Amlga Verslon: You can start the game from Workbench by epening the Artworx disk icon, and then selecting the Controfold Squares magazine

icon. Or, you can invoke Centrefold Squares from the CLI command window by typing ‘CFS:CENTREFOLDY. Note: This program should be

used with Kickstart 1.2 or laler.

When the program is finished loading, the title screen will be displayed and introductory music will start playing. You can bogin the program at

this time by pressing the left mouse butten.

Alarl ST Version: This version comes on two single-sided disks. If you have  two drive system, place the Masier Disk in drive A and the

Opponent Disk in drive B. If you have a single drive system, start the program with the Marter Disk and follow the prompts for inserting the

Opponent Disk (Disk B).

“T'o run the program, double-click anywhere on the CFS.PRG icon. When the program is loaded, 2 title screen will appear: click anywhere on the

screen to load the Opponents’ sereen.

There is also a save game feature. To save the game you are playing, exit the "Double Up” game. When you get back 1o the Opponents Sclect

Scroen, click on Save. To load & saved game from the Opponsnts Select Scroen, click on Resume .

PC Version: This contains opponent files for both CGA , EGA and Tandy graphic modes. There arc two 5-1/4 disks; the Master Disk contains

the main peogram alang with the CGA graphics, and the EGA/Tandy disk contains the EGA and Tandy graphic files.

To run the program, inscrt the Master Disk in Drlve A and type: CFS <RetumyEnter>. Before the program begins, you are asked to enter the

graphic mode of your computer; sclect CGA, EGA or Tandy. You arc then asked to enter your means of curser control; cither Keyboard or

Mouse, If you are using a mousc, the mausc driver must be loaded before you run the program and it must also be compatible with the graphics

mode sclected, ofherwise the program will dofault to the Keyboard curser control mode. To selset using the mouse, move the cursor to the arca to

b solected and press the mouse button. When using the keyboard, use the keyboard's cursor koys to mave the screen cursot. Note that the cursor

movement spocds up the longer you hold down a carsor key. This is usful for moving the cursor over longer distances, but does become more

difficult to control precisely. You will have to experiment somewhat with the right mixture of iapping and holding down the keys. To select using

the keyboard, move the scroen cursar 1o the area 1o be selected using the cursor keys and then pross the Return/Enter koy.

Oppancnt files arc available for the MCGA (VGA) graphics mode. CDS Software will exchange your EGA/Tandy oppooents disk for a MCGA

disk if it is returned to: CDS Software Ltd.

Centrefold Squarcs is also available on 3-1/2" disk. To obtain the 3-1/2" disk version return both the Master and the EGA/Tandy disks to (DS

Software.

Selecting an Opponent: The opponent select scroen has boen organized into three playing ability catcgorics: Below Average, Average and

Above Average. Below cach category s a list of the opponents who play within that category. However, each opponent has their own ability with-

in each class, 50 every player will appear to play differently.

“Ta select an oppenent, move the cursor, by using the keyboard's cursor keys (or mouse if you have one), to the "button” that contains the name of

the oppancnt you with to play and select. If you are now 1o Centrefold Squarcs, you may consider playing Pemny, probably the casiest of all the
ayers.

ﬁhu yau have selecicd 2 player, you will be shown s player profile screen for that particular opponct. If you decide 1o play this opponent, select

anywhere on the opponent’s picture. 1f you decide not 1o play against this oppancr, select anywhere outside the picture; this will take you back to

the oppanent slection screen.

Centrefold Squares Screen: The object of the game is to uncover the Centrefold opponcnt. When a new opponcnt is sclected, the sereen will

appear filled with rectangles (the ‘centrefold squares'), and oo by ops, & pre-selecisd number of thesc rectangles will be removed toreveal me-

tions of the Centrefold opponent. After the initial rectangles have been remaved, one last rectangle will flash. This flashing centrefold square will

o the one that you and your opponcnt will batile over. Each centrefold squars has 8 GOAL value printed on it. This is the number of markers that

will be used in the Double-Up game.

Playlng Double-Up: The object of the Double-Up game is to beat the opponent in SCORE points at the end of a game. The game is terminated

when either you or the opponent reaches or excoeds the GOAL valus of the centrefold square in CHIPS. It is possible for you to win the game in

SCORE points even though the opporent reackes the GOAL value first.

The Double-Up Screen: This screen consists of a playing field on the left side of the display, and a control and st ficld on the right. The play

field is arvanged in a grid of 100 squarcs, with grey squarcs denoting uncaptured squares, black markers are the Centrefold's markers, and white

squares are your marksrs. The control and status field is amanged, from top to bottom, with: The Centrefold's accummulated CHIPS and SCORE

values; your accurmulated CHIPS and SCORE; the number of GOAL points (CHIPS) 10 reach; a message arca; and at the bottom, 2 *772%

‘button and a "QUIT™ button.

The Double-Up Board: When the Double-Up game is siaried, it will arrange four markers, two of yours and two of the Centrefold's, ina crossed

patier at the centre of the board, Remember, your markers are white, the Controfold's are black. Next, a serics of small red and green markers will
be sprinkled about the board. The quantity of these markers, from ooe to five, and their locations, sre random. These markers arc used in the final
SCORE value when the game is completed. The red markers are worth -10 points, and the green markers are worth +10 paints (sce section on

scoring).

Keyboard Input (PConly): Noic that the rows of squarcs arc labeled A through J, and the columns arc labeled 1, 0. During play, squares
can be mlected by cithor moving the cursor to the square and pressing the Returm/Enter key, o using the keyboard by typing the square’s row and
column position; for example, A.i for the top-left square or I8 for 2 square an the lower right part of the board.

