
Welcome to LUNAR CRATERS 1.10...

Lunar Craters is patterned after an age old classic ‘Chinese 
Checkers. Our version of this exciting little game offers a few 
additional options to further your enjoyment.

LUNAR CRATERS History...

One of our employees started writing the code beginning 3/03/93 
6:00 PM. He was out on a Saturday browsing through some of the 
local antique shops. He came across an old (I guess it was made of a
heavy cardboard) Chinese Checkers game board. This sparked an 
idea. How about adding a little Sci-Fi tilt to this old game. We 
decided to spruce it up a bit and release it to some bulletin boards 
as SHAREWARE. This is the second release, version 1.10 with 
digitized sound. Not much testing (officially) was done on version 
1.0 and we discovered problems with the Quadras. Many different 
system configurations exist today, so if bugs arise, please let us 
know.

Release History...

•    Version 1.0 released 3/03/93
•    Version 1.1 released 5/26/93

Version 1.1 Updates...

•    System 7.xx compatible.
•    Improved marble alignment.
•    Now runs on Quadra systems.
•    Added Black + White graphics.
•    Improved grayscale appearance.
•    Added more sound volume levels.
•    Improved appearance of animation.
•    Added more animation speed options.
•    Planet sizes according to screen size.
•    Increased number of colors from 6 to 12.
•    Fewer problems running under MultiFinder.

Which Macs can play LUNAR CRATERS...

As of this version (1.10), LUNAR CRATERS will run on black+white 



and color capable Macintosh systems. A second set of graphics was 
created to provide a more pleasing look in the black+white mode. A 
list of system configurations that Lunar Craters was tested on is 
provided below.

•    Mac Plus, System 6.05, 4 megs.
•    Macintosh II, System 6.08, 8 megs.

Who is playing LUNAR CRATERS...

We would like to know who is playing LUNAR CRATERS. Please send 
us a postcard, letter or Email (Online-America, send to ProSoft) 
letting us know what you think of the game. This is SHAREWARE, so 
registering your copy is greatly appreciated. It does take time for 
our people to produce a well written game, and the more people 
that pay the modest registration fee, the more games we can make 
available to you. Your ideas, suggestions, comments, New Games?, 
etc. are indeed valuable to us, so send them along with your 
registration. Thank You...

Game Objectives...

LUNAR CRATERS follows the same rules as the standard Chinese 
Checkers game. Starting out the game, marbles are sitting in 
opposing triangles. The object is to transfer all your marbles to the 
opposite triangle in place of your opponents marbles.

A marble can only jump one position per turn. An exception to this is
when the marble jumps another marble. In this situation, a marble 
may jump multiple times. Remember you can only jump one marble 
at a time, that is, a marble - space - marble - space, etc.

There are times when the macintosh may not know if you desire to 
make additional jumps or not. Just click the mouse button on the 
marble you last moved to terminate your turn. When the up-arrow 
cursor is displayed you are expected to choose (pickup) the desired 
marble to be moved. If the down-arrow cursor is being displayed 
then you are expected to pick a spot for your marble to jump to.

HELP...

****** Apple Menu ******



The About box is located here. This simply displays a dialog box 
telling you a little about us and LUNAR CRATERS. Hit a carriage 
return button or click on the ‘OK’ button with the mouse to dismiss 
the dialog box and return to the game.

****** File Menu ******

The first menu selection starts a NEW game. The player can also use
the command key combination ‘N’ with the same effect.

The second menu selection LOADs the previously saved game. Again
the player may use the command key combination ‘L’ instead of the 
mouse.

The third menu selection SAVEs the current game. You may save 
your game at any point and as often as you like. LUNAR CRATERS 
can only save one game at a time, so saving a game will erase any 
previously saved game. The player may use the command key 
combination ‘S’ instead of the mouse.

The fourth menu selection ENDs the current game. The players will 
be asked if they desire to SAVE the game at this point. Again the 
player may use the command key combination ‘E’ instead of the 
mouse.

The last selection on the File menu Ends the current game, QUITs 
the program and returns you to the Finder.

****** Feature Menu ******

The first two items are Hierarchical menus. The first of the two 
allows you to choose one of four animation speeds    (None, Slow, 
Medium, Fast). By default animation speed is set to medium. If 
‘None’ is selected, the marbles will simply be moved from one 
location to another without visually jumping.

The second item allows you to set the sound volume to your liking. 
When you QUIT the program, the original sound volume of your 
system is restored.

Next on the menu is ‘HELP FILES’. You are there now.

‘MENU OPTIONS’ displays a simple dialog box that briefly explains 
the menu options available to the player. Hitting the ‘OK’ button 



dismisses the dialog box, returning you to the game. Selecting the 
‘HELP’ button will bring this ‘HELP’ file to the screen.

‘PLAYER OPTIONS’ also displays a dialog box. The players may select
from two (2) to six (6) players. The names and their respective 
colors will be displayed as you choose the number of players. A 
player may change their color by clicking the mouse on their name 
and choose a new color from the selection along the right edge of 
the dialog box. If a player chooses another player’s color, the other 
player in turn will receive your old color. If Lunar Craters is running 
on a monchrome (Black + White) system, the dialog box will display 
the available patterns instead of colors.

As a solo player you may play against the computer. To play against 
the computer, type ‘Computer’ in place of a players name. the Mac 
will understand that you want it to play this position. The computer 
may play several positions at the same time if so desired. When the 
Mac is playing more than one position at a time, you may append 
additional characters to the name ‘Computer’, such as ‘Computer 1’.

If desired for demo purposes the ‘Computer’ can play against itself 
with as many as six positions. If you have the ‘Computer’ playing in 
the number one (1) spot, you must make the first move for it. This 
allows you to run a ‘Computer’ demo with different outcomes.

‘TALLY SHEET’ allows you to see the tallies (Wins/Losses) for the last
six players. Other information presented here tells the players 
colors and the number games played since you last started the 
program.

If desired, you may clear or erase all current tallies by selecting the 
‘CLEAR’ button.

***** A friendly Reminder *****

Please register this copy with ProSoft Inc. at the address below. If 
you have already registered this copy please accept our thanks. 
ENJOY!!!

ProSoft Inc.
2754 Cardigan Lane
Mound, Minnesota
55364

(612) 472-5596


