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1. INTkOLUCTIUN

.

vongratulations on purchasing GRAND MASTER! You are now the
ownar of the world's strongest chess program for home
computers. Whether you are an experienced playesr or a
newcomer to the world of chess, GHAND MASTER will provide you
with countless hours of interest and en)oyment both as an
opponent and as an instructor. It will help you to increase
your understanding of the gase, thereby bringing yuou greater
pleasure and satistaction, The program has many (eatures
which we have incorpurated specially to wmake UGRAID HASTEH
easy and flexible to use. This book will take you through the
steps of using GRAND MASTER. These instructions apply to both
the VIC=-20 and Commodore 64 versions of the program. Where
there is & difference batween the two versions (it will be
stated. [f{ you are new to the game of chess, first look at
chapter 5, where we explain the rules of the Royal Game. we
will show you how URAND MASTEH can help you bypass the
awhward learning period and get right into the ftun of playing
chess. Vor the veteran player we will explain how the more
sophisticated features can enable you to get the =maxieum
entertainmeant from your new chess partner., ODur alm has benn
to help you to enjoy this program as wmuch as possible. wWe
wish you many hours of fun and excitement and hope that you
derive as much pleasure in using this program as we did in
creating it and bringing 1t to you.

GRAND MASTLR is copyright 1982 by KINGS5OFT. It ls unlawful to
make copies of this software on any sadius for any purpose
other than backup. It i1s unlawful to give away or resell
copies of any part of this package. Any unauthorized
distribution of this product deprives the authors of their
desarved royalties and (s pursued by law., We are obliged to
carry out an aggressive policy of enforcesent against
infringement.

2. LOADING THE PRUGHAM
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CbM &4 VCHSIUN - To load your GHAND MASTER into your
Coamodore 64, make sure that the heads on your cassette deck

are cleaned and demagnetised, then simply follow this
procedure:

a) Switch on, i1nsert the cassette and rewind 1f necessary.

b)] Type L U A D then press HLTURN. You will than be asked to
"PHLSS PLAY OH TAFL™. Having done this, the screen will gyo
blank until the prograo 1s found, then it will display
"FOUND GRAND 64t~ (or something similar - the actual
program name ®may vary according Lo version number and
country ot llltx. Press the CHM key (the one at the bottom
lett of the keyboard with the Commodure logo on it]) and
the screen will go Dblank again until the progras has
loaded., The #creen will then Jisplay "HEADY". You may now
simply type R U U (and RETURN) and the program will astart,



VIC=20 VERSION - To load your GRAND MASTER into your VIU-2U,
make sure that the heads on your cassette deck are cleaned
and demagnetised, then simply follow these steps:

a) Betore switching on, ensure that you have an HK RAM memory
expansion pack, or larger, fitted into the cartridge slot
at the rear of your VIL.

b) Switch on, insert the cassette and rewind if necessary.

c) Type L O A D then press RETUKN., You will then be asked to
"PRESSE PLAY ON TAPE". Having done this, the program will
load into your VIC which will respond with “READY.® whan
finished. You may now simply type R U N (and RETURN] and
the program will start.

BOTH VERSIONS - If the screen displays "7LOAL ERRUR"™ (nstead
of "READY", repeat the loading procedure. If this does not
work, thers are two coples ol the program on sach side ol the
cassstts, 80 try ona of the other copies. In the wunlikely
evant that the you cannot get any copy to load, return the
cassatte to your dealer for fres replacement.

J. BASIC OPERATION

At the beginning you'll see a chessboard with vyour (white)
pleces standing on the bottom, In order to enter & move, it
is necessary first to locate the sgusre FHOM which a plece i
to move (e.g9. E2) and then tha sguare TO which that pisce 1s
to move (e.g9. E4). In order to enter this move, press the
keys E 2 E 4. If you have checked again that it is the move
which you wish to make, you should prcss RETURN. The wmove
will now be displayed on the screen. UGRAND HASTER will
respond with his own move, either immediately (rom his own
openings library or after computing his best reply.

While GRAND MASTER is computing he will display his current
thoughts. If you loock to the letter P, you can sees, how many
plys deap the analysis ls. A ply 18 One move for one side
(e.g. P) means that ORAND MASTER has analysed one move (rom
himself, one move from you and again one from himself). You
can also sees the best mnove which GRAND MASTER has found wso
far in his search.

It at any time you Xey in and enter an illegal @move,
ORAND MASTER will refuse to make the move on the screen and
clear the input area. You should simply kay in and aenter a
new, legal move.

