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IIITRODUCTION: 

Welco• e to tt\e world of Check,.r•• a ga91e tne whole 
ta• lly can play. Your opponent 1a THl l'.EAN CKECURJ 1':ACHiriE . 
Re 1• tbe product of one or the oldeat and moat powerful 
~ig:~;i~j ~::Pr!'~!~.~~ ~~RAN. You can b"a t the co:11;,uter, 

The gaae 1• played j1ut l 1ke regulation Checicen, All 
.OTea are checked tor legality, r o •in, you muat elin11nate 

:!!t 0 ~. y~~-~~r:~~t ;~ ~t:~:(I y!:;11 o;~~"~~!c~~r t~~•~;1 tI~~ 
where he cannot 111at• any legal • ovea, Thia ia a etale11<1 te, 
and the , ... end• in a dr••• 

WADING THE PROGRAJI:: 

The progru 1• n•ailable in t-...o vereiona : di•k and tape, 
The tape ••rdon 1• dealgaed to run on a Level II 161 • achine, 
Tb.e dhk ••r•ioc requir•• a , 2K ay11te• with one diet dri••• 

Enter the tollo•ing c01U1anita fro• the 

SYST!M 

CHI.RS 

(ENT<R) 

(IWTIR) 

(IN'J'!R) 

Th• tape ahould now load into 
• e• ory. 

You ahoald now see the na• e 
THE JIIEAN CKECRERS JIIA CKI NE o n 
th• acreen, 

Diak Syete11a: l'ro• DOS, type the following co• -nd: 

CKECKER5 (U:i7~) The progra• will load in fro• 
d iak and dhplay the ti th 
Ttn: Ml.AN CKECKERS MA CHI l'fE , 
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fLJ.TlNG THI GAME: 

A.!t•r the title of th• program appe11.r111 on the • c reen 
!or approxhiately 8 second•, the 11 c reen will cl ear a nd the 
checker board wlll now appo.r. 

Each equare 1• lettered hori:rontally from A to H, and 
verticall7 fro• 1 to 8. The UJ:per left square 1a A 1, and 
the lower right equare 1• 88. 

tour piecaa are O'•• and the coinputer'a piecea are 1'•• 
Whane·nr it la your turn, the co11puter pro11pte -.1th YOUR P'IOVE, 
'l'o •&k• a • oYe, you 11Ullt tell thf' c011puter the current 1-,ca
tlon of t.h• cbaclcer that 1a to be 11oved, followed by a daeh, 

:t:;1::• tf:•~:!~:.; t b!:~o W ~~~• y~~ pr:~e c~~~~!•;.;1;~U~OW 
inatructlona. The co• puter will then take 1 ta turn, 

If the • oTe la illegal, the co• puter will diaplay tbe 
worda ••11'PUT :SRROR••, and again pro• pt you for a move. A.n 
naaple or an illegal • ove h A6•A.4. T'hh will cauae an 
••IIPOT ERROR•• becauae euch a • ove h illegal. A good • oYe 
to etart with at the beginning or a ga• e • ight be B6-J.5. 

Mil.ING A. JUMP: 

To • alee a Ju• p on your t u rn, enter th• • ove the •aa• way 

~u .::1Uo!!i ju!;~f;r a:~:•;ou"~;p:x:r!·~h• ci;!!iio!0 t~n!:!. 
to. The co• puter alr.ady knove the " fro•" po•ition. Thue, a 
Hcond Ju• p to the ahon n :aaple 11ight be Jue t C1 •· • eaning 
a Ju• p tro• A.' t o C1. 

Check;~ ~!1!hi~C!t~S J:!~:1:!.~a:. Pi~.~i r~~~p r;raa;i1::de), 

~1a:r;;1!:t!~n .:!b c;;:~:~• (3~M;b~;~I6~:r• .:~:) ~u;:. a:o:::ter 
basin• the gue playing ill JUMP FORCED • ode. 

In J UMP FORCED • ode, the co• puter will alwaya pro• pt tor 
add! tio11al lu• p • OVH it they can be taken. If no aore lu• pa 
are po••ibl• on your tun; the co• puter will auto• atlcally 
take 1 ta turn. 

