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inthalloffame



Sun Oct 13, 2002 3:59 pm 

[NOTE: Matt McGinley, USA, former World Record holder for Intermediate with 10s on the Dreamboard. He had a website “Intermediate Hall of Fame” available at www.minesweeper.info/archive also see http://www.minesweeper.info/wiki/Dreamboard ]

To kick off this board, let me suggest a timer accurate to at LEAST a tenth of a second (12.3, 55.6). This is better for obvious reasons.

-Matt

2
Jon Simonsen (jon_kf)


Sun Oct 13, 2002 8:21 pm 
[NOTE: Jon was the first person to discover 2 board cycles made of 4 smaller cycles on Intermediate, see http://www.minesweeper.info/wiki/Board_Cycles ]
I'm not an expert programmer. I have only programmed a little on my calculator, and I've had a basic course in Java. But maybe I could participate in testing the program. I suggest you put the parts of
the program that needs testing in the files-section as soon as it's completed. I know there are a few 3BV-programs and stuff in the addicts-group. If the most recent versions of these could be put in the files-section, everyone could try them and make sugggestions on improvements. BTW what kind of algorithm do you use to count the 3BV-values in the programs?

3
Yoni Roll (yonir)



Tue Oct 15, 2002 2:55 pm 

[NOTE: Yoni programmed the Minesweeper Board Reader which was the first program to count 3BV, see http://www.minesweeper.info/wiki/Minesweeper_Reader ]
I'm programming my programs using delphi and I guess the minesweeper utopia project will be programmed using c++ so I will probably have some problems..
However I'm pretty sure I can read c++ code. Anyway, Minesweeper reader (and Sorin's recorder) use some things that can be used in this project too.
The 3BV finding algoritm, the graphic display of the board etc. we should discuss what to use exactly.
In the meantime i will upload some graphics my program uses, I don't know if we'll use it or not but it cant harm anyway..
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Yoni Roll



Sat Oct 19, 2002 10:38 pm 

Does anyone started doing something?
I think creating a simple version (as the normal minesweeper without all of the improvements) should be too hard. I already have a complete idea of the program in mind but I'm not doing it because I know how to program only in delphi while most other programmers in this project program as long as I know in VC++. 

So this is my idea:

Using 2 two-dimensional arrays in the size of the board.
Marking x number of mines in random places with the number 10 on one of the arrays.
Then marking all the numbers in the surrounding squares to the mines and giving a unique number to every opening cluster (starting from 100).
For example a beginner board might look like this:
100 100 100 100 100 2 10 2
1 1 100 1 2 5 10 3
10 1 100 1 10 10 10 2
2 2 100 1 2 3 2 1
10 1 100 100 100 100 100 100
1 2 1 1 100 100 100 100
101 2 10 3 1 100 100 100
101 2 10 10 1 100 100 100
(a picture of this board is on http://yonir.0catch.com/begboard.gif)
I already use number and cluster finding algorithms in minesweeper reader so I can supply them.
The second array has the current status of each square. It starts with 0 on all of its squares (unopened squares). left-clicking the square will copy the value of the square from the first array (and finish the game if it is a mine relvealing all other mines). In case of a cluster it will open all other squares with the cluster's number. Right-clicking will change its value to a number which will represent a flagged mine, another right-click to a number for a question mark and another click will return it to 0.
That's the idea basically- other things can be easily made (prevent opening a flagged mine, right+left clicking etc.)

So, does anyone intend to do this?

5
Sorin Manea (storm_ro)


Sun Oct 20, 2002 9:46 am 

[NOTE: Sorin programmed the Recorder, which was the first program made specifically to make minesweeper videos, see http://www.minesweeper.info/wiki/Minesweeper_Recorder ]
Re: The project 

Yoni, so far I have used the same thing but used 0 instead of 100 in the first matrix, and -1 in the second one marking uncovered fields. It's the same thing in fact. Now i'm trying to improve the algorithm for uncovering openings. I use a simple recursive form and it's not very fast.

I don't understand the 101 in the left bottom corner...probably a mistake.

Sorin
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Yoni Roll



Sun Oct 20, 2002 3:25 pm 

Re: The project 

No Sorin, It's not a mistake- it was actually supposed to improve the speed but now I noticed a problem with it. The idea was that every cluster is given a unique number- in the example board there are two openings- 100 and 101 This way the long recursion is executed only when you press F2 and then when you click a square of 100 or more- it opens all of the squares with this number (no recursion is needed while play). The problem I noticed now is that it opens the squares surronding the clusters too. I thought it can be solved too by marking them with the cluster's number on a third array- but then I understood that it wouldn't work because some squares might be opened by two different clusters.

