INTRODUCTION

IS THE WORLD'S FlNEST , Welcome to GRANDMASTER, one of the maos! powerful chess
+9 COMMODORE CHESS pROGRAM programs availabie on any home computes. In independent tests

| 5 in Germany, GRANDMASTER played aseriesof matches against

the other three leading mecro chess programs and beat tha lot !
e

This cassette contains the Commodore 64 version of GRAND-
MASTER on one sido. and the Commodore C16 version on the
other. The 64 version can be used on the Commodore 128 in 64
mode. and the C16 version will run on the Commodore Plus 4

LOADING INSTRUCTIONS - 64 VERSION

This can also be used on the 1281 the 12815 pulinto 84 mode lurst
Place the cassette in the tape deck with the 64 side uppermost and
rewind it il necessary. Then load the program in the normal way
by pressing SHIFT and RUN/STOP simultaneously. Press PLAY
on the tape ceck and the program willload and run automatcally
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LOADING THE PROGRAM - C16/PLUS 4 VERSION

Flace the cassetto o your tape deck with the CI6 side
uppermost, rewind the tape il necessary, and then lype..

LOAD [RETURN|

Then press the PLAY key an the cassette deck. The program will
load and autorun. The chess board will appear and you can start
playing
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BASIC OPERATION

At the beginning you'll se¢ a chessboard with your (while} peeces
standing on the bottom. In order to enter a move, il is necessary
first to locate the square FROM which & piece is to move (e.g. E2)
and then the square TO which that piece is o move (e.g. E4). In
order 10 enter this move press the koys E2 E4. I you have
checked again that it is the move which you wish to make, you
should press RETURN. The move will now be displayed on the
screen. GRANDMASTER will respond with his own move, erther
immedialtely from his own openings library or after computing his
best reply.

While GRANDMASTER is computing he wél display his current
thoughts. If you look to the letter P (or the letter H on the C16
version) you can seo how many plys deep the analysis. A ply is
one move for ane side (¢.g. P3 means that GRANDMASTER has
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analysed one move from himsel!, one move from you and again
one from Rimsel) You can also see the best move which
GRANDMASTER has found 80 far in his search

11 at anvy time youkey In and enter an ilegal move, GRAND MASTER
will refuse to make the move On the screen and clear the Input
aroa. You should simply key in and anter a new, legal move.
The DEL key is used 0 clear incorrect characiers from the input
area Pressing the DEL key will clear the lastcharacterdisplayed.
This will be necessary, for example when a move or partof a move
has been keyed in incorrectly. The DEL key will not erase a lagal
maove which has been entered into the computer by means of the
RETURN key. If you wish to correct a move after pressing
RETURN, Interrupt GRANDMASTER from thinking and take
back one complete move (see SPECIAL FUNCTIONS).

At the start of the game itis White's turn to move. If you wish to play

White, enter your firstmove inthe mannerdescribed above, I you

preder to play Black, simply press the keys CTRL and 0together.

GRANDMASTER will tlip the board and make his first move as

White. Anytime you press thess keys together, a new game with

reversed colours will begin.

There are some special moves in the game of chess which you

nowd 10 know how to deal with, Thase are castling, an passant

captures and pawn promotions.

a) Castling This move 15 made simply by enlering the King's
move only.

Press E 1 G 1 when you wish lo castie King's side as White
Press £ 1 C ) whan you wish 1o castie Queen s side as While
Press E 8 G 8 when you wish 10 castie King's side as Black
Press E 8 C B when you wish to castie Queen’s side as Black

b) En Passant When you wish tocaplure an passani, you should
simply enter the move of your capluring pawn. GRAND-
MASTER will avtomatically remowe his captured pawn,

c) Promotion When you &re playing against GRANDMASTER,
he will sulomatically promote your pawn 10 & queen when it
reaches the promoting square
You neod no1 worry when GRANDMASTER promaotos 8 pawn
- e will choose whatever he thanks best!

SPECIAL FUNCTIONS
GRANDMASTER has a lot of addiional comwnands 1of your
convemence and comiort These are the approprialte keys
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Puts GRANDMASTER into automatic play mode. He
will play himsetf untll he finds a mate or stalemate,
and then start over again. This modas is ideal 1or the
beginner to learn from GRANDMASTER's strategy,
or as an attractive demonstiration of computer chess.
Press RUN/STOP key to exit this mode.

Chooses one of 8 foreground Colours.
Chooses one of 16 background colours
Chooses one of 8 border colours.

HELP (C18 version only) Ressls the foreground, back-
ground and border 1o the original colours.

(Top left hand key on the 84, SHIFTed = on the C18)
This key allows you 10 take back the lasi move (=two
plys). Although tachnically this is cheating. it can be
very instructive. This function always works, sven
whoen GRANDMASTER is in his opening library. I he
chooses an opening variant you don't like, press this
kay and try again. Probably GRANDMASTER will
now play another move. This tunction is disabled
after MATE & STALEMATE.

You can use GRANDMASTER as a chess tutor, 10 see
what he would do inyour place. When itis your turn to
move. press 7 and GRANDMASTER gives you a hint
for your next move. If you want to play the suggested
move, press RETURN. N you want 10 play aditferent
move, you may simply enter {1 in the usual way. This
function is avallable when GRANDMASTER is
playing from his openings library, and during normal
play. It |s disabled alter € and at the time when
GRANDMASTER is leaving his openings library.

CTRL-0 (B4and C16) Begins new gams with reversed colours.

RUN/STOP (84 and C168) While GRANDMASTER is thinking you
can see the best move he has found so far. You can
halt his thinking and force him to make thatmove by
pressing RUN/STOP. The stopisature isuseful i you
have set GRANDMASTER ona high leveland are now
tired of waiting for his move, or If you discover that
you have just made an error.
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Level Response

p—

S  GRANDMASTER has seversl beve
of play designed o challeng
players of various strengths an
patience. Each kme you begin & ne

thelgvel ssalio 1. Tossd b
lovel pross L (or S on
C16) and & rumber from 010 8. Th
new level will be displayed on
sorden by LO-LS. GRANOMASTER
leval of play mary be changed wher
vt it i your move in the game. Th
lovels and their sversge reapons
im.‘umulnio-t
Descripion:
Tima:

|
mr&m Special level lor analyss
| postad chess.
Ssec | Beginner's lovel or used k
speed chess.
Fast paced gama.
The whole game shoul
lagt about 1 hour (W yo

move 8l GRANDMASTER
pacel

1 min

1.5 mier

3 min GRANDMASTER'S 1ouma
man level. where i shoul
make 40 moves In 2 hour

5 min Inacesting level for thos
who are nol challenged b
level 1-8.

30 min | For the paiont playe:.

2h _ For the very pabent playe
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