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Introduction


Congratulations, you have just downloaded the "coolest" game ever!  It is the game of MasterMind.  You probably have heard of the board game MasterMind, and this version for the TI-82 is almost exactly the same in gameplay.  The basic idea of this game is to figure out using only your brain, and perhaps a little luck, a code.  The code is made up of six different pegs placed in four different positions.  The same peg can be used more than once in the code.  This makes 1296 permutations of the code, and you only have 10 guesses.  At this point, you are probably saying, "IMPOSSIBLE,” but before you decide I'm nuts, consider the fact that you will be given clues for each guess you make.  I guarantee you that this will be an enjoyable game.

Rules

Here is an excerpt directly from the MasterMind board game manual:

GAME No. 1 (1296 Permutations)

The Codemaker secretly puts 4 Code Pegs behind the shield.  Use any combination of the 6 colours.  Use 2 or more Code Pegs of the same colour if you wish.  The Codebreaker will try to duplicate the exact colours and positions of the secret code.  Each time the Codebreaker places a row of Code Pegs (they are then left in position throughout the game), the Codemaker must give information by placing the black and white Key Pegs in the Key Peg holes alongside the Code Pegs, or by leaving holes vacant.  When the Codebreaker duplicates the secret code, the Codemaker places 4 black Key Pegs and reveals the hidden code.  You now change positions.  The winner is the player with the least number of lines used.  Agree how many games you will play before starting.  An agreed time limit may be set for each row.  A Black Key Peg is placed in any of the 4 Key Peg holes for every Code Peg which is the same colour and in exactly the same position as one of the Code Pegs in the shielded holes.  A White Key Peg is placed in any of the 4 Key Peg holes for each hidden Code Peg which is matched in colour but not in position by a peg placed by the Codebreaker.  For example, one white Key Peg is placed if one red Code Peg is hidden, and the Codebreaker has placed 2 or more red Code Pegs in the wrong position.  A Vacant Key Peg hole is left for every Code Peg placed by the Codebreaker that is incorrect.

There are only some slight differences from the calculator version, and the version described above.  For example, the different colors of the pegs are replaced by different numbers.  Unfortuneatly, since I am not familiar with the TI-82's capabilities (I actually own a TI-92, not an 82), graphics were not implemented in this version, and it is completely text based.  Also, in continuing what I was saying, the changing of positions is not done in the calculator version.  A game is simply one match, and you are scored on how many moves it took you to solve the code.  The entire Codemaker process is automated, and therefore, you don't have to know the rules of making a code.  When using the calculator, there will be a playing board as seen in figure 1 below.

To make a move, you pick the row to place a peg in by referring to the numbers 1-4 towards the right.  A question mark will appear in the row.  Next you pick a peg number from 1-6, and the peg will appear.  If you make a mistake, you may change it simply by picking the row number again.  The black and white pegs will appear below each column.  After making a couple of guesses, your board should look something like that in figure 2 below.

The 0's represent black pegs, while the O's represent white pegs.  Keep in mind that the calculator will NEVER place the pegs incorrectly.  I have got back several complaints about pegs being placed wrong from the beta version, but each time I checked into it, I found that the person playing wasn't aware of the actual rules of MasterMind.  The main problem is that people for some reason think that the black and white pegs positions correspond to the color pegs positions.  This is not true.  If you believe your version is screwy, send me a copy of the playing board at the end of the game, once the code has been revealed, and I will explain to you why the black and white pegs were put out the way they were.

[image: image1.png]


[image: image2.png]



[image: image3.png]


[image: image4.png]



Future Versions

I seriously doubt there will be any future versions.  This one is pretty much complete, though it is still text based.  However, I do plan on future versions for the TI-92 calculator, for which there is also a version out, this one with wonderful graphics.  You can download it at the address http://arintoul.campus.vt.edu.  For the TI-82, I may become bored in Math or Physics class again, and borrow my friend's TI-82, and release a new version.  I may seriously consider a new version only if enough interest is shown in my efforts.  I know that I will get so much E-Mail from my players encouraging me to continue programming :)  If you have any ideas, questions, or just want to tell me you enjoy my program, please, E-Mail me.  I promise I won't bite :)

THANKS!!!

· Philip Rennhack - For the use of his TI-82 calculator

· Invicta Plastics Ltd. - For coming up with the wonderful and popular game of the Original Master Mind.

· Bud Stuart for being a wonderful math teacher - Not that I directly used what I learned in his class.

· Angela Newman - For the inspiration to program MasterMind.

· All of you for downloading my wonderful program and supporting me as a programmer.
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