The DEL key is used to clear incorrect characters (rom the
input area. Pressing the DEL key will clear the last
character displayed. This will be necessary, for example,
when a msove or part of a sove has been keyed In incorcectly.
The DEL key will not erase a legal wmove which has Dbaeen
antersd inte the computsr by mesans of the RETURN key. If you
wish to correct a move after pressing RETURN, interrupt
GRAND MASTER from thinking and take back one complete move
(see chapter 4 - SPECIAL FUNCTIONS).
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At the start of the gama it is White's turn to move, If you

wish to play white, enter your firet =sove im ths sanner
described abovae. 1f you prefes tnltu Black, asiap IT presa
the keys CTAL and O together, D MASTER will ip the
board and make his firet move as WwWhite. Anytime you press
these keys togather, a new game with reversed colours will

begin.

Thare are sossa special moves in the game of chess which you
naed to know how Lo deal with. They are castling, en passant
capturss and pawn promsosions. You should consult the rules in
chapter 35 = THL GAME OF CHESS, If you are in doubt about
thads BOVaS.

a) Castling. This move is made asimply by entering the King's

msove only
rrtii EL1 G -hin rou ui.h tn filtll King' l side an Hhitl
i TR - | Qu-ln s " .
* rEeacw * - . n N King‘s * *  Black
- E ' c . - - . - [ ] qu..nl‘ - - [ ]

b) En Passant. When you wish to capturle en passant, you
should simply enter the move of your capturing pawn.
GRAMD MASTEM will automatically remove his captured pawn,

€) Promotion. wWhen you are playing against GRAND MASTER, he
will automatically promote your pawn to & yueen when |t
reaches the promoting squars.
You nesd nOt worry when GRAMD MABTER promsotes & pawn = he
will chooss whatsver piecs he thinks bestl

4. SPECIAL FUNMCTIONS

LR B L L B L F F & L 1 L B R L L R R L J

GRAND MASTER has a lot of additional comssands for your
convenience and coafort. These are the appropriate keys

CRER —» VIC version only. Moves scresn one position right,
if the screen position on your TV ias off centre.

CRER » VIC version only. Hoves sctfeen one position leit,
if the screen position oa your TV ls off centra.

CRSR } VIC varsion only. Moves screen ons position down,
if the screesn position on your TV ls off centre.

CRSR 1 VIC version only. Moves scresn one position up, it
the acresn position on your TV is off centres.

ra Puts GRAND MASTER into automatic play mode. He
will play higself wuntil he (findsa a mate or
stalemats, and then start over again. This mode i»
ideal for the beginner to learn {roa GRAMD
MRASTER'S atrategy, or as an attractive
desonstration of cosputer chess. Press RUN/ETOP
key to exit this modes.

r Choosas one of ¥ foreground colours.
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Chooses ons of 16 background colours.
Chooses one of B border colours.

l.l.f" interlace mode (required only for some TV
sets).

This key allows you to take back the last move
(=two plys). Although technically this is
cheating, it can be vaery instructive. This
function always works, even when GRAND MASTEHR 1is
in his ocpening library. It he chocses an opsning
variant you don't like, press this key and try
again. Probably GRAND MASTER will now play an
other msove. This tunction |s disabled after MATL »
STALEHATE.

You can use QRAND MASTER as a chess tutor, to ses
what he would do in your place. wWhen {t is your
turn to move, press ? and GRAND MASTER gives you a
hint for your next move, If you want to play the
suggested move, press RETURN., If you want to play
a different move, you may simply enter it In the
usual way. This function {is avallable when
GMAMD MAETER is playing trom his openlngs library,
and during normsal play. It is disabled after -
and at the time when GHAND MASTER is leaving his
openings library.

ORAMD MABTER has several levels of play designed
to challenge players of varicus wstrengths and
patience. Each time you Degin & new game, ths
level Le set to 1. To set the desired level press
L and a number f{rom O to 9, The naw level will be
displayed on the ecresn by LO - L9. GHAND HMASTER's
lavel of play may be changed whenever {(t 1s your
move in the game. The levels and their average
response times are as follows:

Level: Response Time: Description:

0 Hours/Dayas Speciasl level for analysis
or postal chess.

1l 3 mec Beginner's level or used tor
spaad cChess.

i 13 wec Fast paced gams,

] 15 sec The whole game ashould last

about | hour 'if you move at
GRAND MASTER 8 pace).

4 1 min

5 1.% min

[ 1 } min GRAND HMASTER's tournamant
leval, whare it should maks
10 moves in 2 hours.

7 5 min Interesting level for those,
who are not challenged by
leavel Ll-b,

8 J0 min For the patlent player.

9 2 h For the very patient player,



CTRL-0 begins new game with reversed colours.

kus/ETOP Whnile UMANU MASTLR i1s thinking you can ses thae
best move he has found so far. YOu <can halt his
thinking and force him tO m®make that move by
pressing RUN/STOP. The stop feature is wuseful |t
you have set UGRAND MASTER on a high level and ara
now tited of waiting for his move, or 1f you
discover that you have jJust made an error.