Here is some code from minesweeper reader which does what I thought would work but as I said it cannot mark one square as belonging to two different clusters:
(The code is in delphi but it not so different from C++ you should understand)

Current is a interger number variable.
"For i:= 1 to 10 do"
is like C++'s:
"For (i=1; i<=10; I++)"

Procedure MarkCluster (Row, Col, ClusterNo: Integer);
{Procedure to mark the cluster of empty space and their boundary as
belonging to a clusterNo}
Var
Current: Integer;
Begin {MarkCluster}
If not ((Row < 0) Or (Row > Board.BHeight-1) Or (Col < 0) Or (Col
> Board.BWidth-1)) Then
Begin
Current:= Board2[Row, Col];
If Current = 0 then
Begin
Board2[Row, Col]:= ClusterNo;
MarkCluster (Row - 1, Col - 1, ClusterNo);
MarkCluster (Row - 1, Col, ClusterNo);
MarkCluster (Row - 1, Col + 1, ClusterNo);
MarkCluster (Row, Col - 1, ClusterNo);
MarkCluster (Row, Col + 1, ClusterNo);
MarkCluster (Row + 1, Col - 1, ClusterNo);
MarkCluster (Row + 1, Col, ClusterNo);
MarkCluster (Row + 1, Col + 1, ClusterNo);
End
Else
Board2[Row, Col]:= ClusterNo;
End;
End; {MarkCluster}

For i:= 0 To Board.BHeight-1 Do
For j:= 0 To Board.BWidth-1 Do
If Board2[i, j] = 0 Then
Begin
MarkCluster (i, j, ClusterNo);
ClusterNo:= ClusterNo + 1;
End;

As I'm writing this message while thinking about solution I now have an idea to fix this problem but it is a bit complex. The idea is to make it an array of dynamic arrays. most of the squares' arrays will be in the length of 1 but squares opened by two clusters will link to an second item in the array which will contain the number of the second cluster.

And again now I thought about a possible better solution (I don't delete the first one though), it is: marking a square opened by two clusters by, for example, 1207 which mean it can be opened by both cluster number 7 and number 12 (I don't think any board can have more than 99 clusters and I don't think a square can be opened by more then 2 clusters- if I'm wrong
then it won't work of course) This way the program will check if the number is bigger then 99, if it is it will "disassemble" it, else it will just check it with the number.

If you didn't understand something (the explenation is not very simple..) then ask me
This should solve the speed problem anyway.
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Sorin Manea



Sun Oct 20, 2002 4:47 pm 

Re: The project 

Yoni,

First of all, Borland Pascal was the first language I learned and I can read that code easily. The function I used in my Player program is exactly the same(but in C). This way some squares can be tested up to 8 times.. and that's too much.

The cluster solution may work...but what about the nubers around the "zeros". Maybe i missed someting there...I'll read it again...
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Jon Simonsen



Mon Oct 21, 2002 10:37 am 

3BV-Limits

What about putting some limits on the 3BV-values or something? If you imply Matt's suggestion about a more accurate timer, 1-click beginner boards will be world records. I would say that it would be better if you make a lower limit of 3 or 4 3BV. Maybe there should be a limit on the other levels as well. With completely random boards, I guess that you could eventually get someone with a sub-20 3BV on intermediate. Do we want that fast boards? For expert, you could make a limit of 80 or 100 (if a limit is needed). Maybe there should be an upper limit too? Anyway it's just a suggestion.

9
Karine Delestre (santhyd)

Mon Oct 21, 2002 1:03 pm 

[NOTE: Emmanuel Brunelliere was the top ranked player for France. The nickname ‘Manu’ is also used by Manuel Heider of Germany.]

Re: 3BV-limits
I completly agree with Jon. If boards are really randomly chosen, there is a probability that one day someone gets a 1-click inter board ( very thin probability but still... ) ! After all the efforts that are made to create this new game, it would be a pity that someone kills the game by getting such un incredible board !

I think that 2, 25 and 90 would be good limits.

Manu.
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inthalloffame



Tue Oct 22, 2002 12:19 am 

Re: 3BV-limits 

2-25-90 sounds nice for the lower limits. With a completely random mine layout generator, there are still an incredible number of boards that are at those lower limits.

