Torn

is a drag'n'drop tournament and league scores manager.

It is written and copyright by Doug Burbidge, 1998 – 2016.

The software product and any user manuals are provided "as is" without warranty of any kind, either express or implied, including, but not limited to the implied warranties of merchantability and fitness for a particular purpose.  The entire risk as to the quality and performance of the software product and user manuals is with the Licensee.  In no event will the Licensors be liable to Licensee for any damages, including any lost profits, lost savings or other incidental or consequential damages arising out of the use of or the inability to use the software product and user manuals.  In addition, the Licensors shall not be liable for any claim by the Licensee or any other party for damages arising out of the use or inability to use the software product and user manuals and based upon strict liability or any Licensors negligence.
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WHAT

Torn is a drag'n'drop tournament and league scores manager.  Torn 4 is designed for use with Acacia, Nexus, Helios and Laserforce.

It can automate calculation of scores for game formats like doubles.  It can remember games in a league or tournament, and generate reports on games, teams and players.

HOW

INSTALLATION

Installing Torn is easy: just copy Torn.exe and Torn.hlp to some suitable spot; usually C:\Lasergame\DougWare.  It'd be nice if you also copied in this ReadMe file.  You can create an item on the Start menu for Torn if you like; Start | Programs | Lasergame would appear to be a good place.

You can use Torn on any machine that is connected to your network and has access to your database.  This could be your front computer, your Members' Terminal, or an office computer.

Acacia

For Acacia, you’ll need some InterBase files installed on the PC running Torn: if Torn complains about missing files, you can go to http://www.ibphoenix.com/main.nfs?a=ibphoenix&page=ibp_interbase_download and download the one which matches the version of InterBase you are using on your server.

Nexus or Helios

For Nexus or Helios, you’ll need libmySQL.dll.  You can get this from your MySQL install.  Drop it in the same folder as your Torn.exe.  Once you start Torn, you’ll need to go to View | Preferences and choose Nexus with iButton or Nexus with ZEON.

Torn will write a few values to your registry, in My Computer\HKEY_LOCAL_MACHINE\SOFTWARE\DougWare\Torn.

Laserforce

Torn 4 does not directly connect to the Laserforce SQL Server database.  Instead, you must install Torn Connector, which in turn requires .NET 4.5.  Torn Connector must be installed on a machine which has access to the SQL Server.  To install Torn Connector, either copy in all the Torn Connector files, or run the Torn Connector installer.

USE

Quick start, for people who don’t like reading manuals

Start Torn.  Click Latest game, or select a game from the drop-down.  Drag and drop players into team boxes (at the right), unless Torn has done it for you.  You can right-click on team boxes for a bunch of menu options.  Take a look at View | Preferences.

Start TBoard, and try Scoreboard | Update scoreboard.  Look at the results on your scoreboard.  Note that TBoard handles games with more than three teams.  Drag some players into the fourth team box and try it.  Go Scoreboard | Hide TBoard to set the scoreboard back the way it was.

Go League | New League, and create yourself a dummy league to play with.  Right-click on a team and go Remember this team.  Take a look at League | Edit League.  Click Commit to commit a game to your new league database. (Only teams that have been Remembered are committed.)  Take a look at League | Reports…, and throw some reports up on this screen.  Take a look at League | Edit games…, and select a game from the drop-down on that window.

Torn can also handicap teams.  You can add Adjustment scores to teams.  Torn can penalise friendly fire in games like Doubles.  There are details in this document, or press F1 for help.

The main window

Start Torn.  You will see a game drop-down box, a couple of buttons, a large white box, and a series of small white boxes.  (Each small white box is for one team.)

The first thing you want to do is get to the game for which you want to calculate scores.  If you want results for the last game played, just click the Latest Game button.  (If there is a game in progress, this will instead be labelled Last Game, and will give you the last game completed, not the game in progress.)  You can also click on the drop-down box and select a game from the list; or use the little up and down arrows to scroll through games one at a time.

Once you’ve selected a game, a list of all players in the game will appear in the large white box, showing each player's pack ID, alias, and score.

Drag’n’dropping

Drag and drop each team of players onto one of the Team boxes.  For example, if you know that Red 01, Red 05 and Grn 03 all played together as a Triples team, you would drag each of them to, say, the first of the Team boxes.

Keep doing this until you've dragged all the players into appropriate Team boxes.  As you drag and drop, you will notice that Torn updates that team's score and rank, shown at the top corners of the team's box.  The score is on the top right; the rank is on the top left.  Once you've finished drag'n'dropping, the team with rank 1 is the winner; the team with rank 2 came second, and so on.

You can multiple-select to drag more than one player at a time, in the standard Windows ways: use Ctrl and/or Shift, or use the mouse to draw out a rectangle.

