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License Agreement
This manual and the Monte Carlo fonts are protected by
copyright law so reproduction or redistribution is strictly
prohibited. A single use license is granted the purchaser of
the fonts. The fonts may be installed on more than one
machine, but only one copy of a given font may be in use
at any time.

Please support future enhancements and updates of the
fonts by refusing friend's and colleague’s requests to
“borrow” the fonts. Pirating is illegal and harms both the
font designer and registered users. Thanks.

Guarantee
These fonts have a 30 day money-back guarantee. If you
are not satisfied for any reason, return the fonts and manu-
al and your purchase price will be refunded.

Monte Carlo fonts ©1995-2003
by Alpine Electronics, Steve Smith
Alpine Electronics
703 lvinson Ave.
Laramie, WY 82070
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Introduction

Welcome to the Monte Carlo backgammon fonts!
With these fonts you can use any Windows word pro-
cessor or page layout program to create and print beau-
tiful backgammon diagrams.
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It is common practice to name a font after a city or
place. The Monte Carlo namesake is Monte Carlo,
Monaco, the site of several World Championship

Backgammon matches.

The Monte Carlo backgammon fonts were created by
Steve Smith, who has been designing commercial
chess and game fonts for many years.

What You Need

You will need an IBM PC compatible computer run-
ning the Windows 3.1 (or later) operating system and
any Windows word processor or page layout program.
Earlier versions of Windows do not support TrueType
fonts. To use the PostScript™ version of the fonts you
will need Adobe Type Manager (ATM).

What is Included

The high density floppy disk contains TrueType™ and
PostScript™ versions of the Monte Carlo backgam-
mon fonts.

Also included is a WRITE file Monte_CaWRI. After
the Monte Carlo font isinstalled (see installation
instructions on page 2) use the Windows 3.1 Accessory
program WRITE or almost any other word processor to
open and printout this test file. Printouts at 600 dots
per inch are included separately from this User’s Guide.

All TrueType™ fonts can be used with any program
running under Windows 3.1 or later. The PostScript™
versions requires Adobe Type Manager.

Other Game Diagram Fonts

Alpine Electronics sells diagram font families for many

other games. The Linares, Hastings and Zlrich

chess font families are $49 each, two for $79 or al

three for $99 postpaid including a 14 page User’'s
Guide. Other game font families include Beijing

(XiangQi or Chinese chess), Bermuda (playing cards),

Canton (Mah Jong), Copenhagen (Othello), Edin-

burgh (checkers), Las Vegas (dice and dominoes),

Tendo (shogi or Japanese chess) and Tokyo (go). See
sample diagrams for these fonts on pages 6-7. Each of

these font families sells for $49 postpaid and this in-

cludes a User's Guide (or $129 for any three font
families). Be sure to specify Windows or Macintosh.

Installing the Monte Carlo Fonts

The following is a summary of the procedure for in-
stalling the Monte Carlo font in your Windows 3.1 or
Windows 95 system. For a more detailed description of
TrueType™ font installation consult your Windows
manual or help menu. For a more detailed description
of PostScript™ font installation consult your Adobe
Type Manager manual.

Important Note: Install only the TrueType or the
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PostScript versions of the font. Having both the True-
Type and PostScript versions of the same font on a
system will usually cause problems. Most people will
want to use the TrueType fonts unless a) TrueType
will not print all characters properly at the size you
want (seetip 5 on page 6) or b) A commercial print-
ing company has asked you to use PostScript fonts or
¢) You use Adobe Type Manager and prefer PostScript.

TrueType for Windows 3.1

1) Insert the Monte Carlo disk into the disk drive
2) Double click on the Main icon at the bottom of the
Program Manager window 3) Double click on the
Control Panel icon 4) Double click on the Fonts icon
5) Click on the Add button 6) Select the drive (usually
drive a) containing the Monte Carlo font 7) Select the
Monte Carlo font 8) Click “OK”

TrueType for Windows 95

1) Insert the Monte Carlo disk into the disk drive.
2) Click on the Start icon located at the lower left of
the screen. 3) Move the selection arrow to Settings,
then over to the Control Panel icon and click. 4)
Double click on the Fonts Folder icon. 5) Move
the selection arrow to the File menu located at the up-
per left of the window, then down to Install New
Font and click. 6) Select the drive containing the
Monte Carlo font by clicking on the triangle in the
Drive box and then clicking on the a: drive (the flop-
py disk drive may be called the b: drive on some
systems). 7) Select the Monte Carlo font by click-
ing on it in the List of Fonts box. 8) Click on the
OK button to install the selected fonts.