-Matt
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inthalloffame



Tue Oct 22, 2002 12:20 am 

upper limits

oh, and as far as upper limits go, I dont think we should have any simply because there is no point in having them.

-Matt
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Jon Simonsen



Thu Oct 24, 2002 1:24 pm 

[NOTE: In the Microsoft version, clicking on a mine shifts it to the top left corner or the first available square to its right.]

Mine shifts

How do you plan to solve the problem with clicking a mine on the first click? A few different solutions follows:

1) It's a dead game
2) A new board will be generated right away
3) The mine will be shifted to the first non-mine square (like in the original game).
4) The mine will be shifted to a random non-mine square

The two latter solutions causes problems if you imply 3BV-limits because the 3BV is changed when a mine is shifted. It's probably a little late to count the 3BV (to check against the limits) after you've made the first click?
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Eduardo Cros



Sun Oct 27, 2002 8:37 pm 

Here again

Hi all, I've been on Hollidays this last week in the South of Spain (Granada), I've just come back and seen all the messages you've posted, that are quite a lot.

First of all, about the board programming, I haven't understood well the idea of Yoni with those 100 and so. Do we need to repaint the whole board in every click? or we can just paint the single square? Anyway we need somewhere to put the flags, that's why I've understood we need 2 bidimensional arrays. Can you explain your reasons to use 2 bidimensional arrays? If we don't need to repaint the whole board we may need only one. I'll take a look to the source code you've posted whenever I'll have the time...

Second, about 3BV limits, I agree it's a good idea, we can decide those limits in a poll, for instance.

Third, the first-click deaths, I thought to avoid them creating the board after the first click, and so, we'll know that this square can't be a mine. But there's a problem with the on-line games, because we should create the board after all players first click and there could be too many no-mines prefixed squares. Another option can be to avoid mines in the corners of the board by default, so if we start from any corner we won't find mines there, that way we will have 4 chances to find a good opening. But that would surely give advantage to those players (like me) who usually start from a corner. We could use the first option for single-player games and the second for multi-player games.

Fourth, since it seems you're eager to start :) we should begin to define the whole project, the exact aimed game and website features, design, C++ classes we'll need for the game, who will do each part,... We can make it by polls, by files that anyone can upload and download or by messages posted in this mailing list.

Well, you'll tell me what do you think about that. Now I'll be a bit busy with my final major project, but I've planned to work on it during the week and work on the PMU the weekends, at least while the FMP will be under control :) I'll have to learn winsockets (or internet communication in C++) for both projects and I'd like to make an XML programs communication through the Internet (there are some of them, but I don't really like the ones I know) to use in both projects. The problem is that it would be easier to do in the FMP language (CoSeL) than in C++, and we can't use CoSeL for the PMU. Anyway, this week I'll hope to learn some things I can use for both projects.
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Wed Oct 30, 2002 7:02 pm 

New poll for prjmswutopia

Enter your vote today! A new poll has been created for the prjmswutopia group:

What kind of beginning do you prefer?

o No control (first click could be a mine)
o No mines in first click control
o Always an opening control
o In which squares? (separator)
o wherever I first click
o just in the corners (easier to implement)
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Wed Oct 30, 2002 10:40 pm 

New file uploaded to prjmswutopia

This email message is a notification to let you know that a file has been uploaded to the Files area of the prjmswutopia group.

File : /Sweeper.exe
Uploaded by : storm_ro <storm_ro@...>
Description : Minesweeper(win 3.1 look). Always start with an opening
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Jon Simonsen



Thu Oct 31, 2002 5:27 pm 

Sweeper.exe
I've just checked the program. It seems all right. I did a 98 after a few minutes on expert. That was at a PC at school, but the mouse wasn't too bad. I think that indicates that you can get a good speed even on this early version. Maybe I'll go even faster if I play at home. I like the idea about always hitting an opening on the first click. I guess that means that the entire board is created after your first click. But maybe it's bad news for those who like starting on the edges/corners. We'll see how the poll turns out.
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Jon Simonsen



Thu Oct 31, 2002 5:48 pm 

Polls

I see that there are only 11 members of this group. I think that the polls should be answered by more people. Maybe in the addicts group, or should we tell them that they have to become members of this group to influence the design of the new game?
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Thu Oct 31, 2002 6:49 pm 

New file uploaded to prjmswutopia 

This email message is a notification to let you know that a file has been uploaded to the Files area of the prjmswutopia group.