If you double-click as you complete a selection, all the selected players will be moved to the first empty Team box.  (So if you were selecting three players, you might click on the first, Ctrl-click on the second, and Ctrl-double-click on the third; and Shazam, they will teleport away.)  Note that you must double-click as you complete the selection, rather than making your selection and then double-clicking.  This sounds a little odd; but once you get the hang of it it's really easy, and substantially faster than drag'n'dropping.

If you make any mistakes while drag'n'dropping, you can just drag back again.  If you've severely putzed it up, press the Latest Game button, or reselect your game from the drop-down list.  This refreshes everyone back into the big box; allowing you to start afresh.

If you run out of boxes to put teams in, you can add more boxes from View | Preferences.

Ranking

As you drag and drop players into a team box, Torn automagically updates that team's score and rank.

You can sort the teams into order.  If you've got, say, ten doubles teams in the game, it may not be instantly obvious as to which came first, which came second, etc.  So, choose the menu option Teambox | Sort teams by rank.  This will put the first placed team at the top left, the second placed team immediately below it, and so on.  You can also get to this menu item by right-clicking, and choosing Sort teams by rank from the pop-up menu.

Handicapping teams

You can handicap teams; either by adding or subtracting points, or by scaling by a percentage.  To handicap a team, right-click the team’s box and choose Handicap this team from the menu.  A box will appear in the team’s column header bar.  Type a number in to this box, and press Enter, or click away.  Your value will be applied as a handicap to the team’s score, and ranking will be recalculated accordingly.

Torn uses a points handicap or a percentage handicap based on what you have set as the default handicapping style. To set the default, go to View | Preferences, go to the Configuration tab and select the appropriate option in the Default Handicap Style box.

You can override the default by putting a "+" or "-" on the front of the handicap number, or a "%" on the end.

100% is no handicap; numbers less than 100% decrease the team score; numbers more than 100% increase it.  Legal percentage handicaps range from 0% to 9,999%.  Legal point handicaps range from    –999,999 to +999,999.

The box into which you type the handicap value is extremely fascistic: if you type in characters it doesn’t like, they just won’t appear.  This includes typing in letters, typing too many digits, typing a “+”, “-” or “%” in the wrong spot, or typing a “%” at the end when you’ve already got a “+” or “-” at the start.

You can show the handicap fields for all teams by choosing Handicap | Handicap all teams.  By default, each teams’ handicap is set to 0 points.  You can clear the handicap from all teams by choosing Handicap | Un-handicap all teams.

There’s a trap for the unwary with percentage handicaps: in a scoring set which subtracts points when players get hit, extreme handicaps may not work quite the way you expect.  You can handicap my score to 0% and your score to 9999%, but I can still beat you, by driving your score into negatives.  (This is not a problem with no-negatives scores sets.)

Handicapping players

You can also handicap individual players.  Usually you would handicap teams or players, but not both – you can do it if you want, but it’ll be difficult for your players to understand.

The advantage of handicapping individual players is threefold: firstly, if ace triple-A players score 3000 for a base, but gumby bunny newbies score 6000 because you’ve given them a 200% handicap, then the stronger players on the team will have an incentive to bring the weaker players into the action, rather than abandoning them on the fringes or in defence.

Secondly, if you check Handicap | Recalculate scores, then Torn gives players their own handicap for hits they make against other players, but gives players their opponent’s handicap when calculating hits by an opponent on them.

So if a bunny at 200% shoots a triple-A in the chest at 100%, then the bunny scores 200 @ 200% = 400 points, and the triple-A loses 50 @ 200% = 100 points.

But when the triple-A shoots the bunny in the chest, he scores 200 @ 100% = 200 points, and the bunny loses only 50 @ 100% = 50 points.

So bunnies gain big on the positives, and lose less on the negatives.  This means that bunnies tend to get better scores, without greatly decreasing the scores high-grade players get (since they don’t tend to get shot much by bunnies anyway).

(For game unit scores, e.g. bases and sentinels, the player’s handicap applies in all cases, since game units have no handicap.  So bunnies still have the potential to lose big by wasting shots into bases.)

Thirdly, per-player handicapping can make for easier bookwork: if team line-ups change each week because different players no-show, with per-player handicapping you don’t have to go and change each team’s handicap, because the system simply applies the handicaps of the players that play this game.  (If a player plays for a team they have not played for before, you may still need to set their handicap for that team in League | Edit League…; this allows the same player to have different handicaps on different teams if you so desire.)

When you do use per-player handicapping, you would usually give percentage handicaps, since +/- handicaps don’t create the incentives that make per-player handicapping useful.

