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Roman Checkers Program:
© 1981 The Image Producers, Inc.
Licensed to Tandy Corporation.
All Rights Reserved.

This applications software for the TRS-80
Color microcomputer is retained in a read-
only memory (ROM) format. All portions of
this software, whether in the ROM format or
other source code form format, and the ROM
circuitry, are copyrighted and are the pro-
prietary and trade secret information of
Tandy Corporation and/or its licensor. Use,
reproduction or publication of any portion of
this material without prior written authori-
zation by Tandy Corporation is strictly pro-
hibited. The license for using this software is
printed in the back of this manual.

Roman Checkers Program Manual:
© 1981 The Image Producers, Inc.
Licensed to Tandy Corporation
All Rights Reserved.

Reproduction or use, without express written
permission from Tandy Corporation, of any
portion of this manual is prohibited. While
reasonable efforts have been taken in the
preparation of this manual to assure its accu-
racy.Tandy Corporation assumes noliability
resulting from any errors or omissions in this
manual, or from the use of the information
obtained herein.



Table of Contents

Introduction . ........ . ... . . i e 1
Loadinginstructions ..............cciiiiiiiii . 2
SelectingControls ........ ...t 2
Choosing Competitors ................iiiiiia. 3
Levelof Difficulty ......... ... ... .. i, 4
DecidingWhoGoesFirst ............... ..., 5
PlayingtheGame ............. ... i, 5
TheCloCK ... i e e e 6
1o | 1 To 8
Help Messages ,
QuestionMark ......... ... ... .. e 9
Arrow Left ... .. e 9
ArrowRight ......... ... e 9
Arrow D ... e e e e e 10
The COption (ComputerAdvice) ......................... 10
TheSOption(ScoreStatus) ............. .. ..ot 12
The X Option (DiscontinuingPlay) ....................... 13
The T Option (Saving the GameonTape) .................. 14
Input Game (Loading the TapedGame) .. .................. 15

Play Again . ... ... it i it et e e 16






Introduction

After a hard day in the gladiator arena or intense debating at Senate meetings,
many educated Romans unwound after work by playing this challenging
game. Like the Colosseum and the Pantheon, Roman Checkers is another part
of Roman history that has been preserved for the enjoyment of today’s TRS-80
Color Computer owner.

Roman Checkers is played on a standard checkerboard consisting of 64
squares: 8 across and 8 down. The object of the game is to outsmart an oppo-
nent and eventually occupy the most squares with your tokens. The tokens are
two-sided and have an Eagle on one side and a Roman Monument on the other
side. Player 1 is the Eagle and Player 2 is the Monument.

To capture your opponent’s squares, you must trap one of his tokens between
two of yours in vertical, horizontal, or diagonal straight lines. When you trap
your opponent’s token between yours, your opponent’s token will “flip.” When
the token flips, the square is yours.

Roman Checkers requires a TRS-80 16K Color Computer with at teast 16K of
memory. A game in progress may be saved on an optional cassette recorder.



Loading Instructions

To load Roman Checkers into your computer, follow these steps:

1. Make sure your TRS-80 Color Computer is correctly connected to the tele-
vision and the set is tuned to channel 3 or 4.

2. Insert the Roman Checkers cartridge into the slot on the right side of the
computer. Make sure it is securely in place, but do not force it. Never insert
or remove the cartridge with the computer on.

3. Turn on the computer and television.
4. The program will automatically start. The screen will show:

KEYBOARD OR JOYSTICK (K OR J)?

Selecting Controls

You have the option of using Joysticks or the keyboard to make your moves in
Roman Checkers. If you prefer to use Joysticks, you will need to connect the
right Joystick for one player or both Joysticks for two players. Press (K] for
keyboard or (J) for Joysticks. Pressing any key other than (K) will transfer
control to the Joysticks.



When using the keyboard, all moves will be made using the (B, (D, &, and
@ keys. The space bar will enter a move. Any mention of the “button” in this
manual refers to the Joystick button and the space bar for those who prefer
using the keyboard controls to move the cursor.

Choosing Competitors
After you select either (K) or (3D, the screen will show:
...ROMAN CHECKERS...
1 ONE PLAYER

2 TWO PLAYER

3 COMPUTER VS COMPUTER

4 INPUT GAME

SELECT (>)
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Use the arrow keys, or Joystick lever to move the > to your choice, then press
the “button” (if you are using Joysticks), or the space bar (if you are using the
keyboard controls). When (1) or (2) is chosen, you will be asked to select the
skill level at which you want to play. When (3) is chosen, you selecta skill level
for both computer players.

Level of Difficulty

The Beginner Level is a defensive strategy game. The computer's moves are
automatic responses to what is on the board. In the Player Level, the computer
not only responds, but applies strategy to gain preferred placement (edges
and corners of the board, for example). In the Master Level, the computer
selects moves based on its analysis of the next several moves in the game.
Moves at this level take several minutes, as the computer has to “think.” The
box beneath the clock indicates the time required for each player's thought
process.

