
 

 

Notes on the back story of this letter: 

 

 This 8-page letter is one of the very last letters I sent to Richard Nelson before I went abroad to 

fulfill my military obligations, and when I eventually came back many months later I was all too busy 

with real-life issues to dedicate any more time to calculators and related matters. By then I had already 

sold my HP-41C (for the last time) and even my beloved SHARP PC-1211 (which I later regretted, 

again, and this time I didn't even need the money ! ...) and so the HP-11C (presented to me, not bought 

by me) was the one and only calc I kept (it still is with me, as new !), which was more than enough. Thus, 

my then-strong calc hobby went into hibernation for many years, which was for the best as things PPC 

would get utterly sour and nasty soon after, and thankfully I was spared it all. 

 As this present letter was essentially the last one where I would "talk" to Mr. Nelson (one-way 

communication, as always) I threw "political correction" aside and went into mild "rant mode", giving 

him a piece of my  mind for the last time, in particular asking (among other things) for the criteria used 

to select which materials would be published and which wouldn't ever make it. I also asked about the 

blatant bias on publishing time and again the umpteen ever-so-slightly-improved version of this or that 

tool in detriment of publishing real applications created (or not) using said tools. Anyway, I didn't care 

for or expect an answer (there was none, of course) as I was going to leave it all behind immediately. 

 Just for the sake of it, I also included one last contribution for its possible publication in Mr. 

Nelson's PPC CJ, namely my "Chess 5x5" program for the HP-41C. Actually, I didn't care in the least 

whether it would be eventually published there or not, as PPC CJ was the last place I submitted it to: I 

had already submitted it to Melbourne Chapter's Technical Notes and both the US and Europe HP Users' 

Libraries for good, and all of them featured it (and also included it in the "HEWLETT-PACKARD HP-41 

USERS' LIBRARY SOLUTIONS" Games II  book !!), so even if Mr. Nelson decided not to publish it in 

PPC CJ  I wouldn't mind at all, my last barbed remark notwithstanding. 

End of an age for me. 

 

                      Valentin Albillo, 13-06-2022 



Richard Neleon

Editor, PRC Journal Valentin Albillo (4747)
2541 W. Camden DPlace Padrs Rubio,£1-2°C
Santa Ana, CA 92704 Madrid 29
UeSohe SPAIN

June 13, 1981

Dear Richard:

- I could ask bhe standard 'how are you?",
but I guess that now that the ROM is finished, the word best descri-
bing your condition should be "relaxed", or the like.

Do you remember me ? It must be diffi -
cult to remember particular members among some TOOO numbers, but I“ve
made some contributions in the past to the PPC Calculator Journal |,
though just a few of them received the high honor of being published
there, For unknown reasons, some of the best never appeared; the most
relevant example probably being the program "Othello', submitted for
its publication nearly a year ago, and never published. The program-
was, fortunately, published by the Melbourns Chapter PFC TN, and it
generated a big deal of interest, even some members created bar code
for it. I recently raceived a letter from Corvallis (see attached -
photocopy), asking for permission to include the program in the Amg=—
rican Users”Library. As it seems, someone in Melbourne tock the care
of sending the program to them and, as they say in the letter, it ge
nerated a lot of interst.

Now, I use to always say what I think,re
gardless of it being adequate to standard social bshaviour or not, =
and the question is (crudely exposed)s if Corvallis is interested
why you aren‘t ? Don’t you think the membership will enjoy ths pro
gram ? Why don“t you write an article in a future PPC telling the -~
membership the criteria used in editor’s censorship ? Is a normal -
(normal'means non-synthetic) program preferred to a synthetic one ?.

Is an article on the last stupidity on synthetics preferred to a pro
gram ? Are we (we"means most PPC members) creating programs that sexr
ve to create another programs in a never-ending loop ? I am pointing
now at those Key Assignments, Byte Loaders, etc, that are very use -
ful as tools to do something whith them, and the question is: why =
don‘t stop perfecting, improving, revising to a limit the tools, and
begin to do something with them ?