File : /Bugs/sweeper.bmp
Uploaded by : jon_kf <j_simon10@...>
Description : A couple of bugs in Sweeper.exe.

19
Jon Simonsen



Thu Oct 31, 2002 6:53 pm 

Bugs

I created a folder for bugs in the game-files you upload. I hope you're able to fix the most annoying bugs. It seems like Sweeper.exe has problems when you click near the edges of the game-window.
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Sorin Manea



Thu Oct 31, 2002 9:05 pm 

Yes i knew about that.. I was wondering when you'll notice them :)

I did the game in couple of days and didn't watched at all the details. I wanted to see first how the game handles and if it's fast enough. Do you think it's ok to use the original look?

Sorin
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Eduardo Cros



Fri Nov 1, 2002 3:32 pm 

Another option for the poll
Since many of us have voted in the first click poll I won't change it, but I've thought of a new option easy to implement and that you may like:

As we count the 3BV of the board before the game start to make the 3BV limits control we can memorise one of the squares of the biggest opening and open it automatically right after the F2 or New Game option is pressed. That way we would always start from an opening and even in multiplayer games we can generate the board before the first click, not beetween the first click and the second.
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Fri Nov 1, 2002 3:36 pm 

New poll for prjmswutopia 

Enter your vote today! A new poll has been created for the prjmswutopia group:

When do you prefer to know the 3BV of a board?

o Before any game starts (you'd know how good is the board before playing)
o At the end of any game
o At the end of a best time game
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Jon Simonsen



Fri Nov 1, 2002 7:59 pm 

Random boards?

Was Sweeper.exe supposed to make "completely random" boards? I recognized a couple of beginner boards from Winmine 3.1 today, so the algorithm in Sweeper.exe does not make completely random boards. Do you have another randomization algorithm, Sorin?
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Sorin Manea



Fri Nov 1, 2002 10:53 pm 

Not exactly. It's impossible to make completely random boards.

I used the implemented functions in the programming language. The random functions available use a starting point (called "seed") and then generate numbers. So it's not completely random. If you always set the same seed you will get the same board. The shift can help increse randomness a bit.

I have some ideas of how to implement (more)random generation based on two timers. one for the rows and other for columns...or something like thatBut I will have to make those functions myself from scratch. It shouldn't be that hard. I'm opened to other ideas.

Those boards were really identical with win3.1? it means they use the same algorithm. This is what I
used (the code is in C++ and the example is for an expert game) 

m[i][j] is a bidimensional matrix that has been initialized with 0; I mark a mine with 9.

int count=0;
do{
row=rand()%30; //% means the remainder of a division

col=rand()%16;
if(m[row][col]==0){ //if it isn't marked then mark
it
m[row][col]=9;
count=count+1;
}
}while(count<99);

Sorin
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Jon Simonsen



Sun Nov 3, 2002 4:25 pm 

Testing randomness properties

I suggest that you could test the "degree of randomness" by making a progam that creates a lot of (e.g. 1000000) "random" boards and counts how many equal boards that are created. If this can easily be done, and the program can do the job fast enough (I guess it will have to compare a lot of boards, about 5*(10^11) comparisons), it would be possible to say something about the randomness of the boards. You could for example present the results like this:
Number of unique boards:x
Number of boards that came up twice:y
etc.

But I don't know how long such a program would take to execute, so you could operate with a smaller number of boards, or maybe use only the first 100 or 1000 boards to compare with the rest. Do you like the idea?
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superlasmo



Sun Nov 3, 2002 10:32 pm 

[NOTE: Ante Smolčić from Croatia, programmer of Minesweeper2000.]
Hi all, I'm pretty new and I don't get many stuff yet. Here is the list:

1) Why Yahoo groups? I don't understand a thing here?! Where are the threads, messages..., it shows me only 5 msgs?!? My yahoo-nick sucks :)

2) What is 3BV? Is there a FAQ for this group?

3) Aobut the randomness: Random seed in programming languages can be unique (e.g. a timestamp
of the current time) so why is that a big issue? Have anyone written a program that tests the quality of the random board generators? I suppose the board can be saved to a binary file and tested later against 1000 other boards built with the same random- algorythm. Is there a mathemtical calculation of how many different boards can there be at all??

4) What prog. language are you planning to use? What platforms you intend to support?

I've wrote my own version of the game (Minesweeper2000) so I hope I could be useful.