You can set up per-player handicapping in the League window, or by right-clicking on a player and choosing Handicap this player.

If you use per-player handicapping, you may have a problem with players not logging on, and thus not having their handicap applied.  The solution to this is to make the handicap for the super-ace triple-A players 100%, and to work up from there.  This way, players will not choose to not log on to avoid having their handicap applied.  If players forget to log on, you can set a policy of “Too bad!”, and then make exceptions for people who have a good excuse. :-)

Note also that Torn will throw away the scores as calculated by Acacia, and will do its own.  Players shooting players on another team will score as if they were an opponent; and players shooting players on their own team will score as if they were an ally (i.e. for a typical team scoring set, they’ll lose points).  This is usually exactly what you want.  Note that you’ll want to choose a team scoring set; because in a solo set the values for shooting an opponent and shooting an ally are exactly the same.

Icons

Next to each player’s pack ID is an eeny-weeny laser icon.  The colour of the laser reflects the colour of the player’s pack.  If a player gets red-button terminated, they get a different icon: a little terminator in their team’s colour.  If a player gets eliminated, they get a laser with an “E” over it.  These different icons are to help support a variety of “house rules” such as: players who are double-terminated score zero; players who are eliminated score zero; etc.

LEAGUES

Torn is capable of remembering teams of players.  When it sees a team again, it will do the drag-dropping for you.  Torn's list of remembered teams is referred to as a "League".

The first thing you have to do is create a League.  You do this by choosing League | New League.  A file dialog will come up, asking you to choose a name for your new league.  Torn will then create a .Torn file for this league based on the name you chose.  For example, if you chose to create a league called Foo, Torn will create Foo.Torn and eventually another called Foo.TornBackup.  (These files are XML, so you can open ’em in Notepad or a web browser if you like, and take a look inside.)

Torn can also load an existing League from disk.  There is an Open League option on the League menu; or you can pick the name of your league off the League menu’s most recently used files list.  There is no Save League option, as Torn automatically saves any changes you make as soon as you make them.

Remembering teams

To remember a team, drag all its players into a team box, and right-click on the team box and choose Remember this team.  In future games, when Torn sees any of the players on this team, it will automatically drag them into a team box for you.  Note that in future Torn doesn't have to see all of the players on the team – just one is enough.  If you want Torn to forget a team, right-click on its team box and choose Forget this team.  You can also add players to a team by right-clicking and choosing Update this team.

When you choose Remember this team, Torn will remember any handicap you have set for a team.  If you change the handicap and you want Torn to remember the new value, choose Update this team.

You can also tell Torn to remember all the visible teams in one fell swoop, by choosing League | Remember all teams from the main menu.

In future games, Torn will attempt to automatically recognise teams for you.  This works best if players log on to their packs, and if each player plays only for one team.  If the one button appears on multiple teams, Torn may guess wrong as to which team is which.  For this reason, when players sub for different teams, you should either tell substitutes to not log on, or you should keep an eye on Torn’s identification of teams.  This is particularly an issue in the first week of League, where Torn may as yet have an incomplete list of who is on what team.

If you want Torn to un-remember everything off its list, choose League | Close League or League | New League.

Note that you can also use the Leagues window (detailed below) to add, delete and rename players and teams.

Committing games

As well as remembering teams and their players, Torn can remember games.  Click on the Commit button, and for all teams that it knows about, Torn will write entries to its database.  Note that this only works for teams Torn has remembered – if you're in any doubt, click League | Remember All Teams, and then click Commit.

(If you don’t have a Commit button, it’s because you haven’t presently got a league open.)

For a game that already has data committed, Torn will relabel the Commit button as Recommit.  If you want to update the info on this game in Torn's database, just make your changes, then click Recommit.  If you want to remove this game from Torn's database, drag all players back into the large box at the left, then click Recommit.

Torn will remember scores for teams and for players.  In order for it to remember scores for a player, it must know who that player is; so that player must have logged on; or, if he neglected to log on, you must right-click on his pack and choose Identify this player… before you Commit.

Note that if you come back to a game at a later time to recommit it, Torn will show teams’ current handicaps, not the handicaps they had at the time you originally committed the game.  If you have applied handicaps, you may want to apply these again before making your new changes and pressing Recommit.

Clicking Commit or Recommit can also update TBoard with info for this game.  Details are under TBoard, below.

The League window

You can work directly with Torn's list of remembered teams with League | Edit League.  This will bring up a new window, showing all current teams and their players.  (You can resize this window if it's not big enough.)  Click on the '+' next to a team name to view the players within that team.  The first line within each team shows the team's handicap.

There are a bunch of buttons that allow you to add, delete and rename teams.  For the most part, their functions are fairly self-evident.  A team's name is what will be shown on the scoreboard for that team.