To install PostScript™ fonts in Windows you must
have Adobe Type Manager (ATM) version 2.0 or
higher. Expect to pay about $40 for ATM.

PostScript for Windows 3.1 or Windows 95
1) Double click on the ATM Control Panel icon in
the Program Manager window (If you are running
Windows 95, the ATM icon may be in the Windows
folder or the Control Panel folder.) 2) Click on the Add
button 3) Scroll through the drive/directory list to find
the drive containing the Monte Carlo font 4) Double
click on the drive (usualy drive a) containing the
Monte Carlo font 5) Select the Monte Carlo font 6)
Click on the Add button 7) Click on the Exit button
8) Click on “Restart Windows’ (If you are using ver-
sion 2.5 or higher of ATM you won't need step 8)

Some Examples

Important note: It will be easier to copy one of the
diagrams from the WRITE file Monte_CaWRI that is
on the Monte Carlo disk and then modify it with your

word processor. The process of modifying existing dia-
grams is much easier than creating new ones. The key-
map and keyboard maps on pages 8-10 will be a great
help in this editing process. But it is still a good idea
to follow the instructions below to better understand
how the diagrams are put together.

The following instructions are provided to create back-
gammon diagrams from scratch. We will start by creat-
ing an empty backgammon board without algebraic
borders. The border edges | || — arethe[ _] -
keyboard characters respectively. The four corners
- 7 aethe <>, . keyboard characters respective-
ly. An empty spaceis Wor W The empty bar| | isthe
K keyboard character. The white downward points ]
|l \] \| | areabcde, theblack downward points
BB § ¥ | aefghij,theblack upward points
| A B B B ael mop and the white upward
points | [\ || || [|aeQrsStu.Tocreaean
empty backgammon board open your favorite Windows
word processor, change the font to Monte Carlo, set
the font's size at 14 points and type the characters
shown below.

< >
[ af af af kaf af af ]
| bgbgbgkbgbgbg]
[ chchchkchchch]
[ di di di kdi di di ]
[ €] ej ej kej ej e ]
[ VW]
[ | gl gl gkl gl gl q]
Ruusussususng
[ nsnsnsknsnsns]
[ ot ot ot kot ot ot ]
[ pupupukpupupu]

The resulting diagram is shown below with the M onte
Carlo font.

We will now add the white checkers in their starting
positions. The white checkers on white downward
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points () () (O (O (O are ABCDEF, the white
checkers on black downward pointsT 3 () O O O
are FGHI J, the white checkers on black upward
points O O O (O () are LMNOP and the white
checkers on white upward points () (O (O () () are
QRSTU. Start by highlighting the base of the white
point in the upper left corner and type A, now move
down the column one row highlighting the next loca-
tion and type B, now move down the column one row
highlighting the next location and type C, continue
down the point with D and E. Highlight the base of
the upper right black point and type F, then highlight
the next row in that column and type G. For the bot-
tom of the board select the base of the black upward
point where three white checkers start and type P,
move up one and type O, then move up one and type
M Now select the base of the point where five white
checkers start and type P, moving up the point type
ONIVL. Shown below is the diagram with a text font
and the Monte Carlo font.

< >
[ Af af af kaf af aF]
[ BgbgbgkbgbgbhQ
[ Chchchkcheheh]
[ Di di di kdi di di ]
| Ej ej e kej ej e |
[ VAWK VWARAMAA]
[1 gl gl gkLql gl q]
[ v nr e KM ne
[ nsnsNskNsnsns]
[ ot ot O kCQt ot ot ]
[ pupuPukPupupul]

The black checkers are added by selecting the location,
typing X, then typing the letter for the corresponding
white checker. For example, to place the three black
checkers on their starting point in the upper left of the
board, select the base of the point and type X A, then
move down the point, select the next row and type X B,
move down the point, select the next row and type X C.
Shown below is the starting diagram with a text font

and the Monte Carlo font.