Smola
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Eduardo Cros



Tue Nov 5, 2002 7:26 pm 

Re: hi all 

well, we're all fimiliar with yahoo groups because all of us are in the minesweeper-addicts group. The messages are clicking in Messages in the menu at the left. Your nick doesn't suck so much (at least I don't know the meaning of lasmo :))

There's no FAQ, but it could be a good idea to make it as soon as we have enough frequent questions. The 3BV is a benchmark for testing good boards. It counts the minimal number of clicks necessary to complete a board.

I think there are some mathematical calculations, you can find them in Damien's site (I think). For the moment we haven't made any program for testing it, but it could be a good idea. The problem with the random functions is that they're seem to be not random enough (since Roland could memorise a board and play just looking for that board until he got it).

The idea is to make it in Visual C++, but with a Flash website with PHP support and XML database (we don't really need much security). I don't really think it's worth to make more than a single Windows version.

I know that version, in fact I emailed you in the past and I'm (or was) the first in your best times table. That version is good so you're very wellcomed in this project :)

Edu
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superlasmo



Wed Nov 6, 2002 12:52 am 

Re: hi all 

Smola -> Lasmo :)
You're the second now, I think. :)
So, did you wrote any official requirements for the game?
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Wed Nov 6, 2002 7:33 pm 

P2P messenger & requirements

Hi all, I've been looking for information for my FMP and I've found something that could be very usefull for the PMU (and maybe too for my FMP), a P2P messenger (P2P means it doesn't need a server so it may be easier than my original idea of using a PHP server script). I haven't looked at the source code yet, though.

As Smola suggested we should put a kind of "official" requeriments for the game, or as I understand that, the main features the game will have (or at least the ones we will try to make). I started with that some time ago, I'll post the files I'm doing and I'll try to make them avalaible to modify by any of you (maybe by creating a new user with a known password for anyone, that's not very secure but...)
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Sorin Manea



Wed Nov 6, 2002 10:06 pm 

Re: requirements 

Make a pool Edu.. a big one ;)
Unfortunatelly we're not too many here...
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Eduardo Cros



Thu Nov 7, 2002 7:40 pm 

A pool?? swimming pool??? I don't see how this can help... ;D
You're right we're not enough people to play waterpolo :D

Now seriously, the problem with polls is that just the creator can set the options, and I don't want just to see the acceptance of my suggestions but also see what others suggest, when we'll have enough features we'll decide by a poll (after the necessary censure of the developers to discard unrealistic things...)

For those who might be interested I've learned some things about winsockets and I think I will be able to send messages to a PHP script and then send them to Flash trough XML. Now I still have to learn how to send messages from PHP to C++ (if anyone knows, tell me) I'll probably make a DLL file with a C++ socket class to make the communication beetween programs and websites for my FMP so we could use it to make it easier. Anyway I still have to talk to my director and suggest him my ideas, so he might think there are more important things to do for the project and I won't be able to make that DLL.

32
minesweeperutopia


Sat Nov 9, 2002 7:34 pm 

Hi all, I'm Edu again, I've made a new ID to upload files so that anyone can update them. If you want to modify the project.txt file (to suggest more desired features or so) you can enter the group with this account (Yahoo ID: minesweeperutopia, password: minesweeper). If anyone wants to upload files that others can modify should use this account too.

I know this causes a big problem of security, so if anyone knows a better way to do it, please tell me and I'll remove this new account with so easy password.

P: Today I've started the implementation of the classes Board and Square, main classes of the game. Probably I'll take Sorin's project and add my classes to it, though I'm not sure the kind of project he started will be usefull for all the project (only 1 dialog, we would need at least 3 subdialogs/windows, and it could be a good idea to make it document based to be able to open the videos and screenshots).
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Sat Nov 9, 2002 9:56 pm 

Re: Project.txt file 

I was thinking...

The site will record and keep track of the games played only online? I don't think anyone will stay online for hours to play. We should have a way to post scores we make offline.

Sorin
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Sun Nov 10, 2002 10:19 am 

Re: Project.txt file 

I already thought about that problem, my solution is that everyone keeps a copy of his/her info file, if we change any od the data from the program being offline we could change that file and make a temporal copy. Then, the nixt time that person is on-line we just need to test if that temporal file exists, if so we send it to the website and delete it to prevent sending unnecessary copies.
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Wed Nov 13, 2002 6:53 pm 

Schedule
Have you planned when you want the game to be finished? Will we have to wait till next year, or are things starting to take shape? Will there be a new version to test soon?

