PLAYING PARMEN

Use F2 or F3 to start a new 2- or 3D game.  Use 'H' for keyboard commands.  Right-click for the full menu set.

Select the square and not the piece (saves rendering time).  Click once to select (the square of) the piece moving then click again to select the destination square.

Use F6 to save your current view to a cookie and use F5 to retrieve it (there you go David!).  Use 'L' for a game listing (and look for file "gamelist.txt").

Suggestions for use: Play a 2D game or two.  The default for menu item SPREAD is "piece;"  this gets one used to the spread of legal moves during play.  Read the rules next, learning 3D notation.  Switch to 3D and step through the sample game included to get familiar with the 3D rule-set.  Use F9 to watch Parmen play Parmen.  Use 'T' and 'O' to examine the board as needed.
NEW FOR VERSION 2

(1) Parmen now allows standard rules or (default) Tournament Rules.  Standard notation is preferred and default though Romulan notation is also available via the main menu.  Filenames for save and restore games can be given to Parmen via a “savefile.txt” text file (in the install directory) containing the name of the desired save game file (default filename is “parmen.sav” – yes I know it’s a terrible kludge).  Old saved games will not load into the new state machine - sorry.

Known bugs:

(2) Can’t promote pawn as Knight (edit board).

(3) Legal tournament jumps do not deliver check.

(4) Tournament notation all messed up.

(5) Some edited board positions progress with quirks.

(6) Intermittent display dimming upon piece move.

(7) En passant still does not function.

(8) Pawns on fixed levels promote when they shouldn’t

(9) Attack boards in Tournament can move backwards
Finally, Parmen’s new 3d engine will explode if it encounters more than 120 board configurations or so.  Let me know if you hit this limit and I’ll issue an update.

(Special thanks this time goto: Jens, Michael, and Marco!)

DMK 0209.22

CONTROLS (use in main window)


arrow keys pan around the board, 

page keys zoom in and out from the board

<shift> make both these operations occur faster


F2
new 2D game


F3
new 3D game


F5
fetch favorite view


F6
store favorite view


F9
toggle autoplay

(10) 
F10
come to full stop

(11) 
2
toggle ascii display

A
toggle axes


B
Parmen play black


L
list game


O
overhead view


Q
quit


R
restore game


S
save game


T
toggle transparency


U
undo one move


V
view reset


W
Parmen plays white


H
help screen !press 'H' in main window!


3D CHESS RULES

The rules of 3D chess assume an understanding of 2D chess moves only.

The 3D gameboard consists of three main boards, four squares by four, and four smaller attack boards.  The main boards are immobile, whereas the attack boards may be moved about during gameplay, even captured and redirected.

The lowermost main board holds white's pieces and is referred to as White's Board.  The uppermost main board holds black's pieces at the start of the game and is referred to as Black's Board.  The center board is referred to as the Neutral Board.  (These names are for reference only.)  Black pieces set up mirroring the white pieces - Queen on her own color - just like 2D chess.

The four attack boards begin a game positioned at the far corners.  Each player controls a King's Level along the right side of the board and a Queen's Level along the left.  Unlike other captured pieces, attack boards never leave the gameboard - they just "change hands."  Parmen tracks the current owner of an attack board with the color of its "stem."

NOTATION

Moves in 3D chess use a form of algebraic notation similar to 2D chess notation, in which a number-letter (rank-file) grid uniquely identifies the individual squares of the gameboard.  Squares are defined with lower-case letters, while pieces are listed in upper-case like K for King, Q for Queen (or N for Knight!).

The playing space offered by the attack boards relocates the "origin" and "span" of our system from the customary 2D 'a1' to our new 3D 'a0' - attack boards extensions include files 'a' and 'f' and ranks '0' and '9.'  Thus the White Queen's Rook begins the game at 'a0' ... well, almost.

Since many squares now exist on two or more levels (a "cell" is a multidimensional “square”), we must further specify each square by adding a new term for its particular level.  This term is numbered (1) to (7), reflecting all possible board levels on the gameboard.  The lowest level would be (1) - an attack board attached under White's main board.  The highest would be (7) - an upright attack board attached to Black's main board.  With this in mind, the full designation of the White Queen's Rook's is seen to be a0(3).

QUEENING

The last two ranks of the gameboard (8 and 9 for White, or 0 and 1 for Black) are used for "Queening" a pawn just like 2D chess.  A pawn that manages to cross the board may be exchanged for a Queen or other captured game piece.  This exchange is noted with an equal sign and new piece at the end of the move, as Pb7-b8(6)=Q.  Note that fixed board paths "end" for a pawn even if an attack board sits above (such that a pawn on the attack board could - and must - step one more square).

