Using the Duplimate Machine

This document is intended for Bracknell Forest Bridge Club members who want to use the
Duplimate machine to prepare boards for Monday evening club nights.

You will need the club laptop, the Duplimate machine, and the blue Duplimate boards with
bar-coded cards. You will also need to know the club administrator password for the
computer. Please check with a member of the committee if you are unsure.

Preparation.

Before you start, please ensure that the Duplimate machine is NOT connected to the
computer. We have been advised by Duplimate that a computer can, at system start-up, set
potentially damaging voltages on the communications cable. I find this surprising but we
should heed this advice.

1. With the Duplimate machine disconnected, start up the club laptop and log on as club
administrator (call Keith on 0118 978 1812 or 0790 538 2756 for password).

2. Connect the Duplimate machine to the computer. | recommend using the USB port
nearest you on the left hand side otherwise you may get allocated an unexpected port
number and that will cause you problems later on. Connect the Duplimate to the mains
and switch on using the small switch on the back right. The motor should run for a few
moments then stop.

3. Double check that all cables are pushed home. Pay particular attention to the connection
in the middle of the data cable to the Duplimate, where the grey cable is connected to the
black, as this frequently works loose.

S
4. Double click the yellow Run BOS icon @ . A security warning will be displayed. Click
on Allow to tell Windows you trust this program and wish to proceed.

Setting up a new event.

Within the BOS (Bridge Organising Software) package, each deal of the cards is known as an
“event”. When you first start BOS you will see a window entitled “Choose Event” and listing all
existing events. You will need to create a new event to get a fresh deal.

1. Click the New Event button. This will enable the Enter event name box, immediately
below the button.

2. For correct integration with the scoring program it is very important that you choose an
event name that comprises the club night date in the 6-dic9it format yymmdd. For
example, if you are preparing hands for club night on 23" August 2010 you should use
the event name 100823. Sticking to this convention ensures events are listed in BOS in
chronological order and will also make it easier when you come to incorporate hands
information into the result file.

Type the numeric event name into the box then click the Create button below the box.
The Create button then changes to read Open selected event . Click this button.

4. You will then see the BOS programs list. Ensure the WinDup application (usually first in
the list) is highlighted then click the Run button. | assume WinDup is short for Windows
Duplicator, not wind-up.

5. An About window will be displayed briefly. You can either click OK to cancel it or wait a
moment and it will go away.

6. You may then see a Document window. However, the club computer is usually set up so
all the default settings are correct so you can normally dismiss the document window,
skip the remaining steps in this section and go straight to “Dealing the hands " below.

7. If you want to check the document settings and the Document window isn’t displayed
spontaneously then click on the System menu and choose Document . Optionally, under
Headline , type some brief description of the event, such as Monday night pairs . | say
optionally because I've yet to figure out where this headline gets displayed.
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8. Below the headline box you need to select the Show option and Computer dealing (by
PC). If you yourself will be playing in the event then you should check the box marked
Suppress cards from screen . If you don't do this then you may inadvertently see some
of the hands you will be playing at club night.

9. Finally you need to select the number of boards. You should normally select From board
1 to board 27 and enter 1 in the Duplicates box. The most boards used in any of our
Monday night movements is 27 and you need to make sure you create enough to cater
for this number. When all details have been set, click OK. You are now ready to start
dealing.

Dealing the hands.
When dealing the hands, please observe the following:

You should use a large table to give yourself plenty of space

Before inserting each board you must ensure you keep at least two packs of cards, face
down, in the machine’s input hopper. The reason for this is that you need the pack being dealt
plus a second pack to act as a weight to allow the machine to pick off the last few cards. The
hopper will take up to three packs. When you come to the last board you can use the pack of
jokers that | have left with the machine as a weight

Please be gentle when opening and closing the boards. Make sure you put the boards in the
machine in ascending numerical order and alternate the colours of the card decks (red for odd
numbered boards and blue for even).

| find it best to work from right to left. Start with all the boards, in numerical order, in a pile to
the right of the machine. Do check that the boards are in order before you start otherwise, in
the excitement, you may post the wrong board into the machine during dealing.

As each board is dealt, stack the completed boards on the left of the machine. This avoids
reaching across in front of yourself. You will normally have two or three boards open (the one
being dealt and the next one or two to be dealt) in front of the machine, the completed boards
to the left and the boards yet to be dealt to the right.

1. To start the dealing process, click on the Start Automatic Duplication button, which looks
like this: . Note that the button just to the left of this is for re-dealing specific boards.

2. You will be prompted to insert the first board. Before you do, open up the first two or three
boards and place the cards, face down, in the input hopper, making sure they lie flat.

3. Gently push board one into the machine. As soon as it is home, dealing should start.
When the board has been dealt, the machine will stop and a message will be displayed
on the computer inviting you to insert the next board.