There is a handicap box, into which you can type a handicap for this team.  When you set a handicap, you should put a '+' or '-' on the front for a point handicap, or a '%' on the end for a percent handicap.  Alternatively, you can just type a raw number, and Torn will apply your default handicapping style to it.

There’s also a comment box, into which you can type anything you please.

There are also buttons that let you add and delete players.  When you add a player, a new dialog will pop up, allowing you to choose a player from a list of all players that Acacia knows about.  The interface here is rather like BOFH's AliasFind program (I admit that I nicked his good interface design :-).  Type the first few letters of the player's alias and you will be shown all aliases that match those first letters.  Use the up and down arrow keys to select one, or just click (or double-click) on it.  If no aliases match the letters you have typed, then there will be no players in the list.  You can still click OK and add this imaginary player name to the team, but since there's no match for it in the database, it's unlikely to appear in a game.

You can set a handicap for each player here, too.  Usually, you would set handicaps for teams, or players, but not both.  You may wish to list players’ grades (A, B, C, etc) in the Comment box.

When you click on a team name to highlight it, over at the right you will see a little table showing you that team's history.  It shows one line for each game the team has played.  Each line shows the date and time of the game, the number of points scored, and the number of league points the team scored in that game.  Similarly when you highlight a player's name, you will see a list of games, scores and ranks for that player.

You can also click on the name of the league, at the top of the white tree-view box, to see point scoring for the league.  In many leagues, teams win league points based on their placing in the game.  For example, teams might get 6 points for 1st place, 4 points for 2nd, and 2 points for 3rd.  It's also possible to award bonus points to the team that has the high-scoring player.  You need not award most points for first; some sites do 1 point for 1st, 2 for 2nd, 3 for 3rd, and for games of 5 teams or less this is just fine.  When you click OK on the Leagues window, Torn will remember all your changes, and save them to disk.  If you click Cancel, all your changes will be discarded.

One somewhat special button is Copy from….  It’s fairly common to want to keep stats for a whole season, and then finish with a finals of some kind.  To do this, you can start a fresh league, and put the finals games in that.  To avoid having to re-enter the teams, click Copy from…, and point Torn to the League you used for the main part of the season. Torn will copy out the teams from that league, but none of their game stats.  Then simply delete any teams that will not be featuring in the finals, and click OK.

Naming and Identifying things

You can set a name for a team from the main window by right-clicking on that team’s team box and choosing Name this team.  (Of course, you can also set the team’s name in the League window; I’m just giving you choices. :-)

If Torn has misidentified a team (usually because some players are listed on more than one team), you can override its guess by right-clicking in the team box and going to the Identify this team sub-menu.  Simply pick the appropriate team name off the list.

If a player has forgotten to log on, or has logged on with the wrong button, you can reveal their true identity to Torn by right-clicking on that player in that game, and choosing Identify this player….  A dialog pops up; type the first few characters of the player’s alias or first name, and then press Enter or double-click on their name in the list.  If you hit Cancel, then Torn will identify this player as a not-logged-on player.

Adjustments

Often you will want to apply adjustment scores to teams.  For example, if you are using a termination scheme where referees simply report names of players they want terminated at the end of the game, you will want to apply penalties for these terminations.  Or if a pack malfunctions and you want to give that player an average, you'll want a way to do that, too.

To make these adjustments, right-click on a team box and choose Add an adjustment.  A dialog will appear with an initial value of -1000 points.  Use the up/down arrows to adjust this, or type in a new value.  Once you have made this adjustment, you can right-click and choose Edit the adjustment to change it to a different value, or Clear the adjustment to remove it.

Note: adjustments are not subject to percentage handicapping.  If you apply a -1000 point adjustment to a team who have a 50% handicap, they get the full -1000 points, not -500.  Depending on your house rules, this is usually what you want when you're applying terminations, but not what you want when you're giving a player an average.

TBoard

Previous versions of Torn allowed you to throw scores up on the A4 scoreboard, which it did by reaching into the A4 database and twiddling.  Torn 3.0 does not do this; instead it writes scores to a separate scoreboard app called TBoard.  Start TBoard on whichever computers you would like scores to appear on (this can be several computers if you like).  If this is the first time you’ve run TBoard, you may need to configure it to tell it what screen to appear on.  Then click on Torn's Scoreboard menu, and choose Update scoreboard.  TBoard should refresh with information on the game from Torn's point of view.

If you want to hide TBoard, choose Scoreboard | Hide TBoard.  This is useful when, e.g., you are displaying TBoard over the top of the regular Acacia scoreboard app.

Preferences

Click View | Preferences to get to the Preferences dialog.