< >
[ Af af xAf kxAf af aF]
| BgbgxBgkxBgbgbQ
[ ChchxChkxChchch]
[ D di di kxDi di di ]
| Ej e] e] kxEj ej e] ]
[ WK

[ xLgl gl gkLqgl gl q]
[ XM nT nr KM nTont |
[ XxNsnsNskNsnsns]
[ XQt ot O kQt ot 0xT]
xPupuPukPupupxU]

Now we will add dice and a doubling cube. These can
be placed anywhere along the left or right edges. The
black dicell] B 2 A8 B8 BB ae 123456, the
whitedice [+] FJ) [+) 7 =] §3are! @$% note:
shift-1 is !, shift-2 is @, shift-3 is #, etc. The black
doubling cubes 3 B A Bae 7890=and
the white doubling cubes ae
~&* () + note: shift-" is ~, shift-7 is &, etc. Nor-
mally only one pair of dice and at most one doubling
cube would be shown, but for demonstration purposes
the diagram below shows white and black dice plus two
doubling cubes. The diagram with atext font is shown
below and on the next page with the Monte Carlo
font.

>W

V\{ Af af xAf kxAf af aF] O

w BgbgxBgkxBgbghQg w

W ChchxChkxChchch] w

V\{Ddl di kxDi di di ] 2

W E ej ej kxEj e] €] ] 6
vwwwwvmk

% xLql gl gkLqgl gl q] w
$[ XM mrnr KM nrnT ] w
W XNsnsNskNsnsns] w
W xC& ot O kGt ot oxT] w
~[xPupuPukPupupxU] w
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We will now add the numbers to the top and bottom
borders. This requires a slightly new approach because
the border numbers use higher order ASCII locations.
Highlight the part of the upper border that is between
the left and right corners, turn on the Numlock key,
hold down the ALT key and use the numeric keypad to
type 0213 and release the ALT key (this should place
a 13inthe correct location), again hold down the ALT
key and type 0214 and release the ALT key, again
hold down the ALT key and type 0215 and release the
ALT key, continue in the same fashion across the top
row with 0216,0217,0218, leaving a space
above the bar by typing _ , then continuing in the
same fashion with 0219,0220,0221,0222,
0223 and 0224 . Now highlight the bottom row
between the left and right corners, hold down the ALT
key and use the numeric keypad to type 0212 and re-
lease the ALT key, continue in the same fashion across
the bottom row with 0211,0210, 0209, 0208,
0207, then - , then 0206, 0205, 0204,0203,
0202 and 0201. The resulting diagram is shown
below. (See tip 6 for another style numbering).

13 14 15 16 17 18 19 20 21 22 23 24

It is common practice to show the board from the per-
spective of the player who is moving. This reverses the
numbering scheme depending on whether white or
black is moving. To place the numbers 1 through 12

above the top border and the numbers 24 through 13
below the bottom border highlight the part of the upper
border that is between the left and right corners, turn on
the Numlock key, hold down the ALT key and use the
numeric keypad to type 0231 and release the AL T key
(this should place a 1 in the correct location), again
hold down the ALT key and type 0232 and release the
ALT key, again hold down the ALT key and type
0233 and release the ALT key, continue in the same
fashion across the top row with 0234,0235,
0236, leaving a space above the bar by typing _ ,
then continuing in the same fashion with 0237,
0238,0239,0240,0241 and0242. Now
highlight the bottom row between the left and right
corners, hold down the ALT key and use the numeric
keypad to type 0174 and release the AL T key, contin-
ue in the same fashion across the bottom row with
0173,0172,0171,0170, 0169, then -, then
0168,0167,0166,0165,0164 and0163.
The resulting diagram is shown below. (See tip 6 for
another style of numbering).