When the computer plays against itself, you choose which level each side will
play. For example, one side can be set for Master Level and one side can be set
for Beginner Level. Observing computer matches can help you with yourgame
by demonstrating strategy at various levels.



Deciding Who Goes First

After you select the skill level, the screen will show:
...WHO GOES FIRST ? ...

1 EAGLE
2 MONUMENT
3 TOSS A COIN

SELECT (>)

Decide which player will make the first move, or let the computer make a ran-
dom choice by selecting, “Toss a Coin.” When reviewing scores, the Eagle will
be Player 1 and the Monument will be shown as Player 2. When playing the
computer, the computer will always be the Monument. When this decision has
been entered, the playing field appears on the screen.

Playing the Game

At the beginning of each game, two representatives from each team are in the
center represented by the Eagle and the Monument. The object of the game is
to choose squares on the board that will trap one or more of the opponent’s
tokens between your own in vertical, horizontal, or diagonal straight lines.



When you trap an opponent between two of your tokens, the opponent’s trap-
ped tokens become yours. Imagine the Eagles and Monuments as heads and
tails of coins. Once flipped, the opposite symbol appears. Often a single move
will cause simultaneous flipping in several directions.

At the upper right corner of the screen, you will see an 02. This shows that
Player 1 has two occupied squares. At the lower right corner on the screen,
you can see an 02 which means Player 2 is occupying 2 squares. As each
player moves, these numbers will change. When every square on the board is
filled, the game is over, and the player occupying the most squares wins.

The Clock

In the middle of the right margin is a digital timekeeper. This clock keeps consis-
tent relative time (not actual time). The clock provides a point of reference
for players who want to know how their timing compares with their opponent’s.

The next page shows an illustration of a partially played game. Notice the scores of
Player 1 and 2.
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Note: Occasionally a message will appear on the screen which will announce
that either Player 1 or 2 cannot move. For example, if it is announced that
Player 1 cannot move, Player 2 will have the advantage to move again.



Scoring

During the game, the Eagle’s score is kept in the upper right corner of the
screen. The Monument's score is kept in the lower right corner of the screen.
At the end of the game, a press of the button will bring up the running totals of
games, as long as the same players compete.

Help Messages

At the right edge of the playing field, you will see some symbols which are con-
venient playing aids. To use any of these aids, move the cursor to the right
edge of the screen, outside of the actual playing field. When the cursor is posi-
tioned over the symbol, press the button or the space bar to initiate the “help
message .”

The symbols are:

Each is explained on the following pages.
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Question Mark

To locate all of the available options for your next move, move the cursor to the
question mark (a box will form around it), and press the button. All possible
moves for the current turn will be indicated on the playing field in white. You
will not be told which move to make. However, you wil be aware of every alter-
native by using this function. To make your move, use your Joystick or the
arrow keys to move the cursor back onto the playing field. The aid will then
disappear.

Arrow Left

The arrow pointing left, when activated, repeats the last two turns in the game,
showing the board as it was at that point. To see the last four turns, simply
press the arrow twice (or three times for a six turn review, etc.).

This feature will come in handy when a game moves so fast you find yourseif
unsure of what happened. You can’t interrupt an all-computer match. You can
only interrupt one or two person games.

Arrow Right

This arrow will bring the game back to where you left off before using the
arrow left Help message. If you reviewed the last four turns, you will need to
press the arrow right key twice to return to where you left off before the review.



Arrow Up
When this arrow is activated, an instant replay of the game up to the current

point will occur. It is a high-speed instant replay, not slow motion, so watch
carefully.

The C Option

The “C” option lets you ask the computer for advice concerning your move.
Move the cursor over the C and press the button. The screen will show:

...COMPUTER...

1. RETURN TO GAME
2. BEGINNER LEVEL ADVICE
3. PLAYER LEVEL ADVICE
4. MASTER LEVEL ADVICE
5. CHANGE COMPUTER SKILL LEVEL

SELECT (1-5)
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The computer will show what move it would make in the level you request. A
“Beginner” move may not be the same move a “Master” would make. You can
only request advice for the level you are currently playing. A few minutes may
lapse while the computer decides on its Master Level advice.

The playing field will reappear after the computer has determined the advice.
The preferred move will be indicated in white. Move the cursor to the square of
your choice (you do not have to take the computer’s advice), and press the button.

The “C” mode lets you change the computer Skill Level in mid-game. This
applies only when you are playing the computer. When the Beginner Level

becomes too easy, or the Master Level too difficult or lengthy, move the cursor
to C and press the button.

To change the skill level, move the cursor to choice 5 and press the button.
The screen will show:

...COMPUTER...
1. RETURN TO GAME
2. RAISE COMPUTER SKILL LEVEL
3. LOWER COMPUTER SKILL LEVEL

SELECT (1-3)
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Move the prompt symbol to your choice. Just remember that you are raising or
lowering the skill level of the computer, which will always be the Monument.
Press the button to change the level and return to the playing field where it will

be your turn.