I removed the bug-file because I heard that sweeper.exe was not intended to be bug-free. If you want it, I could put up some .avi- files of a couple of bugs so you know what you have to deal with.
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Wed Nov 13, 2002 9:54 pm 

Re: Schedule 

As soon as possible we would like..but...

Jon, that program will be rewritten so there's no need for that bug file/avi. Let's hope we will have something new to test soon. I'll be busy for the next two weeks and I won't be working much. So far it's me and Edu and still working at the classes.

Sorin
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Thu Nov 14, 2002 6:59 pm 

Re: Schedule 


My answer is the same, I didn't planned to finish it by any date, in fact, when I said to start it I didn't thought I had to work much in the project (final major project) so I'd have time to work in this. The original idea was to work in PMU just in the weekends, so I'll go a little slow.

We've decided to make the classes structure and then divide the jobs, but we would need to know who can help in C++. Then, we''ll have a single player version with video player/recorder, and we'll be able to send those videos by email so it can be a good version 1.1 :) Right after that I'll start a website in Flash and PHP to make logins and so. Then another could take my file and improve its appearance (won't be difficult :)), if you (any) want to make some icons, backgrounds, animations, music... for the website you can start right know and post them in the files section, we'll add them to the website when I'll finish... don't worry for the repeated ones, we always can make a poll to decide which we will use.
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Thu Nov 14, 2002 7:02 pm 

New poll for prjmswutopia 
Enter your vote today! A new poll has been created for the prjmswutopia group:

About languages...(a languaged-based game can be more difficult to implement and more slow in execution)

o I'd like to have both website and game in my language
o I'd like to have the webiste in my language and the game in English
o I'd like to have both website and game in English
39
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Wed Jan 22, 2003 3:06 pm 

Multiplayer games etc.
I wanted to know if you're making progress with the project (game and web-site). I also have some suggestions for the multiplayer-game. Because it could be difficult to finish the boards (especially on expert), I think it could be better if there was a time penalty for every mine you hit. 1 second, or something (could be decided in a poll). I guess every contestant should get the same board, at least. Maybe the players should be able to chose 3BV-limits, and customize the system for the opening themselves. The latter could maybe be difficult to implement...

This should be for eventual multi-player games. I think the normal single-player game (where you can set your records) should be like planned.
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Wed Jan 22, 2003 7:45 pm 

Re: Multiplayer games etc. 

Glad to know people still remember this and have some suggestions. The multiplayer game was planned to be all players with the same board and that allow us to chose the 3BV limits and automatic opening of the biggest area, to ensure all players have the same initial chances of getting the board. That time penalty when you click a mine instead of the end of the game could be a good thing in case you click the mine at the very beginning, so you shouldn't have to wait for other players to end their games. We could decide ifi we do this and the time penalty with a poll. Individual games (those for record) should be as similar to the original as possible, unless you want to be able to customize the 3BV limits, automatic openings...

[NOTE: 41 was spam] 
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Mon Mar 3, 2003 7:51 pm 

Waking Up

This group have been sleeping for some time... I finish the Final Major Project (and so the major) this week, next week I'll start working seriously with this Project Minesweeper Utopia. I'm thinking of something:

What about a "help" for impossible situations? Maybe we could develop an algorithm to see when there is no chance of discovering any no mine box. There are solvers so it seems possible to do that. If so, we could ask for help (biggest 0's area, considering 1 box as a 0 0's area), that way we could always get the :) though we asked for help. In multiplayer games the winner would be the one with less helps and less time. What do you think about it? no more annoying last 50% misses!
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Mon Mar 3, 2003 9:24 pm 

Re: Waking Up 

I was thinking at something else. In case of a 50% guess we can move the mines so that you can always guess correctly. This would not be cheating becuse it is a guess. But this will only work in case of a 50% guess, not other situations.
What do you think?
[NOTE: 44 & 45 were spam]
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Sat Dec 6, 2003 8:52 pm 

Hm.. this group is sleeping since march.. long time..I guess that a person that has been long unactive should post in a group that is long unactive :p

I wonder if anyone will see it at all
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Sat Dec 6, 2003 8:59 pm 

[NOTE: Katy Lavallee was female World Rank #1 for some time. She is talking about passing Yoni on the overall world ranking.]

Re: Long sleep 

i see it. nice to see you yoni :) you should play more... i'm ahead of you again.

--katy
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Mon Dec 8, 2003 11:36 pm 

Re: Long sleep 

I don't think I'll do that.. stopped playing long ago. Nice to see old mates though :)