1 2 3 4 5 6 7 8 9 10 11 12

To place awhite checker on the bar )} highlight a sec-
tion of the bar and type K. To place ablack checker on
the bar @ highlight a section of the bar and type V.
Part of a board is shown below with a black and white
checker on the bar. Both the text only and Monte Carlo
font versions are shown.

fka
gkb
hKc
i kd
jve

If there are more than five checkers on a point or the
bar, it is possible to number the checkers to indicate a
stack of checkers. Any number from 2 to 15 may be
added to awhite or black checker. To add a 2 to awhite
checker place the cursor to the left of the checker and
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type V. To put a number on a black checker first put a
white checker on a point or bar then place the cursor to
the left of the checker and type the required character.
Fora2type: fora3type ; fora4dtype\ fora
5type | . Part of aboard is shown below with 8
white checkers on the first point, 10 white checkers on
the second point, 7 white checkers and 5 black checkers
on the bar, 9 black checkers on the third point and 11
black checkers on the fourth point. Both the text only
and Monte Carlo font versions are shown.

XAYFK| A\ F
XBVC&K\ B; G
CVHZKc: H
Dl VKdx|

j J| KexJ

A more common way of indicating more than 5 check-
ers on apoint is to show 5 checkers with the top-most
checker indicating the total number of checkers on that
point. The checker numbers 6 through 15 are located in
upper ASCII locations so adding these numbers re-
quires the same process that was used to add border
numbers. For example, to add a 6 to a white checker
place the cursor to the left of the checker, turn on the
Numlock key, hold down the ALT key and use the nu-
meric keypad to type 0186 and release the ALT key.
To add a 7 to a white checker place the cursor to the
left of the checker, turn on the Numlock key, hold
down the ALT key and use the numeric keypad to type
0187 and release the ALT key. To add numbers 8, 9,
10, 11, 12, 13, 14, or 15 to a white checker use the
same process described above and type 0188,
0189, 0190, 0191, 0192, 0193,
0194, or 0195 respectively. To add a6 to a
black checker first put awhite checker on a point or bar
then place the cursor to the left of the checker, turn on
the Numlock key, hold down the ALT key and usethe
numeric keypad to type 0246 and release the ALT
key. To add a 7 to a black checker first put a white
checker on a point or bar then place the cursor to the
left of the checker, turn on the Numlock key, hold
down the ALT key and use the numeric keypad to type
0247 and release the ALT key. To add numbers 8, 9,
10, 11, 12, 13, 14, or 15 to a black checker use the
same process described above and type 0248,
0249, 0250, 0251, 0252, 0253,
0254, or 0255 respectively. Part of a board is
shown below with numbered checkers.

Sometimes borne-off checkers are shown in a diagram.
These are usually shown edge on and to the side of the
diagram asin the diagram below.

—-
N
w
S

(XX X )
L X X
<7<
o X )\ A
Il &

The borne-off checkers are located in upper ASCII loca
tions so they requires the same process that was used to
add border numbers. To show a stack of three black
borne-off checkers turn on the Numlock key, hold down
the ALT key and use the numeric keypad to type
0137 and release the ALT key. To show a stack of
two black borne off checkers turn on the Numlock key,
hold down the ALT key and use the numeric keypad to
type 0138 and release the ALT key. A single black
borne-off checker and stacks of white borne off checkers
are added in asimilar fashion. See the keymap on page
9 for information on where these characters are located.

Tips for Using the Fonts

1)

2)

3)

It is easy to change a diagram's size. Just highlight the
entire diagram and change the font's point size. A ten
point size will create a small diagram, fourteen would
be a medium size and eighteen points would be large.
Sometimes it is advantageous to increase the diagram's
size during the editing process and then reduceit in size
when the diagram is completed. If the shading for a
point looks a little uneven, try changing the diagram's
size by one or two pointsin either direction. The shad-
ing problem tends to occur on 300 dpi (dots per inch)
or lower resolution printers. A 600 dpi laser printer
will not have problems with uneven shading.

Use your word processor’s copy and paste features to
move an empty backgammon diagram or a beginning
diagram or an evolving backgammon diagram to the
appropriate place in your document and then edit the
diagram rather than create a new diagram from scratch.

