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QUEEN BOARD

This game is based on the moves of a chess queen. A queen will be allowed
to move only to the left, down, or diagonally to the left. The object of the game
is to be the first player to move the queen to the lower left-hand comer of
the chess board (square 158), by alternating moves between you and the
calculator. You start by placing the queen on any square on the top row or
right-hand column. This is your first move. The play then alternates.

The playing board is numbered as follows:
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You tell the calculator your moves by keying in the number of the squarc you
start on or move to. Press {3 and the calculator responds with the square
it moves to. Square 158 is the winning square.

The program does not check for illegal moves. If yoﬁ win (by moving to
square 158). the program will respond with 168 (the calculator acknowledges
the loss by displaying a noncxistent squarc),

The program is in FIX 0 mode, for integer display,

Reference:
This program is based on an HP-65 Users’ Library program by Jacob R. Jacobs.

Some intercsting comments on the theory of **Queen Board’' may be found in:
Gardner, M, **Mathematical Games'', Scicntific American, vol 236, no 3.,
p. 134, March 1977.
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.1, Step 49 is "RCL 2", _

2. Replace step 79-("GTO 9") by "GTO 6",
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STEP| - INSTRUCTIONS AT s | KEYS | o tAoNITS
1 | Key in the program. "
2 | Koy in your staring position A
{fiest move), = - e Move EXXEK!| Colc’s Move
3 | Repeat step 2 until someong
wins.,
Display of 158: calculator wins
Qisplay of 168: you win
4 | To begin new game, repeat
step 2 with new starting -
position.
Example:
Keystrokes: ‘ Outputs:
558500 — + 75.

(You start on 55, and the calculator, after deep and careful thought, moves
to 75).

0745 —& > 127.

(You respond with 97, and the calculator, showing no mercy moves to 127).

145 B > 158.

(You try 148, hoping the calculator's batteries run down before it can respond,
but no luck——it wins by moving to 158).




QUEEN BOARD
USER INSTRUCTIONS

1. Reload card, (ON-RUN).
2. Key in position, press A,
3. Repeatstep #2 until someone winss
a, Display of 158, calculator wins,
b. Bisplay of 168, player wins,
4, For a new game, repeat step #2 with a new starting position.