In JUMP OPTIONAL aoda, tha coaputar alway• aHu• e8 that 
when the firat • oYe waa a Ju• p, than add! tional Ju• pa are 
poaaible. It you do not want to ~ak• the extra Ju• pa, or non• 
are poaeibl•, type the word FASS to let the co• puter take ita 
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tu.n. Th• 1•• 1• ••t llp tb11 wa7 10 u,e coaputer doe1D I t 
tip 1ou ott to an extra ju• p 70v. • i1ht Mn • i • Hd. 

SUI! COIUl.uD: 

It you wut to •••• • gu1, do th• followinc : 

Pru,"111 N~IM•~tro:: .• :3: !::~ ;::·::::,r::r~rt: 1• 

~:" .. ::. thb!•::=;;i.~!!1f7Pr!c!~ ;::« c~!!!n!n ef!~::r:!ard 
oa th• tape, ud tbea. pro• pt tor 7our ac>Te. 

ao••• Rl~l.9HU•!iu T!l'o! ~~. w~r~o~•~ rf~:!•:~. ot 1:~;;r!~a~id 
'tRSDOS file na.1 1 then pre a • f ENTER) , Chec?era will now a tore 
the e\lrrent checkerboard out on diak, and then pro• pt for 
another 110••• 

l.OJ..D COMIUND: 

You can rea tore a pr••tou1l7 ••••d gaae •• follow,: 

co• pui??; t~•::~:= 70~•:.;:• ,!:~• .!~::! ~: ... :~ ~=~d c!~r!::17. 
ih?' t!:: r:: ~~~a:::•:,:to~:u~b:o;:;.1~!:~;•!:.,:i1!.!:~d 
If the tape did not read in correctly, the word • HUfPUT IRRORu 
will appear and th• cbeckerbOard will reaain unchanced. 

Checkf~:lt wUr:::: pr~!;; ~:~ :o~~l~~c~n•:::!r 0 !h!0~h:0
;:.;.. 

ot the dhlt file wbicb contain• th• gaae you wteb to r••tore . 
PN•• (llfnR). Checkers will now read the file and re•tore 
the old gaae. If there are any dhlc I /0 error,,, Checke r • will 
dleplay the word• ••INPUT ERROR•• and not r••tor. the ga• e. 
ttO OTHJ:R ERROR MESSAGES WI LL .lPPEA.R , eucb a • ILLEGAL ACCESS TO 
J. PROTECTED 7ILE, tor u:aaple. 

OTHJ:R OOPIK.UIDS: 

IQ, 1!h:1:~:~;•;o:;n.:~!: f~;~• IQ!,~n t!~c~!n!; t!0 a~b!~'~t t~~ 
tor exa11ple. You -y play at an IQ of tro• 1 to 4. You can 
change th• IQ anytlae it le your turn. The I J levl!l 1• the 
nu.aber d1eplayed in the upper right corner of th"" • cr••n. 
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Nonaally, the co• puter leta you go !!rat at the beginning 
of th• ,.... l ! you woul1 like the computer to 10 firet, type 
UMOV· inatead of entering a •o"•· The co11p11ter will now take 
1 ta turn. The 11 MOV co,.ii,and worke at any tiiwe during the ga, .. ; 
howeYer, 1 t ia only l ega l at the beginning of a ga • e . Thi!! 
co• puter a1su••• you 11.re an honest player . 

When f ou want to do ao• ething elee besides playinf Checkere, 

f~!;: !!~111:~~l/~~s (~t:~1r::;:.1~!L return yo~ to e1 her BASIC 

The coaputer initially etart • the ga• e in the 70RCED JU MP 
• ode. You 11ay a lee enjoy playing with the rulee cban1ed 110 
that all ju1t1p• are o.ptional , 1. • . • you don 't have to 111a.ke a 
Ju• p if you dorl' t want to. Anyt1• e 1 t ls your t urn to enter 
a • o'Ye 1 j uet type JO to ente r JUMP OPTI ONAL 111ode. To play 
regulation Checker11, the co• .. nd 111 JP !or JUPIP FORCED • ode. 

