Master Chess

Masterchess is an advanced chess program writien entirely in Z60
machin code. A graphic display of the chessboard and pieces is
presented on the screen, fogether with on indication of the current
level of play and a hisory of he thrteen mosfrecent pairs of moves
for reference. While calculafing o move, the program indicates the
fotal number of legal moves it has found, and how many it has
already evoluated. This gives the player an indication of how long
the program wil toke fo inish its evoluation. At any fime during the
evaluation, the player can instruct the computer fo stop and play fs
current best move. The colours of the display can be easily altered
fo suit the ployer. Ten levels of play are aviloble, the lowest

offering almost immediate response and the highest searching upto. |

eight moves ahead.

Al legol moves are recognised, including castling and enpassant;
llegal moves such as casling fhrough check will be rejected.
An opening book of some six thousand moves is contcined in the
program, providing both width and depth; the book extends twenty
ning ply on certain, openings.

A fully cutomatic chess clock is displayed above the chess board,
indicating the ime faken by the player ond computer

LOADING INSTRUCTIONS

Sef up system and switch on as described inyour instruction manul,

Insert disc and type: RUN "DISC" and press ENTER. The programwill

npw load and run.

DO NOT SWITCH SYSTEM ON OR OFF WITH DISC INSERTED INTO DISC
DRIVE OR DAMAGE TO DISC WILL RESULT.

The program offers numerous features ond facilties. These are
readily understood and remembered os ll options ore listed on te
screen when they are valid, Only single keys are needed fo select
any apfon (he fisleter of the apton word),and the programil
accept only those entries which e volid ot that fime. Any further
input required will be prompted by the program.

| THE MAIN MENU

PLEASE NOTE SAVING & LOADING OF GAMES CAN ONLY BE DONE ON
CASSETTE,

PLAY - fo start a new game. You wil first be asked fo choose white
- or black, and then the level of play. The board willbe set up with
' your selected colour playing from the bottom of the board. See the

| Ploy meny descripfion for defails of fhe subsequent options.

RESUME - allows you fo confinue your game of the current posfion

affer having returned to the main menu for any reason.

You will be asked which colour you wish o play, ond which colour s

fo have the next move.

COLOUR - his option allows you to ater the colours of the boord

and pieces if you do not fike the standard seffings. Answer each of

fhe four colour questions with o number from 0 - 26.

' SAVE - 1o save o gome on fape. You il be asked fo press RECORD
and PLAY, and then to press any key. Pleose ensure that a cassette s
in place and correctly posiioned before you do so, ond don't
forget fo press STOP when it has finished.

. LOAD - reloads a previously saved gome. You will be prompted fo

press play, then any key. When the ape has fiished loading, the

board and move history will automically be set up exactly os i

was when the game wos saved. You can now use the Resume opfion

fo continue your game.

MODIFY - his option allows you fo lfer the board, either fo correct

0 wrong move or fo set up a chess problem. See the Modify meny

description for details of how o carry fhis out

THE PLAY MENU

The following keys are applicable when the programis waiting for
you fo move.

A-H, 1-8 - Your moves should be entered by specifying the column
and row you wish o move from, and the column and row you wishto
move fo. You will see that the columns (or files) are clearly marked
with the letters A-H, and thot the rows (o ranks) are labelled with

numbers 18, As an example, o move the white King's pawn for-
ward 2 spaces fo start a game, enter E2E4, The program wilnform
you if you are making an illegl move, and you should then entera
different move.

DEL - if at any fime before entering the lost character you realise
that o mistake has been made, pressing the DEL key willallow you
fo re-enfer the move, -
LEVEL - pressing L flows you o ater the level of play; you wilbe
prompted for the new level.

RECOMMEND - The: program will recommend the move it would
have made had it been in your position and of he current level of
ply. ‘

it - exit fo the main menu to save o gorﬁe, setup the board, restort
etc. The current game can be re-entered with the Resume command.
In additian, the key M for Move isrecognised by the computer while
i is evaluating its own move. Pressing this key will force the

computer fo stop is evaluation and play the best move it has found

50 far.

THE MODIFY MENU

When you enter the modify mode, youwil see one of the squares n

the centre of the chessboard flosh briefly. Thisis the ‘active square
== se the cursor keys to move the acfive square

position fo wherever you like on the chessboard. The new ocfive

square wil flash briefly. |

DEL - Delete the piece ot the current actve square, Has no effectif

fhere is no piece already on that square.

(LR - Clear the entire chessboard of pieces. This i primorily of use

when sefting up a chess problem, os i saves having fo individually

delete each piece from s original position,

LEVEL - exacfly os the same option n fhe Play men; allows youto

aler the level of play before you resume ploy.
KQRBNP - Allows you o place a King, Queen, Rook, Bishop,

Knight or Pawn respectively ot the current active square. Youwilbe

prompted for he colour o the piece, and osked fithas moved yet.
Please answer this lost question carefully asit s used fo determine
the legality of certain moves and the desiability of some others
Xit - exit o play game, using the current postion. Before you play,
you will be asked for your colour and which colour isto move nex.

NOTES

The fime faken by the computérto calculte fs moves increases wilh
the level it is playing . Approximae fimes for each level are:
Level 0 - 5 secs Level 1- 10 secs
Level 2 - 30 secs Level 3 - 1 min
Level 4 - 3 mins Level 5 - 5 mins
Level 6 - 15 mins Level 7 - 2 hours
Level 8 - 15 hours Level 9 - 2 doys
These fimes will vary considerably depending on the complexity of
the-posfion, being generally longer during mid game play and
shorter in the end game. f you accidentally choose a level which
fokes too long the ‘M’ key can be used to force the computer fo
move, However, if you use this facilty, the computer will ot have
made fhe bestuse of s compufing ime. You should therefore fryto
avoid using it on a requlor bass by selecting o level appropriate fo
the time:you wish fo spend.
The computer holds o orge fibrary of opening moves, As Iong 0§
play remains within the book the computers moves willbe produced -
very rapidly. .
The higher levels are intended moinly for problem solving, The best
levels for this purpose are:-

Mate in 2 - Level 4

Mate in 3 - Level 7

Mote in 4 - Level 9
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