The S Option

The “S” option shows current and cumulative score status. Move the cursor
over the S and press the button. An example screen would show:

12

...SCORE...
PLAYER 1 2
TIME 00:06 00:03
GAMES WON 1 0
TIES 0 0
COUNT 02 02

(>) RETURN TO GAME



“Count” shows how many squares are currently occupied by each player.
“Time” refers to the relative time kept by the clock mentioned earlier.

The X Option

Use the “X” option when you can’t take it anymore! A player can quit at this
point, without interrupting the running game scores. Move the cursor over the
X and press the button. The screen will show:

.QUIT? ...
RETURN TO GAME

PLAYER 1 RESIGNS

PLAYER 2 RESIGNS

DRAW GAME

RESTART

SELECT (>)

A “draw game” means that both players forfeit the game.
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The T Option (Saving the Game on Tape)

Want to save the entire game on tape? This may be desirable if, for example,
you are in the middie of a grueling match but don’t have the time to finish.
Move the cursor over the T and press the button. The screen will show:

LOAD TAPE AND PRESS RECORD

1. RETURN TO MENU
2. SAVE PROGRAM
ON TAPE

SELECT (>)

Insert a cassette tape into your cassette recorder. Make sure the tape is re-
wound. Push down the Play and Record buttons on the recorder. While you are
in the “load tape” screen, move the cursorto 2 and press the button tosave
the game onto cassette tape.

Note: If your cassette tape has clear “leader” tape at the beginning, advance
the tape past the leader. Recordings cannot be made on leader tape .

The recorder should start recording the game. If you are unsuccessful in your

first recording attempt, try again. Sometimes it takes a couple of tries to save
a game onto tape.
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Input Game (Loading the Taped Game)

This option appears on the player selection screen. The Input Game function
lets you retrieve a stored game from tape. To retrieve the stored game, enter In-
put Game when you are at the player selection screen. The screen will show:

LOAD TAPE AND PRESS PLAY.

1. RETURN TO GAME
2. INPUT PROGRAM
FROM TAPE

SELECT (>)

Insert the “saved” game tape into the cassette recorder. Rewind the tape, and
press Play on your tape recorder. Move the cursor down to choice 2 and press
the button. After the taped game is loaded, it will appear on the screen. The
“saved” game will load, but will appear on the screen as if you have just
started a new game.

To return to the point of play before interruption, move the cursor to the Arrow
Right at the right side of the screen and press the button. Automatically, the
Monuments and Eagles will progress to the point of interruption. The player
whose move was next (when the game was saved) has the move.
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Play Again

At the end of a game, one press of the button will show the winner of the game
and the total number of squares each player occupied.

At the bottom of the screen, you will be asked if the current players wish to
continue playing. The cursor will be to the ieft of YES. Press the button if you
want to continue with the same players. To change players, move the cursor to
NO and press the button.

You are then asked if you want to use keyboard or Joystick control.

Note: You can also press the Reset button or press the Power button twice to
start over.
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RADIO SHACK SOFTWARE LICENSE

A. Radio Shack grants to CUSTOMER a non-cxclusive, paid up license to use
on CUSTOMER’S computer the Radio Shack computer software received. Title
to the media on which the software is recorded (cassctte and/or disk) or stored
(ROM) is transferred to the CUSTOMER, but not title to the software.

B. In consideration for this license, CUSTOMER shall not reproduce copies
of Radio Shack software except to reproduce the number of copies required for
use on CUSTOMER'’S computer (if the software allows a backup copy to be
made), and shall include Radio Shack’s copyright notice on all copies of
software reproduced in whole or in part.

C. CUSTOMER may resell Radio Shack’s system and applications software
(modified or not, in whole or in part), provided CUSTOMER has purchased one
copy of the software for each one resold. The provisions of this software License
(paragraphs A, B, and C) shall also be applicable to third parties purchasing such
software from CUSTOMER.




IMPORTANT NOTICE

ALL RADIO SHACK COMPUTER PROGRAMS ARE LICENSED ON AN
“AS IS” BASIS WITHOUT WARRANTY.

Radio Shack shall have no liability or responsibility to customer or any other
person or entity with respect to any liability, loss or damage caused or alleged to
be caused directly or indirectly by computer equipment or programs sold by
Radio Shack, including but not limited to any interruption of service, loss of
business or anticipatory profits or consequential damages resulting from the use
or operation of such computer or computer programs.

RADIO SHACK g A DIVISION OF TANDY CORPORATION

U.S.A.: FORT WORTH, TEXAS 76102
CANADA: BARRIE. ONTARIO L4M 4W5

TANDY CORPORATION

AUSTRALIA BELGIUM UK
280-316 VICTORIA ROAD PARC INDUSTRIEL DE NANINNE SILSTON ROAD WEDONESBURY
RYDALMERE, NSW. 2116 5140 NANINNE WESY MIDLANDS WS10 7UN

PRINTED IN U.S.A.
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