~e t ~~r~~~!e:0: : !! t:!;a!: ~i~~l ; y~!ti:r:h;o~r~=~d r;~h:b:·11Q 
level. 

Beaidee JIJJ1P lORCED 11ode, the ga.• e offer~ 11t1ll another 

i~~~ 11 i!~..,Iif1~!~0
~; a~l:t~~d p~!Y t{t !n:e.~~1: } :!£Gs t~~ :t~e r 

PORCED or OP TIO NAL Ju 111 p 111ode. 

HOW THE PROGR.lM WORKS: 

At the beginning of the co• puter' • turn, the Co11pute r 
~gin• by sea r ching through the checkera board tor • •very 
poeeible 11ove. When a legal • ove i • found, tb,e co• puter aake11 
the • ov-e on an internal board, and then look• at the bo ard to 
eee if the • ove looks pro• ieing. 

If the IQ 1• 2, th• co• puter 11eta up a second 'checkerboard, 
and aearchea tor all of your aove11 . If it finde an 1nteraat1ng 
,aove you 111ght take, it aeh up a third checkerboard (1! the 
I~ te :,) , to eee vhat the co• puter 1 11 beet reply 1e to tbAt. 
And e.t en r:;i o! 4, 1t will then look at your beet I'eply. Thue, 
the co• puter c an look not only a1- it• current • ove, but up to 
thNe • oTee ahead. 

"Thie a rt1on can be nen o n the blinking nu11ber11 in the 
upper left c orner of the ecre~n :luring t:ne c-011puie:r'e 11ove, 
When the nu11ber 2 111 bf inking, 1 t ,uane the co111puter found 
an intere • tln« • ov•, and 111 now looking t o aee vhat your beet 
reply- to th~t 110•• 111lght be. 
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At an I\ol of 1, the co• puter playe a novice l•.,•l £•••~-
It 1• aae;y to be-at, unl••• you are 6 years old and Juat atart
lng out. Let yow- kids play a t Ho! 1. Children like to win. 
A:nr11,£:e 1111ove tl,u la about 5 ~•conde, 

At an 1..;i or 2 , the coaputer plays an avf'rage ga111e, You 
can beat the co11puter if you're careful. Thi s le, a good playing 
etrenc:tb because the ia11e 11& challenging, yet the computer t.ske e 
only 40 aeconda to co111e up with a move, 

When the I Q 111 3, the computer will now tPllce !rom ;;, to 4 
1111nutee to !ind ite • eve, You • uat be very careful. The 
co• puter la clever a.nd 11fill ;:tay down trapa. Se. eepe c ially 

g~~!!:\l;h:::u!o:::t t;:~m~u!O t:11 b: f~~~e~OY!t b{h::• l~::ru ~;r, 
play, thf' entire ta11ily can gang up against th~ co11puter. 

Finally, you ca.n eet the l.t to 4. The co11puter will now 
talc• tro11 10 to 20 11inute11 to find fl 1110Te. Thh le the eo11pu
ter'e eha.• plonehip ~•Tel, and the eo .. puter 111 al11oat h1poe111ble 
to beat 1f p'ltted againet anybody b1.1t an expert pl~yer. The 
SAVE and LO.U, re .. turu 1ulce gaaea at ~hie le•el o! play practical. 

You will !ind, as y ou play the ga11e, that the co111puter 
ls not afraid to £0 a:tter you. Toward the end or the 1a111e, 
it has been prop;raauuid to attack. Thua, it w&a na111~ 

THE MEAN C!-!EC.X.ERS ~· ACHI !-0-: ! 
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One of the best checker opponents you wi 11 ever 
play! BE WARNED - Ski II Level #4 is a real lesson 
in humility. Multi-skill levels and includes a force 
jump option too! 

Manufactured & Distributed by: ADVENTURE INTERNATIONAL 
Box 343,5 - Longwood, f;la. 3_2_7_50 
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