To remove a black checker from a sgquare, move the
cursor a little to the left of the center of the checker,
click the mouse button and hit the delete or backspace
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4)

5)

6)

key. Then highlight white checker that was underneath
and type the letter for the appropriate part of the point
for that position. When editing the black checkersit is
sometimes helpful to increase the diagram's size (see

tip 1).

Important Note: The black checkers and the
numbers used for stacks of checkers are zero-width
characters that are placed on top of the white checkers.
This means the cursor will not move to the right when
you type the character for a black checker. This be-
havior may be confusing so it is necessary to follow
the instructions given above for removing a black
checker or numbered stack of checkers from the dia-
gram.

If there are thin white spaces between the rows making
up a point, set the line spacing equal to the same point
size asthe font’s point size.

Important Note: If you are using the TrueType
fonts with Windows 3.1 and some of the piecesin a
large backgammon diagram fail to print or print as rec-
tangles, try reducing the size of the font. A better solu-
tion is to upgrade to Windows 95 which will print all
backgammon diagrams at very large or very small sizes
without difficulty. Another solution to the printing
problem is to use the PostScript versions of the fonts,
but this requires Adobe Type Manager (see page 2 for
PostScript installation instructions).

Some backgammon diagrams do not have the numbers
13 to 24 across the top but rather the numbers 12 to 1.
To create this type of top border, highlight the part of
the upper border that is between the left and right corn-
ers, turn on the Numlock key, hold down the ALT key
and use the numeric keypad to type 0242 and release
the ALT key (this should place a 12 in the correct loca-
tion), again hold down the ALT key and type 0241
and releasethe ALT key, again hold down the ALT key
and type 0240 and release the ALT key, continue in
the same fashion across the top row with 0239,
0238, 0237, leaving a space above the bar by typ-
ing _ , then continuing in the same fashion with
0236,0235,0234,0233,0232 and 0231.
The resulting top border is shown below.

12 11 10 9 8 7

If you have any problems with the fonts, please send
anote to Alpine Electronics and include a description
of the problem, a printout illustrating the problem, a
description of the computer, printer and software you
are using and the serial number on your Monte Carlo
disk. Help isavailable viaemail. The addressis:

alpine@partae.com

Other Game Diagram Fonts

L

Alpine Electronics sells diagram font families for many
other games. The Linares, Hastings and Zurich
chess font families are $49 each, two for $79 or all
three for $99 postpaid including a User's Guide. Other
game font families include Beijing (XiangQi or
Chinese chess), Bermuda (playing cards), Canton
(Mah Jong), Copenhagen (Othello), Edinburgh
(checkers), Las Vegas (dice and dominoes), Tendo
(shogi) and Tokyo (go). Each of these font families
sellsfor $49 postpaid which includes a User’s Guide (or
$129 for any three font families). Be sure to specify
Windows or Macintosh.

inares, Hastings and Zurich (chess)

E mg_g@

|///’ ///

Here are samples of
the figurine fonts.

Ne7 6.d4 0-0
7. 4d3 Hd7 8.
0-0 h6? [8.
£g6 9. Hed Hf6
10 Hd6 &d6 11.
c4 Qg4—

fe7 [12
04 1 1
gS 14. @f 5 hg5
15. 15. Wh5=; 13.
. 15 14. &\ c3 Q.gS
15. h4 fe7 16.
£ds=]13. 2c2!
Ee8

.afs5 [17.
@W 18. tves &g8
19. Wh7 Hh7 20.
&b3+—; 17.
@dS 18, &b3 Wfy
19. &7 &f7 20.
Weq bbb 21. @ﬁ
216 22 Hh4 £h4

xS, AT /

/ g.

72 7%

7 Z
|,,$,/41¢ 7 f/

,,,,,,,,,,,

FTxF+——+=055CO0-=>120#% !

PPN Ao e/7/»LKxl & oae

Pocoo8i>L JIl—m= >=MADOBEK

Epl/zx\‘:ﬁm’ﬁ ~

(=9 0w X = =—e @ O

4=
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CHm B2 24 2 2%

123456789
0008E800Q| ik
I I styleﬁp
IS FNPNPA PYCETIOTRE
"I YT seese@s
N ST KeeNR®OP®
P P TeT | peeeess
| dileoRveee
BEGEHROE® @OOOBO®

987654321

Fonts with User’s Guide are $49 each or $129 for any
three. Send postcard to request compl ete printouts.