CASTLING

At any point in the game the King may Castle just as in 2D chess.  To Castle on the King's side (o-o), the King and Rook simply exchange places.  To Castle on the Queen's side (o-o-o) one must wait until the Queen is out of her starting position and the square is clear.  Once this is done, the Queen's Rook moves to the King's square, and the King moves to the Queen's (old) square.

EN PASSANT

En passant is also like 2D except that Parmen does not yet support this move.  So jettison me out the ion pod already.

ATTACK BOARDS

The attack boards may be moved from one pin to another to provide a staging area for a player's chessmen.  Each player begins the game "owning" a King's Level and a Queen's Level, but these may change ownership several times during a game.

Navigating the attack boards around the main board is very simple:  An empty attack board – when it’s “not too heavy” - may be moved to any other attack board pin within two squares by the board's current owner. This counts as a move. (Since trans-board travel would require a jump of four squares, attack boards are confined to the board edge on which they begin – they do not “hop” across the board.)

An attack board is “light” when it is either empty or contains no more than one of the owner's Pawns. If any other piece from either side moves onto such a board it becomes rooted and may no longer travel while it is “too heavy.”  A “light” board allows a player's Pawn to advance quickly into enemy territory.

An attack board is captured by simply stepping on an empty board or by capturing the piece(s) on it.  In short, if there’s only one colored piece on an attack board, the board belongs to that color until this condition is true the other way!  A move which captures the sole chessman on an attack board, or results in a change of ownership of that attack board, will have an asterisk added to the end of the move as Pb4xa3(5)* (as shown in the sample game).

The new owner may begin controlling the attack board on the following turn. (And if the attacking piece was a Pawn, it now begins moving from peg to peg as well.)  An unoccupied attack board remains property of its owner. A valid path over obstructing pieces on the main boards may be created by moving an attack board over them.

Attack board notation is defined by the square that it stems to - for example, a White Queen's Level (QLW) moving from its home position to the near peg on the Neutral Board would list as QLW-b3(4). If the QL further moved forward on the next move, it would be listed as QLW-b4(2) or even QLW-b5(6) (if instead it moved up to Black's board).

LEGAL MOVES

What constitute legal moves in 3D chess?  Imagine the gameboard as viewed from overhead - a single 4x8 board with squared outcroppings at the corners.  For the moment let’s consider a board without obstructions cast by other pieces.  On this empty board, any move that can be made in 2D chess (on a flat board of similar layout) can be made in 3D chess.

Since many squares on the board overlap two or more deep – termed for convenience, a cell - a piece landing in a cell has the option to land on any unoccupied destination squares.  For this reason, more than one piece may occupy the same cell (on different levels).

For all moves made horizontally on a single level, the chess pieces move exactly as in conventional chess.  That’s the good news: 2D attacks and defenses transfer directly as 3D moves as well.  (The bad news are the attacks now arriving from new directions!)  A piece may never move directly up or down, for when viewed from above the board would remain the same as if it had never moved. 

Now consider a populated gameboard, one with potential obstructions (friendly pieces) or targets (foely pieces).  Pieces making a single step in any direction at any time cannot be blocked, no matter the number of levels between source and destination - the sample game contains a Pawn's capture of a Bishop that hops five board levels!  Knights make standard L-shaped moves but that is considered a “single step.”

To move multiple steps (Queens, Rooks, and Bishops), one imagines their moving piece as one of seven similarly stacked pieces, one for each level of the board.  (This stacked, vertical, virtual cell of pieces intersects the gameboard at the starting level of the piece.)  Look down on the gameboard to see if the piece moving has a clear path to the destination square along contiguous cells.  If such an path exists, unobstructed by any other pieces, the piece may make the move.

Should an obstruction exist however, further travel on that level – and only that level - ends.  The moving piece may capture a foe at that square but friendly pieces block travel.  Thus pieces cast protective “shadows” behind them on their level, just as in 2D chess.  

So long as any of the virtual piece stack can move along any contiguous unoccupied levels however, travel continues.  Once no more levels are valid for travel, or contiguous unoccupied squares exist, the piece must stop.  (Note that for either side, many first and second rank cells contain only one square, making them critical gateways for pieces traveling to and from the corners.)
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WHITE


BLACK
// SAMPLE GAME #1


1.  Pc2-c4(2)
Pd7-d5(6)


2.  Pc4xd5(6)
Nb8-c6(4)


3.  Bd1-b3(4)
Pb7-b5(4)


4.     o-o

Pb8-b6(4)