The first tab lets you pick System.  Click the appropriate radio button for your system. You may need DLLs etc. for your particular system – Torn uses these DLLs to talk to that system’s database server. See the Installation section for details. You can also choose Demo, which will not connect to a database – instead, it will generate one game’s worth of fake scores, and will let you open, view, edit and report on existing Torn files.

You can supply the IP address of the game server PC, if Torn hasn’t guessed it.  That’s where Torn will look for a database connection.  Under Acacia, you may also provide an IP address for the status server.  This is where Torn finds out how much time is remaining, and prevents you from accidentally committing incomplete games.

Next is the Configuration tab.

When you view a game, Torn can automatically group players into team boxes for you, in two different modes.  If you select Group players by alias, Torn will look through the players in this game for players that it knows, and group them into teams.  This is generally what you want for games with more than three teams, like doubles.  In this mode, if you don’t have a league open, then Torn doesn’t know any players; so it won’t do any automatic grouping.  If you select Group players by colour, Torn will move players into team boxes according to their pack colour, and then try to recognise the identity of each team based on the players in it.  This is generally what you want for games with three teams in them, such as league night.

You can set the default handicap style here.  If you’re using handicaps, set it; if not, forget it.

You can have Torn automatically Sort teams by rank or Sort teams by colour.  The first is useful for doubles, etc.; the second can be nice for league night if you always want the red team first, etc.  Note that when sorting by rank, Torn will not automatically re-sort if ranks change (for example, if you have changed a team’s handicap).  If you want to re-sort the teams, right-click and choose Sort teams by rank from the pop-up menu.

There are some checkboxes to turn on some automation.  If you want, you can have Torn On Commit, automatically update scoreboard.  Just as the name implies, if this box is checked, every time you hit the Commit button, Torn will throw those scores up onto the scoreboard.  You can also have Torn On Commit, automatically update team player lists and handicaps.  If this is checked, when you press Commit, Torn will roll through the player list of each team, and if there are any players in this game which aren’t on Torn’s list for the team, Torn will add them.  Similarly, if you’ve set a new handicap for the team, Torn will update it in its records.

On the Dimensions tab, you can set the size of Torn’s grid of team boxes. Twiddle the spin boxes appropriately, to choose how many Team boxes high you want the grid, how many Team boxes wide, and how many players to show in each Team box.  For more details, see Resizing, below.

Torn remembers your preferences globally, and it also remembers your preferences for each league.  So when you open a league, Torn may resize its window, check and uncheck boxes on the Preferences window, etc.

Lord of the Ring

Lord of the Ring is a game format in which three red players play a 1-on-1-on-1 game, while simultaneously three yellow players play a separate 1-on-1-on-1 game, and so on, limited only by the number of players, packs and space available.  The highest scorer in the red ring wins that ring; the highest scorer in the yellow ring wins that ring; and so on.  (Combining game scores to produce an overall winner is done in a variety of different ways.)

Under View | Preferences | Configuration set Group Players to Lord of the Ring.  Under League | Edit League set victory points for the number of players in each ring.  (Typically this means setting victory points for first, second and third.)  Now when you click Latest Game, Torn will rank one red team as first, one blue team as first, etc.  You can now use Torn to track Lord of the Ring games, and use Torn’s abilities (produce ladders, drop worst game, restrict ladder to a time range, etc.) to run the tournament.

Pyramid rounds

For tournaments with a large number of teams, with many teams in each game (such as solos, doubles and triples) the Pyramid round tool may be useful.  Click League | Set up Pyramid round.  In the Australasian tournament, we give a second chance repêchage round after each main round – so: round 1, repêchage 1, round 2, repêchage 2, etc.

To construct a repêchage round, right-click on games in the list at the right and click on “Round” or “Round…”.  The latter pops a dialog where you can define how many teams from this particular game go to the repêchage; the former merely marks this as a source of teams for the repêchage, without specifying how many.  If your rule is “top 2 teams from each game advance” then you would use the latter.  A game with 7 teams would be marked as having 5 teams go to the repêchage; a game with 8 teams would be marked as having 6 teams go the repêchage; etc.  Note that as you select games (and optionally specify number of teams form each), the value at the left for Number of teams from last round will change appropriately

Set choices at the left, for the number of games, teams, etc., overriding the automatic values if necessary.  For example, if your scheme is “top 10 teams overall advance” and you have 50 teams in the round, you would set Number of teams from last round to 40.  Under Top or bottom, you want bottom for a repêchage – the way to get into the repêchage is to be low-scoring or low-ranking.  Under Score or Rank, select appropriately for your nominated scheme.

