Chessmaster 83 Readme

By: Eric Tollefson


First of all, I’ll talk about the program itself.  Chessmaster 83 is a chess program for the TI-83 or 83+ written in TI-Basic.  It is designed to have features that are useful to dedicated chess players such as myself.  However, it is also designed with the less dedicated players in mind, allowing these advanced features to be turning on and off at will.  Some of these features included full check searching, legal move searching, notation, and game review.  The program is composed of 13 separate programs:

CHESS83
This is the main program that handles most of the work, and this is the program to run when you want to play

CHESSCHK
This is the program that handles all the check searching, called as a subprogram from CHESS83

CHESSREV
This is the program that allows you to replay old games using the notation taken by the program

BRACKET
This program handles most of the user interface within the game, containing the getkey routines that move the selector bracket and allow you to select pieces

CLEARSQ, FILLSQ
These programs draw white and dark squares, respectively

DRAWB, DRAWP, etc.
These programs (7 of them in all) each draw a single chess piece, white or black


The program also makes use of some other variables, besides the real number variables (A, B, C, etc.).  They are:

Matrix C
This is where the board layout is stored

Matrix D
Used only as a temporary variable (and deleted afterwards) during check searching

List C
This is used to store game settings, such as single/linked play, whose turn it is, and check/notation modes

String 0
This is used to store the current move when taking notation

String 8
This stores the white moves in notation

String 9
This stores the black moves in notation

Strings 4-7
These are the save game slots when you store your notation to review later


Okay, now that you know what’s contained in the program, let’s talk about memory.  If you’re on an 83+, chances are its not a problem for you.  If you’re on a normal 83, you’re probably a little more concerned about it.  All told, the parts of the program that are permanently on your calculator take up about 13k.  About another 2k is required for temporary variables that are deleted when you quit.  If you have notation turned on, that also takes up some space, but relatively little.  It usually runs about 10-15 bytes per move, about 150 to 300 bytes for a normal game.  If you’re really in a space crunch, and you don’t care about saving your games for posterity, you can turn notation off and delete prgmCHESSREV to save just over 2k in space.


Now we can talk about using the program.  When you start the game, it takes you to the main menu.  New Game allows you to start a new game.  Saved Game will restart a saved game right where you left off.  Review Game will take you move by move through a game in which you took notation, so you can see what you did wrong or brag to a friend about a particularly good move.  Store Notation will take a game that is in the current game slot (Strings 8 and 9) and place it into one of the save game slots (Strings 4 through 7), complete with a name so you can remember what it was.  Options allows you to change the game settings, such as check searching and notation.  Help gives you a brief overview of how to use the program in case you forget.  Quit is fairly self-explanitory.  When you start a new game, you’re presented with a menu that asks what type of game you’d like to start.  Single Calc will start a two-player game on a single calculator, with both players passing it back and forth to make their moves.  Linked will start a two-player game on two calculators.  One player must select White, and one must select Black.  In a linked game, the players take turns making moves and waiting on pause for the other player.  Once you select what type of game you want, the program will draw the board, which takes about 20 seconds (it takes much less time to update it once the game is in progress).  Once the board is drawn, you can start playing.  Here are the controls within the game:

2nd
Pauses the game to save batteries

MODE
Takes you to the in-game options menu

DEL
Cancels a move

Arrow Keys
Move the selector bracket

A, B, C, D, E, F, G, H
Quick-jump the bracket to that file

1, 2, 3, 4, 5, 6, 7, 8
Quick-jump the bracket to that rank

ENTER
Select a piece or the square to move it to

Y=
Castle short (Kingside)

GRAPH
Castle long (Queenside)

To make a move, first select the piece you want to move, then the square you want to move it to.  The program will take a few seconds to make sure that’s a legal move, draw the piece, then take a few more seconds to see if that puts your opponent in check (if check searching is turned on).  The first move, this will take a little while (about 25 seconds for each), but after that it will speed up considerably (8 seconds or less).  This is because the program has to find the pieces to look for check the first time, but then it remembers and only has to look for the one you moved.  Play alternates between players until one player is checkmated.  Unfortunately, the program doesn’t recognize checkmates (too big and too slow), so you’ll have to go to the in-game menu and tell it.  Pawn promotion simply brings up a menu that allows you to select the piece you want.


I think that just about covers everything you need to know about how to use this program.  I hope you enjoy it.  If you have any problems, comments, suggestions, whatever, e-mail me at ltert01@yahoo.com.  Happy playing!