Here included is some contribution.It is:

CHESS 5x5 s This program allows the user to play a game of chess =
against the 41c. Actual chess is played using actual. rules, as all -
standard rules are implemented, including pawn promotione. The board
is 5x5 instead of 8x8, due to memory and speed limitations, but this
hardly matters, ad both players have all pieces of standard chess ,
with the same powers and limitations, arranged in the same orders -
that“s a king, queen, bishop, knight, rock, and a row of pawns. The
program makes extensive use of the graphic capagbilities of the prin-
ter, and printd the board using visually beautiful BLDSPEC characterse.
If a printer is not present, it runs the same, however. The level of
play is surprisingly good for such a tiny program (921 bytes), and the
average time for a machine move is some 5 minutes. Additionally, a
synthetic routine can be added that speeds the execution if printer -
present. The machine easily checkmates you if you don‘t play fine enough.
Magnetic cards included (9 tracks+i track+1 data card: MCHESS and P -
are independent, separate programse. SIZE EXACTLY TO 097).

That’s all. I think this is the 1st and
possibly the last chess program written for the 4ic, and will surely
interest to the membership. Iet’s hope it does not follow the same
destiny as poor "Othollo'.

(viuz)
Yours sincerely:

Notes both originals & good photocopies included, to overcome printouts fading.

f
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HECK  presont, it will print the board. If a printer

is used, you may have iho buard ppinted after
evary move, or only afisr HP s moves, to save-
papar.

I originally wrote an 8x8 gams, bub:

- an 8x8 board cannot be printed using BLDSPEC
characters becauss of vrinter bufier limita-
tions. A board cculd be printed using nunbes
to identify each pisce, or characters, but -

aven tha best atiemnt was much worse and un~
mizable than the present version.

- 838 game took the full memory of a 4ic with
4 single density RAls, so that, unless you have a quad RAM or a -
41cVy neither the printar nor ths card rezder could bs plugged ,
weking very difficult to load and run the program.

~3x8 game, using the same playing lo -
gic as thisz 5x5 wversion, toock ~“v*°ral hours
Tor each move, playing vexry weak, and thus -
naking the game uninteresting.

On the other hand, this 5x5 version -

provides the following advantagoes:

 

~Lthe 5x5 board is printsd using BLDSPECs, so

vou can clearly see the position. bpo1ET7

~Though the board is 5x5, you still have all h pIN
pizces of conventional chess, arranged in = ooy
the sams order: king,queen,biskop,knight, - 41 BN

rook, and a row of vawns, all with ithe same Y
porery ond resirictions of standard game. 7 R
+ 5
Ll .)

'
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.
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2 5x5 version fits in 3 sdRAlis, and ta - 1 F
;n..;'c 5 minutes (avaxafle) ver move, Algo, FRU
e to the reduced siza, 2 uyplwl game -

tcxes en average of 20 mowes (818 games ta-
ke some 40 moves), making the gong "faster"
and more asotive. The armiss get into battle very soon. And also,
as the number of positions and moves is less than in 8xG, the lg

  

vel of pley is much better, so that the 41¢ plays
& wogk, but non-trivial game.It can even chookma~
te you if you den’t play fine enough

~ £11 standard chess rulss are implemenited,
with the following exceptiong:

a) as the king is already in a comer (see stan -
dard initis) position above), no castling is -~
nacesgarys it is protected by the queen

b) as there is only one emply row between the pawns
»8 pawn may sdvance Just one position on its -
Tirts move (not 1 or 2 as in standard 8x8)

¢) no capture Yen passant" is allowed

A1l other rules are tho eames pawn promotion
is alloweds if 2 pawn resaches the opposite side,id

bacomau any de‘sil‘ad pisce (except king or pawn, of

cowrse}, ag in standard chess. Such an example ig-
given in the .;.;;u:urauo.x at ke lefi: HY moves -

tho pavn in 42 {standard matrix row/colum notati-
on) io 53, thuz taking the white bishop ai 53, becomes o queen -
(ase illustration) and zivea check (not indicated). In case of -
pawn promotion, HP will always select a queen, bul you may chese
any desired plecee
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This program, callad MCHESS, is composed -~
of 3 serarats filess ICHUSS; P, and 5. The main [ile, iCHESS, is
indopendent of the others, and if you do not intend to use a prin
tor, just load BCHESS (921 bytes, 9 tracks). Howsvor, if you have

a printer and want printing of tho board, load the
P (print board) routine,too, Neither KUIUESS nor P -
use synthetics at all. But you may have noticed that
plugring in the printer slows dowm the sxecution =
speed by some 35%. So, you msy want to also load ths
routine callad 5: this is a synthetic routine that
toggles flag 55 on and off. It is ealled at preper
times from the main file (if printer), so disabling
the printer when not necessary. The operation of 5
is transparent to the user: the program runs the -
same with or without it, but it rums apprecisbly -
faster if 5 is used. In fact, it runs alwost as -
fast ac if no printer is plugzed in. Both routines,
P and 5, fit together in exactly 112 bytes, and can
be stored on the {0th track, so the whole program
takes 5 cards.

