until someone gets 52 points. You and
the computer will alternate being the dealer every round. The dealer gets to go first. Even though
the computer hands out the cards you can still be the dealer.

At the beginning of the game you and the computer will draw one card from the deck to see
who gets to be the dealer first. The player who draws the higher card becomes the dealer.

After that the first round begins. The dealer receives 2 hands of four cards while the other
player gets just one hand. The “dealer” will then choose which hand to keep and which hand to put
on the table. Now the dealer goes first. The other player then takes a turn. You and the dealer
alternate turns until you run out of the four cards. When you run out the dealer gives each player a
new hand of four cards. This goes on until there are no more cards in the deck, which makes six
hands per round.

When it's your turn to be the dealer, you will have to make the choice of which set to keep. You
base this decision on which hand would allow you to take the most points, cards, and clubs in that
order of priority. To really understand this paragraph you need to know how to take, I'll get into that
later.

At the end of the round points will be given for the player who takes the most cards and the
player who takes the most clubs. If you and the computer should take 26 cards then nobody gets
the points. I'll expand on this point later as well.

Any time it's your turn you have two choices. You can Drop a card or try to take some cards on

the table using one card in your hand. You can drop any one of your cards, it doesn't
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matter. Just select the card and press the Drop button. It is best to drop the card with the lowest
face value because it is better for taking.

Taking is another story. You use each cards face value. The jack equals 11, the queen equals
12, the king equals 13, and the ace equals 1 or 14. If one or any combination of face values of the
cards on the table add to the face value of one of your cards you can then take those cards on the
table with the card in your hand.

I'm sure that sounds confusing, let me give you an example (below). Let's say you have a King
in your hand and an ace and a queen are on the table. You use the king to take the ace and queen,
because 13=12+1. If there were also a king on the table you could take that too because it adds up
to 13 also. The cards in the middle, on the picture below, are on the table. The R]B cards represent

the back of a card.
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Another example is, here the nine takes the 2 and 7 as well as the nine.
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So, when it's your turn, you choose which card you wish to take with and then the card(s) you
wish to take, and press the Take button. The card you used in your hand is included in the take.
As | mentioned earlier some cards are worth points. When you take these cards you

immediately receive the points. These cards are...

Card Points
All aces 1 each
10 of diamonds 2
2 of clubs 1

You may, in your turn, be able to take all the cards on the table all at once. This is called a
Tablin. If you get a Tablin you immediately receive 1 point.

This is very important. Jacks can be used to take all the cards on the table for an
instant Tablin. You can use it at any time. However, if there are no cards on the table and you

have nothing else to drop, you will have to drop the jack. A jack on the table can
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be used to make combinations like any other card. Jacks should be used strategically, wait until
there are at least 3 cards on the pile, be greedy, greed is good. Or if you have no other way to take
valuable cards on the table. Or you’ve collected almost 27 cards, use the jack to clinch it.

At the end of the round you receive 2 points for taking the most cards and 1 point for taking
the most clubs. If both players take 26 cards no player gets the points. Also at the end of a round
the remaining cards on the table, if any, go to the player who has taken last and if those cards
should be valuable you get the points but you don’t get a Tablin.

When you are considering what to take try to take the most points, cards, and clubs, in that
order of priority. Drop a valuable card only when you have to. Also, don't forget an ace is worth 1 or
14, so if you have an ace in your hand and there's a ace and king on the table you can take the ace
and the king.
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To recap, in the example below, you should choose to keep the right hand. Both hands have
jacks. So you need to look for another deciding factor. You’ll notice that if you keep the right hand
you get to use the jack and take the two aces. Which will net you three points, one for the Tablin
and one for each ace. However, if you wanted to be greedy you could use the six of diamonds to

take the four and two aces and save the jack for later, that’'s what | would do.
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Game Options dialog box...

When the "Take Delay" option is on, the computer will wait longer before clearing the cards
when the computer takes. So you can make sure you see why the computer gets to take what it has
taken. This option is for beginners.

If you have the "Show Me" option on the computer will show you the best combination you can
take when you choose a card from your hand. This option is also for beginners. Also, at the
beginning of a round and you're the dealer, you will be given the option of having the computer
choose which hand to keep for you. You will not be allowed to toggle "Show Me" while a card on the
table is highlighted.
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The "Play It For Me" option will choose what card from your hand you should play and the
function of the “Show me” option. All you have to do is press the "Take" or "Drop" buttons for the
computer. This option will really help you learn Tablin. Once you get the hang of the game you
should turn this option off.

Finally, the "Demo" option does everything for you. This is the closest thing you'll get to the
computer playing itself and will run in the background as well. However, the "Take Delay" option is
ignored.

Points Menu
This menu only shows who has taken the valuable cards. A menu item will be checkmarked if
you have taken it and disabled if the computer has taken it.

ETC...

The other menus show command key equivalents for pressing buttons. For example, 3T,

will press the "Take" button when it is visible.

Balloon Help

Balloon help is used to the fullest. The window, menus, and dialog boxes all use Balloon help.
If you need it, a balloon can help you decide what card to use when you have either "Show me" or
"Do it for me" help options on.

Apple Events

Tablin supports the required System 7.0 Apple Events except "print document", Tablin does not
print.

Enjoy The Game!