‘Who Starts Firat: Since there is an advantage to starting first, the game will alicrnate the first move between you and your opponent. A mave is
compleied when both of you have taken & tum.

Playing Double-Up: Each player altcrnates with moves designed to capture as many board markers, o chips, as possible. You capture markers
by placing a new marker on a neutral, or grey, square in & way that will put the opponent’s markers between this new square and ane of your other
markers. For cxample, if ‘m' represents white markers, '8’ black markers and'g' reprosents neutral markers, then consider the following

possibility:
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If you place a marker on the neutral square at E4 (marked with an'#’), you would capture the squares slong the vertical at D4, C4 and B4; as well
as the disgonal marker at D3,
Rules of Play: You must make a move, if a move exists, and you must make & move that will capture squares, cxcopt as noted below when play-
ing Chance. If you make an incorrect move, one point will be subiracted from your SCORE poinis, and the program will flash all possible legal
maves on the board.
Double-Up Marker: This marker is a yellow 3quarc that is put on the board, and taken off the board at random times throughout the game. Its:
frequency of occurrence and its placement are random. The person who places & marker on top of this square, provided it is 2 legal move, will get
another tumn at play. Ifno one can capture the Double-Up marker, it will eventually be removed, and may appesr again later.
Playing Chance: Atany time during regular play, you may wish to play Chance. This option is considered 1o be 1 move, 30 you may forfeita
board play for this option. The primary purposo of thix option is to allow cither of the players to “gamble”, and is usually invoked if you o your
opponcnt determines that the game will be lost in the next couple of moves.
To play this option, you sclect the *272* button instead of & board play (you can also type *7* from the keyboard). This will invoke the Chance
flash display and tell you, or the Centrefold, what the outcome is. Note that the Chance messages apply to the player that invokes the option, For
example, if Lbe Centrefold plays Chance and gets the message *You Win®, then the Centrefold wins, aof you. Since both you and the Centrefold
may play this option, don't panic if it starts up unexpeciedly, its just the Centrefold playing Chance.
“The following is  list of the Chances, and the odds of getting that particular result:

Win/Lox game (50% win, 50% losc) %
Exchange Markers 5%
Extra Tum (50% 1 turn, 50% 2 extra turms) 20%
Adjust SCORE (50% add 10 points, 50% deduct 10) 30%
Nothi 40%

othing
If “Nathing* occurs, then you lose your tam.
End Game: The game ends when either of the players reaches the GOAL points, a Chance option of *Win® or "Lose" is ralled, or either playor
hasno leRt on the board. Esch board marker is worth 1 GOAL point, and the game ends when either of the players reaches the value
displayed in the *Goal is” area of the contral field afier one complets move. Remember, & move consists of one tum each for both you and your
opporent, 0 although you may have reached of exceedad the GOAL points, if the Centrefold has a turn remaining, the Centrefold can still play.
In fact, usually someons will go aver the GOAL value, but the next player will capture back some of the chips that excoeded the GOAL points.
When the gamo is close to boing over, you will bear three beeping sounds, and there will be 2 alight pausc in the game. This is to help you realize
when the game is about 10 be terminated. Note, this feature may not be valid for GOAL points less then 12, 30 you should always watchthe
GOAL and CHIP points.

‘The Final Double-Up Game Results: The game is ended when the GOAL points are resched or exceeded. However, the game is won or lost
bazxed on SCORE points. During regular play, the SCORE value is constanty updated, 5o at the termination of the Double-Up game, the SCORE.
value is final.

Scoring is determined in the following way: Each marker chip is worth 1 SCORE point; each red marker will subtract 10 points from the score,
cach green marker will add 10 paints; chance points arc added and retained in your overall SCORE. The player with the highest SCORE value
wins. The final results will be displayed in the message area a3 *[ win® or "You win.”

Double-Up Game Endlng: When Double-Up is over, the game will wait for you to press the ReturnvEnter key (o press the mouse button). This
will allow you time to summarize and verify the game results.

Quit and Save Game: At any time during the play, you may elcct toselect the "Quit™ button (you can also type 'Q' from the keyboard - PC only).
This will terminate the game as well as the Centrefold seroen and return you to the opponent select screen. At that point you may choose another
opponent or exit the program.

PC Version only: Save the game by sclecting the "Save” button. Note that to save the game, your disk must be in the drive and should not be:
write protected. A saved game is started simply by sclecting the "Load” button on the opponent select scroen.

What Happens Afler Double-Up: Afier the game is over (and you press Retum/Enter or click the mouse button), you retumn to the Centrefold
screen. 1f you lost, the square that you were playing foc will be cavered and the game will fash the next uncovered square. This will be the next
goul square. If you won, then the squarc that was flashing before you played Double-Up will be uncavered, and the next covered square: will flash.
You play the Centrefold until either all of the squarcs are covered (you lose), or all of the Centrefold is uncavered (you win!). When that ocours,
the screen will remain untl you press RetumyEnter or click the mouse button. You will then retum 1o the select screen. To exit to DOS (PC anly),
sclect the "Quit” button.

Sound (PC only): If you wish to "tumn off” the sound ffects, press the 'S' key.

Colour Palette (CGA - PConly): If you sre running the CGA graphics version of the program, you might wish to experiment with changing the
calour palette. To do 30, press the P’ key. As you continually press that key, the screen will cyele through the three possible CGA colour palettes.
Returning to Workbench (Amiga only): Select the "Quit” option on the opponent select screen to return to the workbench.

Important Notice! The files on your Centrefold Squares disk are encripted, Tampering with them may destroy the program and void your war-
anty.