In addition, a separate -
data card is used, that contains all,
BLDSPEC characters used by the prin -

FROB?Z teryas well as other useful constants.
You should prepare this data card  he beginning of each game. It contains numerie

constants in R18 thru R36 and BLDSPEC alpha consta
s in R37 thru R4G. That’s 32 registers in all, a

whole cards, If you do not have a printer, store an
alpha 4 in lieu of the BLDSPEC characters,

The program needs SIZE 097 to run. Yo~
Ty important: ths SIZE nust be exactly 097.If it -
is sualler or larger, it won’t work. It has to be
no other than 097.

ReMARKS: -you can select wether the board is prin-
~ ied after every move (SF 00) or just af=

ter HP moves (CF CO) at any time during the game.
~If a printer is present, the P routine should be present, too,
The 5 routine is recommended, then, to speed program exscution,
But if you do not want synthetics, just load the alternate
iBL "5", END , which will do nothing, and no changes to the ma-
in file will be needed.

of
i
e
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~1f somo HP move results in a check being given to your king, -
the machine places the word CHECKX after its move. There are 2
oxceptions to this rule: (see illustrations above)
a) if a pawn promoted to a queen by HP results in a check, this

is not indicated (right illust.)

o

b) if HP moves a piece that, while not giving check by itself,
leaves your king under attack from some other HP piece,; the
check isn’t indicated, too. (left illust.)

=HP will never mske illegal moves, but your moves are not tosted
fow legality (you are assumed to play honestly),If your king is
under check, and you forget the fact, and move some othsr thing,
HP will actually take your king on its move.

~i[P’s average "thinking" time is 5 minutes per move, This is the
average for a non-printer game. But actual times vary very much
with the specific position. The time increases quadratically -

with the number of possible moves for HP and linezrly with the
number of your responses, Minimum times are 15 seconds, typical
are 3 or 4 minutes, averase is 5 minutes, and méximum soms 15
minutes. A little paticnce ic needed ! Howevery a whole game -
gshould lagt no more than 1% hours or so.
~30 ot mako any changes to the program,or it may not work.Spe-
cially do not insert subroutinesy all 6 levels are used up
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HISTRUCTIONS ~ SI28 097 (exactly 111)
if you want to print the board, load the

CECE_UEDeT 3 P and 5 routines and GT0s.
ALHESS-VERSION 2 - load the MCHESS main file {do not press

GT'0e» if your program is compiled, to

£

 

i ; z ’é ; :i' avoid new recompilation and delays when
Sitzrs searching for labels)

ST - XEQ VMCHESS" - CARD
dR2L00 . .5 PRGy re ~load the data cerd (2 sides); the machine

turns itself off, to allow you unplug ths
He 19T card reader and plug the printer instead.
' B (if you do not have printer, or have a
o2 " quad you can delete the OFF instruction )

43 R -once the printer is plugged in and ON (and
i set to NORU position) turn on the 41c.The

3 KM program starts inmediately. If printer ,
the board is printed now reflecting the
initial position (see illust. at left)s

the pieces are arranged as followss

black (HP): king,queen,bishop,knight,rodk
pawn, pawn, pawn , pawn ,;pawn

white CVOL): pawn, pawn, pawn , Pawn spasn
king,queen,bishop,knight,rock

you always play white, and HP plays black,
but you can select who moves first:

P 1ST? , if you want HP to make the first
move, simply press R/S. If you

want to make the first move, press N, R/S

a) HP moves: it will display I MOVE , and
scroll the message to the right while
it thinks its move. Then finally, if

TEIN? a2 printer is present, it prints

FROM xx TO yy , where xx is the row/colum
position of the piece it mo=-
ves , and yy is the loca =
tion where it moves to.