Tendo (shogi or Japanese chess)

9 8 7 6 5 4 3 2 1

i%*’gg%E%gg%*i“ 'I;]hergalrje
'%Jf—é % = Oiln‘iirpi%rceer
AT S S = | Vo
m
5 55 Eﬁﬁ

N FE
BE B 2 %gg

A el A E
=emaE g o |KiGS

Edinburgh (checkers)

Checkers and numbers can
be placed on dark squares.
Six different borders in-
cluding algebraic for up to
a 10x10 board. Five dif-
ferent checker styles.

Oeose®
Ococe
@ovec
Qo0eo

lﬁ@ﬂ%ﬁ%@
o B0, mlﬂiii 3

Tokyo (go)
ABCDEFGHJ — .
S reegiat | B
17 + I r X
oo 33@83 " s pieces Smbole.
14 00 0» | O®38 6O
PN ® 00@3 X
Copenhagen (Othello)

9 ®D© @ ®|6)E

090V 00 06 Thereisan alge-
LO)- JIOIIO) (D) braicborderfgor
9©20000ad up to a 10x10
©|®0 000 board. Number-
@ ®|®|©|)|e)|D ing the disks is
®®1@ D0 DE® optional.
2o () o) (D) (D) -] (DI

Bermuda (playing cards)

3aa| Basl Yo \
San | 00| Ba | Kom
@ 9 /i @gog IO:A“ 49 © 2 <>
e 200, | VY, .
Y E 6 V0 v Vm AN ¢ g
AN o |
32822 &
*

Las Vegas (dice and dominoes)

| 3Bk ||3

Canton (Mah Jong)
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Monte Carlo Keymap

Keystroke Char

<

L = v

NIVTOUTVOZErRae—IO0OMMUOWPS - 0T OS3 —x——JTQ -+~paoaOTQ-

I L
i r

— [MImmmw=— " ——nm I —

—_
p—
—

90000 00000000000000N

Symbol Explanation
upper left border corner
top border
upper right border
left border
right border
lower left border corner
bottom border
lower right border corner
white downward point first row
white downward point sscond row
white downward point third row
white downward point fourth row
white downward point fifth row
dark dowrward point first row
dark dowrward point second row
dark downwerd point third row
dark dowrward point fourth row
dark downward paint fifth row
empty bar
dark upward point fifth row
dark upward point fourth row
dark upward point third row
dark upward point sscond row
dark upward point firg row
white upward point fifth row
white upward point fourth row
white upward point third row
white upward point second row
white upward point first row
white checker on white downward point first row
white checker on white downward point second row
white checker on white downward point third row
white checker on white downward point fourth row
white checker on white downward point fifth row
white checker on dark downward point first row
white checker on dark dowrward point second row
white checker on dark dowrward point third row
white checker on dark downward point fourth row
white checker on dark downward point fifth row
white checker on bar
white checker on dark upward point fifth row
white checker on dark upward point fourth row
white checker on dark upward point third row
white checker on dark upward point second row
white checker on dark upward point first row
white checker on white upward point fifth row
white checker on white upward point fourth row
white checker on white upward point third row

Keystroke Char

T Q)
u
y O
X [ |
z o
v o
w (or W)
: (2}
; ©
\ (4]
| (5]
\Y; 2
X 3
Y 4
Z 5
1 a
2 "
3 .
4 ¢ .|
5 o)
6 2 3
! (]
@ L
# X
$ o d
% o)
" 3
) 2]
7 A
8 8]
9 16]
0 32)
= 64)
~ 2]
& (4]
* 8]
( 16)
) 32
+ o4
ASCIlI  Char
231 -
232 2
233 N
234 -
235 =N
236 i
237 -
238 S