As you make changes, a sample draw is updated in the bottom half of the window.  Keep changing settings until it looks correct.  We zig-zag down, so the top-ranked team in the draw (in the case of the repêchage, this is the “best of the worst” team) is at the top left, then we work across the games until we run out of games, then down to the second row, and right-to-left back across the second row.

Your selections in this window are remembered if you click OK or Cancel (but not if you close and re-open Torn).  So as you approach the end of the round, you can set up the repêchage with the last game of the round not yet decided, as a “practice” run.  Before you select places to send the report out to (TBoard, printer, etc.) ensure that the results seem sensible: the bottom team is low on the draw, the team that just barely missed the cut is at the top left of the draw, each team appears only once, etc.

For a round draw, you typically want to take the top teams from each game in the previous round, and the top teams from each repêchage game.

Set up fixtures

Torn can generate fixtures for your league or tournament. If you already have league teams set up, click League | Set up Fixtures....  If not, set up teams under League | Edit League first.  (You only need to create the teams; you don’t need to add players to them.)

There are tick boxes for each team. If you want to generate a fixture which includes all teams, leave all boxes ticked. If a team has dropped out or is not here this week, untick its box.

There are boxes for each colour. If Torn has not automatically ticked boxes for you, tick the boxes for the colours you want used in the fixtures. (It doesn’t force you to tick exactly three colours, but generation of fixtures for other than three-team-per-game is not yet supported.)

If you want to list a team to supply referees for each game, tick the Referees box.

Choose Start Date. If you’re generating fixtures for more than one week, this is the date for the first week’s games. Choose first game time. Torn will schedule games every 15 minutes from this time forward. Choose games per team. If you want each team to play 3 games each week, leave this at 3. (Changing this to a number other than 3 is not heavily tested.) Choose the number of weeks to generate fixtures for.

Click Generate. Torn uses a hill-climing algorithm: it initially generates a terrible fixture, then swaps two teams at random. If the new fixture is no worse, Torn keeps the new one. It does this many many times. Watch the Score – while it’s decreasing, the fixture is getting better (in Torn’s opinion). Once it levels off, you may see the fixture continue to change as Torn keeps changes that make the fixture no worse (but no better either). Once you’re happy, click Stop. (If the score drops to zero, it will stop by itself.)

The scoring that is used to decide whether a new fixture is “better” tries (amongst other things) to even out the number of times each team has played each other team, taking into account all the games that have already happened in this league. So if your team has played one team 3 times, and another team 5 times, Torn will try to give your team more games against the team you’ve played less.

Once you’ve generated a fixture, you can click OK to send it to TBoard, printer, HTML, etc. If you click OK or Cancel, you can get back to this same fixture by just clicking League | Set up Fixtures… again. But once you close Torn it’s gone – the fixture is not saved in the Torn file. So be sure to print or otherwise convert your fixture into some permanent form if you want to keep it.

Resizing the window

You can resize the window.  If you adjust the window’s vertical height, all the Team boxes will be resized shorter or taller appropriately.  You should make the window tall enough for your purpose – if you're running a quads tournament, you should ensure that the Torn window is tall enough such that each of the Team boxes can display four or five players.  (If they're not tall enough, a scrollbar appears, and calculation is still done correctly.  But it's a pain.)

If you adjust the width, Torn will adjust the width of all the Team boxes.  Note that the Pack ID and Score fields remain the same width; only the Alias field changes.

You can change the number of Team boxes shown.  From the menu, choose View | Preferences, and twiddle the spin boxes appropriately, to choose how many Team boxes high you want the grid, how many Team boxes wide, and how many players to show in each Team box.  Note that you can type in values that won’t fit on your screen if you like – if you want to type in stupid values, that’s your lookout.  Torn will limit you to at most 60 Team boxes.

If your new grid dimensions involve having less boxes, and some of the boxes that you are throwing away had players in them,  Torn will teleport those players back to the large box at the left.

Reports

If you have a league open, you can get reports on teams, players and games in that league.  Choose League | Report to bring up the reports window.  There are seven reports you can produce: team ladder, teams versus teams, solo ladder, and four kinds of game report.  Each report has options.

Team ladder

The team ladder shows all the teams in this league, their total score, and their rank.  If you are using league points (1 point for 1st, 2 points for 2nd; or whatever), the report will also show these.

You can choose to show additional “scaled” columns for total score and league points.  Check or uncheck scale up teams with less games appropriately.  These scaled columns only show if not all teams have played the same number of games, and they simply scale up the teams who are short games using a multiplier.  For example, if one team has six games and another has two, the team that’s short will simply have its score and points tripled to arrive at the figures for the scaled columns.

You can drop each team’s best and/or worst games: check the box, and fill in details on the right.  You can restrict the report to a limited date/time range: check the box, fill in details on the right.