4. Gently remove the board, taking care not to shake any cards out of their slots. Gently
shake, as necessary, to ensure all cards are correctly inside their slots before closing the
board.

5. Add more packs, if necessary, to the input hopper to ensure it contains at least two packs
of cards. If you are about to deal the last board, use a pile of jokers, as a weight, in the
input hopper.

6. Insert the next board then repeat steps 4-6 until all boards have been dealt.

When all boards have been dealt, the program asks “Do another set?” choose No then
when asked if you want to leave autodup, choose Yes.

When you come to disconnect the Duplimate machine, please leave the serial to USB
converter cable connected. In other words, pull out the USB plug. Don't separate out the
black and grey parts of the cable.
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Re-dealing a board after a mishap.

If the machine detects a problem, it will normally ask you to redeal the same board again.
Simply remove the cards from the board, remove the cards from the input stacker, then put
the cards to be redealt at the bottom of the stack and replace any others on top. Then click
OK to redeal the board.

A common problem is too many cards in one hand and too few in another. This is normally
caused by a sticky “gate”. The gates are the thin angled metal bars that click up and down to
direct each card into its correct slot. Sometimes these don’t move quickly enough, causing a
mis-deal. The solution is to twang each of the three metal bars (the ones nearest the input
hopper — you can ignore the fourth bar farthest from the input hopper) upwards with an index
finger (see illustration, below). This usually unsticks the gate sufficiently for normal service to
be resumed.

To fix (or prevent) mis-deals, flick each of the three metal gates upwards with your index
finger. The gates are all under the green drive band. The fourth, similar, metal bar on the
extreme left is not a gate and does not require flicking.

If you need to re-deal a particular board for reasons not detected by the machine, cancel the
automatic duplication process. Using the left and right arrow buttons, move to the deal
number for the board to be re-dealt. Now click on the Duplicate current deal button, which
looks like this:

Ensure there are at least two packs in the machine’s input hopper then insert the board to be
re-dealt.

To resume automatic dealing, use the arrow buttons to move to the first deal to be dealt then
click on the Start Automatic Duplication button as described in the previous section.

Creating the possible results file.

When all hands have been dealt, click on the X in the top right hand corner of the WinDup
window to close it. The next task is to get the computer to work out how many tricks each
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player can make, in every possible denomination on each board. Note that you can postpone
this step until after the competition if you wish.

1. Inthe BOS window, select the Makeable Contracts program and click the Run button.

2. In the Makeable Contracts window, if you are intending to play in the event then ensure
the Run in minimized mode ... option is checked otherwise you may see what you can
or cannot make on the boards. Now click the green Start button. Slightly alarmingly, this
causes the window to vanish but do not be concerned. It is simply running in a minimised
mode so you cannot inadvertently catch sight of the cards.

3. The process of calculating makeable contracts takes a considerable length of time —
probably 15 to 20 minutes for 27 boards so it's now time to take a break, have coffee etc.

4. When the analysis program has finished, as if by magic, the window will pop back again
with the message Finished, in large letters. Click the X in the top right corner to close the
window. When asked if you would like to “scroll results”, click No, otherwise you may see
results that you shouldn't.

5. The final step is to create the possible results file for posting on the club web site. In the
BOS window, select the HandPrint program and click Run. The input data window will be
displayed

6. Under Header: Upper row left , type BFBC Pairs (or appropriate event name).

7. Leave Header: Lower row left blank but click the button Add selected date to header
Select the competition date from the displayed calendar then use the X in the top right
corner of the calendar window to close the calendar.

8. Under Deal size in cm (bottom left), choose the middle option corresponding to
15 deals/A4 .

9. Click on the pdf Deals button (middle one of the column of three buttons on the right
hand side). When you have created the file, the button turns green and the text changes
to Print Deals . Do not re-click or you may see the hands prematurely. Close the Input
Data... window using the X in the top right corner.

All Done

You have now created a new set of hands, dealt them and produced the analysis file advising
everyone what they could have made on each board.

To shut down the club computer, click on the Windows start button but don't click on the
switch-off icon (a broken circle with a vertical dash through the top). For reasons | have been
unable to fathom or, indeed, change, this simply puts the machine into sleep mode. If anyone
can tell me how to reconfigure this to do a proper shut down, | shall be most grateful. Instead,
hover the mouse over the right pointing arrow in the extreme bottom right corner of Windows’
Start menu. This should bring up the shut-down menu from which you can explicitly choose
Shut Down .

Note that the scoring program on the club laptop is pre-configured to automatically include, in
the competition results files, the Duplimate hands and the analysis (PDF) file. This is why it
was important to use the YYMMDD format for the event name as it allows Duplicate Scorer to
identify the correct Duplimate files for including with the result.