5.  Bb3-c2(2)
Ne8-d6(6)


6.  Bc2-e4(4)
Nd6xe4(4)


7.  Pd2-d3(2)
Qb9-b4(2)



8.  Pd3xe4(4)
Ra9-b9(7)


9.  Pd5xc6(4)
Qb4xe4(4)


10. Bc1-e3(2)
Qe4xe3(2)


11. Qb0xe3(2)
Rb9-b6(6)


12. Nb1-c3(2)
QLB-b6(4)


13. Ra0-b0(3)
Bc8-e6(4)



14. Rb0-b1(2)
Pb5-b4(2)


15. Rb1-d1(2)
Be6-b3(4)


16. Qe3xb3(4)
Rb6xb3(4)


17. Pe2-e4(2)
QLB-b5(6)


18. Nc3-e4(4)
Pc7-c6(6)


19. Pb2-b3(2)
Bd8-a5(7)


20. Pb1-b2(2)
Rb3xb2(2)


21. QLW-b3(4)
Pb4xa3(5)
// Black captures QLW


22. Pb3-b4(2)
   0-0


23. Pb4xa5(7)
Pa3-a2(5)


24. Pc6-c7(6)
QLW-b1(2)Q


25. Pc7-c8(6)Q
Qa0xe4(4)


26. Ne1-d3(2)
Qe4-d5(4)


27. Rd1xd5(4)
Pc6xd5(4)


28. Nd3xb2(2)
Pb6xa5(7)


29. Re0-e1(2)
Pd5xe4(2)


30. Nb2xa4(7)
Pe7-e5(6)


31. Na4-c5(6)
Pe5-e4(4)


32. Nc5-d7(6)
Pe8xd7(6)


33. Qc8xd7(6)+
Re9-e8(7)
// Check


34. Re1xe4(4)
Pe4-e3(2)
// Rook can't take Rook...


35. Qd7xe8(7)#


// Mate!



WHITE


BLACK 
// SAMPLE GAME #2

1.  Ne1-d3(4)
Pd7-d6(6)


2.  Nb1-c3(2)
Pc7-c6(6)


3.  Pb2-b3(2)
Nb8-c6(4)


4.  Pe2-e3(2)
Ne8-d6(4)


5.  Bd1-e2(2)
Bc8-e6(6)


6.  Bc1-b2(2)
Bd8-b6(4)


7.  Bb2-c3(4)
Pb7-b5(6)


8.  Qb0-b1(2)
Pb5-b4(2)


9.  Nd3xb4(2)
Nc6xb4(2)


10. Ra0-b0(3)
Nb4xc2(2)


11. Qb1xb6(4)+
Qb9xb6(4)


12. Rb0xb6(4)
Nc2xa1(3)


13. Bc3xa1(3)
Ra9-b9(7)


14. Rb6xc6(6)
Be6xb3(2)+


15. Ke0-e1(2)
   O-O   


16. Be2-d3(4)
Rb9-b4(4)


17. Bd3-c2(2)
Bb3xc2(2)


18. Pb1xc2(2)
Pb8-b7(6)


19. Rc6-c7(6)
QLB-b6(4)


20. Ke1-d1(2)
Nd6-b5(4)


21. Nc3xb5(4)
Rb4xb5(4)


22. Kd1-c1(2)
Pe7-e5(6)


23. Rf0-e0(3)
Re9-e7(6)


24. Rc7xe7(6)
Pf8xe7(6)


25. Re0-e6(4)
QLB-b5(6)


26. Re6xe7(6)
QLB-b3(4)


27. Pd2-d4(2)
Rb5-b1(3)+


28. Kc1-d2(2)
Rb1xa1(3)


29. Pd4xe5(6)
Pd6xe5(6)


30. Re7xb7(6)
Ra1-b1(2)


31. Rb7xb1(2)
Pa2xb1(2)Q


32. Pc2-c3(2)
Qb1-b2(5)+


33. Kd2-d3(4)
Qb2-b5(4)+


34. Kd3-d2(2)
Pe5-e4(2)


35. Kd2-e1(2)
Pe4-e3(4)


36. Ke1-f0(3)
Pe3-e2(2)


37. Pf1xe2(2)
Qb5xe2(2)


38. Pe3-e4(2)
Qe2xe4(2)


39. Kf0-e0(3)
Qe4-c2(2)+


40. Ke0-f1(3)
Qc2xc3(2)


41. Kf1-e0(3)
Pe8-e6(4)


42. Ke0-f1(3)
Pe6-e5(4)


43. Kf1-e0(3)
Pe5-e4(2)


44. Ke0-f1(3)
Qc3-d3(2)+


45. Kf1-e0(3)
Pe4-e3(2)


46. Pe1-e2(2)
Qd3xe2(2)+


47. Ke0-f0(3)
Qe2-e3(4)


48. Kf0-f1(3)
Pe3-e2(2)+


49. Kf1-f0(3)
Pe2-e1(2)Q#
// Finally! 0101.13