You can show how each team did on each colour by checking show colours.  The extra columns show how many times that team placed first/second/third on red, first/second/third on blue, and first/second/third on yellow.  There’s also a grand total row down the bottom.

Teams versus teams

This report is a square grid showing how many times each team has beaten each other team.  Nifty.

Solo ladder

The solo ladder shows all the players in this league, whether or not they are listed on a team.  It shows what team or teams this player has played on, the player’s average score, average rank in each game, and number of games played.

Check the “show comments” box and the report will have an extra column showing the Comment text you set for each player under Edit League.  This can be handy for showing player’s grades if you use a handicapping scheme.

This report has options for dropping some of each player’s worst and/or best games from his average.  For example, if you dropped the bottom 10% of each player’s games, then a player with 10 games would have his average calculated on his best 9 games.  A player with 19 games would have his average calculated on his best 18, and a player with 20 games would also have his average calculated on his best 18.  An additional column is added to the report, showing how many games were dropped while calculating each players averages.

You can restrict the report to a limited date/time range: check the box, fill in details on the right.  You can show only the top players, to prevent the ladder descending into illegible fine print.

This report also has an order by option.  I recommend setting this to score ratio, as this is a better indication of player skill than score.  Score ratio is  the ratio of a player’s score in each game compared to the average score in that game, so a captain cannot artificially lower his players’ positions on the solo ladder by running low-scoring (e.g. defensive) strategies.  Similarly, tag ratio is the ratio of the number of tags a player gets in each of his games, compared to the average number of tags scored in that game.

Game reports

There are four game reports.  The game-by-game report is suitable for games with three or so teams per game; the game grid report is nice for games where most or all of the teams in the league play in each game, such as a small doubles tournament; the Ascension report is nice for semi-finals; and the Pyramid is nice for larger solos and doubles tournaments.  For each report, you need to set a start and end date and time, on the right of the window.  The times default to the start and end of a day, so you usually don’t need to touch them.  The end date defaults to today, so you usually don’t need to touch that either.  Set the start date back to the date you want, either by typing a new date value, or clicking on the drop-down arrow and choosing a date from the picker.

The game reports use colour: the background of each team’s listing is shaded in the colour of that team.  If there are a mixture of pack colours on a team, Torn colours it according to what there’s most of.  If there’s a tie, Torn uses an in-between colour: a doubles team with one red and one yellow player will be coloured orange, and so on.

If your league awards league points for having the high-scoring player, the game-by-game report will show the high-scoring player for each game.

Pack report

The pack report is only available in some builds of Torn. It is intended for behind-the-counter use, not for display to players.  It shows average scores for each pack over a league, and you can use it to get an idea of which packs are “good” or “bad”, and target those packs for repair.  Typically packs are “good” because they are hard to hit and/or have long IR range, and are “bad” because they are easy to hit and/or have short IR range.  The pack report scales scores for each pack by the average of the player who was logged on to that pack, so if a very good or very bad player favours a particular pack, this will to some extent be smoothed out.  I strongly recommend using the drop best/worst games option with this report.  Only games where players logged on to the pack count towards the pack report, and any pack with less than 10 or 20 games in the “Games” should have its numbers regarded with a large grain of salt.

Show descriptions

If you check the Show descriptions box, each report will be followed by a short text description, telling you what all the bits mean.

Screen, TBoard, HTML, TSV or printer

In the bottom right of the reports window, you can choose where you want the report to go.  You can send it to the screen of the computer where you’re running Torn, to the scoreboard, to an HTML file, to a TSV tab-separated-value file (kinda like a CSV, only different) or to the printer.

When you send a report to the screen, it appears in a window next to Torn.  You can keep using Torn while this window is up.  If you close Torn, this window will close, too.  You can resize this window.  If the report text gets a little jaggy, just run the same report again and it will smooth out.

You can show the team ladder and/or the solo ladder on the scoreboard.  The team ladder is limited to the top 20 teams, and the solo ladder is limited to the top 40 or top 60 solo players.  The “Acc” column shows how many league points each team has, and/or shows the average rank of each player.  Note that TBoard cannot display game reports; it’s just not set up that way.  TBoard is a nice way to get reports up before everyone has left at the end of league night; you can have the ladder up within a few seconds of the last game finishing.

If you select HTML, when you click OK Torn will ask you for a file name.  It will then generate an HTML file, ready to upload to your web page.  Generate a file of the same name every league night to show just the latest results, or use a different name every league night to have a history.

If you select printer, when you click OK Torn will present a print dialog.  Select which printer you want the report to go to, load paper as appropriate, and click OK.  Note that the game reports use colour; obviously you’ll have to use a colour printer if you want the full effect.  The games grid and ascension reports want to be wide rather than tall, so try setting your page orientation to landscape.