If the piece gives check, FROM xx TO yy, CHECK is displayed (see
REIARES for exceptions). Then the board is printed. (if you have
nc printer, the.execution stops to allow you to see and perform
the move on the board. If you fail to see the whole message, turmn
io AIPHA to see it again, Press R/S to continue) . Then, you are

prompted for your move withs FROM? , enter the xx coordinates
of the location where your piece stands, then R/S

TO? , enter the coordinates of the
location where it moves to., The mavhine, once ycu press R/S, pro
ceeds to compute its own move. However, if you just promoted your
pawm, after the TO you will be prompted for the piece you want -
the pawvm to become:s pIRCE?, enter the code for the selected piece:

 
the codes are;

qusen: 5.09 , bishops 4.03 , knights 3,03 1 KOVE
rock 3 2.05 F23H 12 T0 52, CHECK
whaneveTr you are prompted by PIECE? enter the cods
for ihe desired piece (most likely a queen, 5.09)., 1 23
Ifthe machine promotes one of its pawns, it will i
always solect a queen, If you are playing without
a printer; romember this fact and piace a black -
queen wnere the promoted black pawn stands, Of ~
ceuras, you may promote any number of your pawns,
and chocse any desircd pisce, so you can have 3 -
knights 1f you want to.  



~a2lways remeuber to properly actualize the board after HP moves if
ne

W)

printer 18 being used.

yourmoves ¢ Just answor fhe FRON?,TO?, (PIECH?) prompte with
the respective coordinates; as statsd previously,

but you must romembers

—your moves are not tested to be legal. So; please, play care—~
fully and do not make any illegal move, which would spoil the
gonce Remember that, thoush HP announces most checkas given to
vod; king,; there m two excerctions, and ;.i you fail to notie
co the check and let your king under attack, HP will take yow
king on its next move

-the machine recognizes the situation when you give checkmate,

and displays the proper message CHECKMATE, YOU WCN on its mo-
ves But see ¢) end of a game, below.

The game continues, alternating moves between you and HP,

endofgame
a) if you give checkmate : the machins recognizes the fact, =

and displays (prints) and beeps the messages

I NCVE < CHECKMATE = YOU WON

b) stalsmated position: a stalemated position is a position -
in which either you or HP cannot maks any lsgal move on -
their respective turn. HP recognizes ths stalemate by it =~
self if, and onlyif it has no possible move at all (legal
cr not). Tn this case, it displays:

STAIEMATE , the game is a tie

howaver, if HP cannot make any legal move {and its king -
is not under check), but has "illegal moves" {such as mo=
ving the king to a position under attack from your pieces)

it displays the CHECKMATE > YOU WON messase. This is not -
S0y becauge HP’s king is not under attack, so the position
is a stalemated ons, and the game is a tie, too ‘

 

If you cannot make any legal move, but your king is not =
undercheck given by HP, the position is g stalemate, too.
Just answer the FROM? prompt with @, then R/S:

FROM? , § R/S > STAIEMATE appears. A tise

¢) if HP checkmatesyou s should HP happen to checkmate you,
it does not recognize the situation by itself, Just answer
the FROM? prompt requesting your move with a nminus ones

FROM? , =1 R/S = CHECKMATE & I WON , HP won

 

DATA CARD ; you should prepare a data card with the following -
contents: .

R18 = 1t , R26 = =T s R34 = 20,023 s R42=be.parm
R19 = =1 ¢ RZ2T = ~11 s R35 = 16,023 5 R43=dot.squam
R20 = =10 , R28 = 19 s R36G = 16,023 y R44=vhite pawn
R21 =-8 , R29 = 17 sy R37 = black king , R45=w.rook
R22 = 10 ,R30 = 7 s R38 = black queen s RdG=wknight
R23 = 8 L R31= 11 » R39 = black bishop , R47=w.bishop
R24 = -19 ; R32 = 16.019 , R40 = black knight » R48=w,queen
R25 = =17 , R33 = 24.031 , R41 = black rock y R49=w,king

that’s 32 (1 card) registers in all. Registers 37 thru 49 con -
tain the BLDSPEC characters ussed to generate the board, If you
do not have a printer, store an alpha A into R37 thru R4G.IP -
you have a printer, you can construct your own BLDSFEC charac-
ters and stors them in the registers as shown above {the charac
ter for the black king in R37, stc). If you want your board to
lock like tho one in the illustrations, use thesa BLDSPEC ncs.s