5. THE GAML OF CHESS

In the fifth centuty A.D., a game called “chaturanga® made
ite appearance in historical records in northwestern India.
*Chaturanga®™ as 1t was played then 1s easlly recognizable,
with (ew differences, a8 Our modern chess. The game spread
west Into Persia, and thence along the ancient trade routes
Lo the shores of Lhe Hediterranean, reaching Europe by about
l000 A.D. The Mormsan Conguest DbDrought chess with it 1into
England; the Spaniah soldiers and French explorers introducaed
1t tirst into the Mew wWorld of the Americas. By the 17th
cantury Chess had devaealoped the exact form we aenjoy today,
although slight rule varjations (Double Advance, En Passant,
wusening and Castling) have besn added, and fashions in
stfategy continue to cChange f(rom decade to decads,

Chess Ls the classic game of manceuvre and control. It 18
played on an 8Bizb board bDetween Lwo players, each with initial
acmieon of L& pleces. Thase pleces are as followsi

A king Two rooks
A quean Two bishopa
Two knights Eight pawns

The Lwd playsrs sust alternates in making onsa mOove at a Ltime,
The player with thsa white pleces comacnces the game.
A playesr 1s sald to "have the move™ when it is his turn to

play.

With the ssiceptivn of omstling, a4 move i1a the transter ot a
piece [rom one squafe (O another esquare which 18 either
vacant Of Ooccupled Dy an snemy pleca,

MO plece sscept the rook, when castling, and the knight may
CiOss & square occupied by another piLecs.

A piece played to a square occupied by an enemy capturss it
as part o©f the sams .move. The captured pisce Bust Dbas
iamsdiately removed froa thes chessboard by the gplayer making
tha capturs.



The King - LExcept when vastling, the king moves to any
adjoining sguare that ls nut attacked by &4n esnevy piece,
Castling i1s & move Of the king and sither o0k, cOunting as &
single move (of the king), executed as follows: the king 1is
transfercrad, from ite original wsquare, two squares toward
either rook on the same rank: then that [fuvok toward which the
king has been msoved is transferred over the Kking to the
square immediately ad)acent to the king.

Castling is impossible:

a) it the king has already buen moved, or

b) with a rook that has already been moved.

Castling |ls prevented fur the time being:

a) if the king's original square or the syuare which the kiny
must cross Or that which it 18 to occupy is attacked by an
anemy pisce, Of

b) it there is any piece Letween the king and the ruok Loward
which the king 1s to be moved.

The Queen - The queen moves tu any syuarie on the Cfile, rank
of diagonals on which it stands.

The Rook = The ook moves tO any sqguare on the file or rank
on which it stands.

The Hishop = The bishop msoves to any syuare on the diagonals
on which it stands.

The Knight = The knight's move 18 composed of twu ditferent
steps; first, it makes one step of one single syuare along
the rank or file and then, still moving away frum the square
of departure, ovune step of one single square on a diagonal.

The Pawn = The pawn may only msove [orward,

a) Except when making a capture, it advances frums itwm
original square either une Or Ltwu vacant syuares alonyg the
file on which it i1s placed, and on subseguent moves It
advances one v4cant square along the file. When capturing,
it advances one syuare along wither of the diagonals on
which 1t stands.

b) A pawn attacking a squaswe crussed by an ensmy pawn  which
has besn advanced wO syuates In wvne suve trom 1Ls
original syuare may capture this enumy pawn as though the
latter had been moved unly une syuare. This capture may bLae
pade only on the _move IBdmwdiately (ollowing such an
advance and i1s called capturing “en passant”™,

) Un reaching the last rank, 4 pawn mnust Le iemediately
exchanged, as part of the sawe muve, tor « uuwen, a TUUK,
a bishop, or a knight of the sawe colour as the pawn, at
the player's choice and without taking i1ntu  Account  the
othar piecus st1ll femalnlng wn  the Chessboard, This
axchanginy of a pawn 18 valled “promurtion” and the action
of the promoted piesce 18 inawdiate.



The &ing is in check whan the square it occupies is attacked
by an enesy piece; in this case the latter is sald to be
"checking the king".

Check sust ba parried Dy the move iamsdiatsly following. It
ths check cannot ba parried, it ls said to be “sate”.

The gase is wOn by the player who has mated his opponant's
xing.

The Qana L8 drawni

a) when the king of the player whose turn it is to move |is
not in check and the player cannot make any legal move.
The king i1s then said to be “stalemated”,

bl by agfeamsnt Délween Lwo playsrs.

c)] upon a claims by one of the players when tha sams position
Is about tO appaar orf has appeared for the third time,
with the same player having ths =sove each time. The
position is considered the same if pleces of the same kind
and colour occupy the sams sguares and {f the possible
soves Of all the piLeces afe the sans.

d) when & player having the sove democnstrates that at lsast
fifty consecutive moves have bean sade by esach asilde
without the capture of any piece or the movesent of any
pawn.
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