You can select more than one report for display, and more than one device to display the reports on.  Both the on-screen and the printed reports use some terribly clever font zooming, of which I am inordinately proud, to fit the reports on the window or on the page.  Of course, if you try and fit three different reports into the one window or onto the one page, the font may come out too small to read.  For your printed report, a good compromise is the team ladder and game by game report on one page, and the solo ladder on another.

You can produce graphs etc. from Torn results by saving them to HTML, and then importing the HTML file into the analysis tool of your choice, such as Excel.

Adding missed games

If you failed to commit a game as soon as it finished, or you failed to commit some of the players in the game, all is not lost.  Firstly, if nobody has reset the games list in Acacia yet, the game will still be in the Acacia database – you can select it from Torn’s drop-down, and commit it as normal.

If the game is no longer in the Acacia database, all is still not lost – you can re-enter it manually.  Select League | Edit games…, and the Edit Games dialog will pop up.  If the game you want to edit is in the league database, you can choose it from the drop-down at the top left of the window.  If not, you can set the date and time you want on the Add Game tab.

Once you’ve picked a game from the drop-down, or picked a date and time, all records for that game will be displayed in the database grid in the middle of the form.  If you want to fit more records in at once, size the window taller.  Obviously, if you’ve just picked a new date and time that don’t correspond to a game in the league database, there won’t be any records shown.

You can add a team to this game by entering their details at the bottom of the window.  Choose a team name from the list in the drop-down.  You can only choose teams that exist – if you want to add a game for a new team, you’ll have to go to the Edit League window first, add the team, then come back here.  Set the team’s colour, their game score, and if you’re using league points, the number of league points they earned for the game.  When you commit a game on Torn’s main window, it knows how many league points to assign, but this form doesn’t, so you have to figure it out for yourself.

Once you’ve entered those values, click Add this team to this game.  You should see the record you just entered appear in the database grid.  Repeat this process for each team.  If you try to enter a record using a game time and team name that you’ve already used, it will just overwrite the old record; you can’t have one team appearing twice in a game.

You can enter player scores for the game in a similar way. Click on the Add player tab, and enter values.  When entering a player, you can either type their button ID (like ABC+123) in the box, or click on the Lookup Player… button to look them up.  Enter a pack number (like Red 1) for this player.  If you don’t know their pack number, make something up.  Enter a score and a rank for the player, and hit Add this player to this game.  Note that you don’t have to add solo player scores to the game; although if you are awarding points for having the high-score, it’s a very good idea to add the high-scoring player and assure that his rank is set to 1; otherwise the game-by-game report will go a little odd.

Once you’ve finished entering values for your missing game(s), you can check that they seem OK by doing a View | View historical games, and then picking the appropriate game from the drop-down; or by taking a look at the game-by-game report for the appropriate date(s).

From the Edit Games dialog, you can also delete game records or whole games.  To delete a team from a game, right-click on the appropriate record in the database grid and choose Delete.  To delete a player, do exactly the same.  Usually the first few records for a game are teams; they’re the ones that begin with an ID like “0001”.  The remaining records are for players, and they have IDs like “ABC+123”.

You can delete whole games by clicking on the Delete Game tab, and clicking the Delete this game button.  Be sure that you’re deleting the right game, though – there ain’t no Undo or Cancel, and the deletion will be committed to the database instantly.

Oddities

There’s this weird thing with team boxes where sometimes after you have dragged some players out of the box, there are blank entries at the top of the box.  The entries that are supposed to be in this box are still there; just below the blanks.  And they may be far enough down that you can’t see them all; and there’s no scroll bar.  Size the window taller.  I have no idea what the smeg causes this.

If you adjust the width of the columns in the Team boxes, the team's total score will not line up above the individual player's scores.  Basically, I can't see a way to fix this, as there's no "ColumnWidthChanged" event; and you'll never want to adjust the width of the columns anyway.

On the Edit Games form, if you add a new game, it doesn’t automatically get added to the drop-down list of games. Eh.  Just leave and re-enter the form, and the list will be rebuilt.

On the Add player alias form, if you type a character then hit backspace twice, the form behaves in a slightly odd way.  Again, eh.  It’s twisty-turny code, and I don’t want to mess with it.

Under Laserforce, scores are not recalculated – this is because Laserforce does not make available the hit data I would need to perform recalculation.  This means that Torn for Laserforce does not suitably recalculate scores for doubles, triples, Stratego, etc.  It’s still fine for any games where Laserforce itself understands how to score correctly.

Under Nexus/Helios, hit ratios are only calculated if you have “calclate scores by Torn” selected.

User feedback is welcomed.  Send me email: dougburbidge@dougburbidge.com
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