Symbol Explanation
white checker on white upward point second row
white checker on white upward point first row
white checker
black checker (zero width)
black checker (full width)
black checker on bar
blank space
stack of 2 black checkers
stack of 3 black checkers
stack of 4 black checkers
stack of 5 black checkers
number for stack of 2 white checkers
number for stack of 3 white checkers
number for stack of 4 white checkers
number for stack of 5 white checkers
black diewitha™
black diewitha
black diewitha
black diewitha
black diewitha
black diewitha
whitediewitha '
whitediewitha '
whitediewitha '
whitediewitha '
whitediewitha '
whitediewitha '
black doubling cube with a"2"
black doubling cube with a"4"
black doubling cube with a"8"
black doubling cube with a"16"
black doubling cube with a"32"
black doubling cube with a"64"
white doubling cube with a"2"
white doubling cube with a"4"
white doubling cube with a"8"
white doubling cube with a"16"
white doubling cube with a"32"
white doubling cube with a"64"
Symbol Explanation
top algebraic border with "
top algebraic border with "
top algebraic border with*
top algebraic border with "
top algebraic border with "
top algebraic border with*
top algebraic border with "
top algebraic border with "

QUBWYWNRQUREWNR

QNQURWNRE

Note: Keymap continues on the next page.
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ASCII
239
240
241
242
213
214
215
216
217
218
219
220
221
222
223
224
201
202
203
204
205
206
207
208
209
210
211
212
163
164
165
166
167
168
169
170
171
172
173
174
246

Char
9

Ju

===~ 0=1~=1~- =
[o=N| N E=xN| RV NI S| ESVH| NISH| | Ke)

—_
o

||§ |:||:||:|||: |:|w|‘|:||:||:||:||:|§|

N
=

Monte Carlo Keymap (continued)

Symbol Explanation
top algebraic border with "9"
top algebraic border with "10"
top algebraic border with "11"
top algebraic border with "12"
top algebraic border with "13"
top algebraic border with "14"
top algebraic border with "15"
top algebraic border with "16"
top algebraic border with "17"
top algebraic border with "18"
top algebraic border with "19"
top algebraic border with 20"
top algebraic border with "21"
top algebraic border with 22"
top algebraic border with 23"
top algebraic border with 24"
bottom algebraic border with 1"
bottom algebraic border with "2"
bottom algebraic border with 3"
bottom algebraic border with "4"
bottom algebraic border with 5"
bottom algebraic border with 6"
bottom algebraic border with " 7"
bottom algebraic border with "8"
bottom algebraic border with "9"
bottom algebraic border with "10"
bottom algebraic border with "11"
bottom algebraic border with "12"
bottom algebraic border with "13"
bottom algebraic border with "14"
bottom algebraic border with "15"
bottom algebraic border with "16"
bottom algebraic border with "17"
bottom algebraic border with "18"
bottom algebraic border with "19"
bottom algebraic border with "20"
bottom algebraic border with "21"
bottom algebraic border with "22"
bottom algebraic border with "23"
bottom algebraic border with "24"
stack of 6 black checkers
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Symbol Explanation
stack of 7 black checkers
stack of 8 black checkers
stack of 9 black checkers
stack of 10 black checkers
stack of 11 black checkers
stack of 12 black checkers
stack of 13 black checkers
stack of 14 black checkers
stack of 15 black checkers
number for stack of 6 white checkers
number for stack of 7 white checkers
number for stack of 8 white checkers
number for stack of 9 white checkers
number for stack of 10 white checkers
number for stack of 11 white checkers
number for stack of 12 white checkers
number for stack of 13 white checkers
number for stack of 14 white checkers
number for stack of 15 white checkers
1 white borne-off checker
2 white borne-off checkers
3 white borne-off checkers
2 white borne-off checkers
1 white borne-off checker
1 white borne-off checker in tray
2 white borne-off checkersin tray
3 white borne-off checkersin tray
2 white borne-off checkersin tray
1 white borne-off checker in tray
1 black borne-off checker
2 black borne-off checkers
3 black borne-off checkers
2 black borne-off checkers
1 black borne-off checker
1 black borne-off checker in tray
2 black borne-off checkersin tray
3 black borne-off checkersin tray
2 black borne-off checkersin tray
1 black borne-off checker in tray
black doubling cube with a"1"
white doubling cube with a"1"
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Monte Carlo Keyboard Map
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