R37 = black king =0 96 1422 127 122 96 0O



E38 = black quoen = O 95 414 127 114 S6 0O
L39 = black bishop = O 100 110 123 110 100 ©
140 = black knight = 0 108 102 419 425 408 ©
2di = black rooi = 0 102 124 126 1124 102 O©
B42 = black pawn = 0 96 102 126 102 %6 O
R43 = dotted square = 85 O 65 0O 65 0 &
f44 = white pawn = 96 95 89 65 8% 95 9§
R45 = whito roock =103 89 67 65 67 89 103
R46& = white knight = 110 83 85 72 65 83 126
R47 = white bishop = 110 91 &1 68 81 91 110
R48 = whito quean = 112 95 77 64 77 95 112
R49 = white king =112 95 69 64 69 95 112

SAMPLE GAME & RUNVIING TIMES

If desired, test that your program 1s correctly
recorded by executing this sample gams. Check ig indicated -
with a + sign, and numbsers in brackets represent the code of

pieces obtained by pawn promotion (answers to PIECE? prompts)

Sample game, you first (times =1T)

 

  

YOU HP no printer printer(&5) printer
44-34 25-34 3°038 3726 4745
43=34 23=34 3°08 3°26 A45
5344 3445 2°16 2°28 3726

54=33 24-33 2225 3°44 5°11
42-33 22-32 4°04 4750 6°11
3323 12-22 7218 802 11°05

23-i4 (3.03) 22-44 6°25 7°04 9745
5553 4555 (queen) 6°38 7°17 10705
5355 15-14 14°40 1607 22717
47=31 13=31 10°48 11°39 16°25

52«54 4454+ 4°20 4°47 6°35
5554 14-54+ 4°51 523 71722

-1 CHECKMATE-I WCN
total time= T1°01 7813 107752

avarage time per move 5°55 6°31 859

remarkss =as you can ses, the combination printersroutine 5
slows down the program by a factor of 1.1, while

using the printer without 5 slows it down by & factor of 1.52.

=this is neot a standard average sample gams: most —
games are faster than this ons. For instance, the move 15=14
whizh takes §4°40°°to be found is a maximum. The 41¢ had to ex
plore nearly 1000 alhternatives (i.e: moves) to find it, so =
the time had to be large. In that position, HP had 26 possible
options, each opiion having at least 19 responses from you,etc,

left & right ¢ typical
beginning of a2 game

 

standard the new posi- 123245
initisl tion ia prin- 1l sax
position ted now reflec =iz xxx

ting your mo-~ S

ve,
e 1277 ‘ hp 1st? end HP compu~
o Rl tes its move

yes now, giving
HP moves check with
its pawn 4ts pawn,when  from 21 teking the
to 31 white one at
new ipoation 42

position

FROK 7 your move?
¢r ¢ setting flag FROM?

47 rin CGQ causes tha

07 board to be
77 R printod now



 

 

lott
typical
saquence of

8 gamds

HP has just
moved

your move?

you move
your pawn
frem 41 to

31

flag 00
was set

go the
board is
printed
reflscting
your move.

Now HP takes
your knight
at 42 with
its pawn and
gives check
to your king

the board

your move?

left
in this posi=~
tion, you are
left with the

king and a -
pavm at 34.

HP moves its
bishop from

53 to 31

buty; as the
btoard refleoctg;
now you cannot
move at all,
because all -
poscsible moves
aren’t legal.

It is a stals-
mate, as your
king is not
under cheacke

cishts

end of a

goes You
move your
knight from

54 to 33,
giving FROM?
check %o
the black

king at 21 3
(the piece
at 12, which
is the queen
ig also -
under attack)

the board is

printed, and
HP acknow=
ledges the
checkmate.

  

L
I
]
T
e

T HOYE
CHECKHATE
T0U KO

rights
end of 2

gamns . HP

takes your
rook at 55

with its

queen at

35, and gi- 1M
ves check, FFU

As the bo-

ard shows,
you cannot
dafend your
king, so
you’ve been
checkmated

  

the machine

acknowled~-

ges this.

 

rights

end of a game
your queensat
224 defended
by your bishop
at 33, zives

checkmate to
the king at 12

 

I HO¥E
CHECKHATE

That will be all for now. Excuse the quite
long documentation, but the complexity of the program mads
it unavoidable. Ag always, I hope you will like it.

VALENTIN AIBILLO (4747)
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