Yahtsee

Copyright

D P Smyth 1988

This game offers fun for all the family 7 years to adult.

The game requires a certain amount strategy and the luck of the dice.

Ideal, for family fun or parties as up players can participate at one time.  Alternatively, play a challenge match against the computer, which you will find a worthy opponent.

YAHTSEE

REQUIRED ACCESSORIES

Basic Language Cartridge

Cassette versions
16K RAM

ATARI 410 Program recorder

1 to 2 Joystick controllers

24k RAM

(ATARI 410 Program recorder

1 to 4 Joystick controllers
(Note – these are available to upload to    site if there is a request for them.)

Diskette version. (As supplied – runs OK on Atari800Win by Rich Lawrence and David Firth.but not on Gemulator or Xformer)

48K RAM

ATARI 810 Disk drive

1 to 4 Joystick controllers

YAHTSEE

LOADING INSTRUCT IONS

Cassette


1.
Insert basic cartridge

2.
Connect up to four joysticks

3.
Rewind tape

4.
Turn computer off

5.
Press START key and keep pressed

6.
Turn on computer while pressing START key

7.
You will hear one ‘beep’ release the START key


   and press PLAY on your program recorder

8.
Press RETURN key

Diskette

1.
Insert basic cartridge

2.
Connect up to four joysticks

3.
Turn on disk drive and wait for BUSY light to go

      out

4.
Insert diskette in drive and turn on computer to

      boot program

NOTE — Do not turn off drive with diskette in it. You may lose information on the diskette.

A successful load will be greeted by the program title, date and author.

The screen will then display a flashing Start—Select prompt. Use the SELECT key to select number of players, then press the START key. Use the SELECT key again to select number of joysticks, press the START key to begin the game.

The one Player option is player versus computer. To play a One Player game without computer opponent press the OPTION key while pressing the START Key.

A score sheet will appear with five randomly rolled dice. Select dice you wish to hold by pushing the joystick up or down until the cursor is adjacent to the dice, then press joystick trigger. Repeat this to hold up to four dice then select ‘R’ (for roll) and press trigger. The unselected dice will then roll again. The ‘R’ is below the bottom dice and is not visible until selected.

If after the first or second roll you wish to hold all dice, push joystick to the left to skip any remaining rolls and select category.

If an incorrect selection is made or you change your mind after selection, just push joystick right to clear input and start over.

The direction of joystick for hold and clear is indicated at the bottom of display.

 After your three rolls or after you hold all dice, the ‘aces’ category will flash and a prompt “category” will appear. Move joystick up or down to select desired category and press trigger.

 This is repeated until all categories are filled.

On commencement of a players turn the player number will appear on the display and dice will change colour to make this more evident.

RULES OF THE GAME

For one to four players — to try for highest score.

Objective of the game.

To get the highest score for one or more games.  Player with highest total score for all games (up to six) wins.

An alternative is to play first player to win a predetermined number of games.

Game Summary
In each turn a player may roll the dice up to three times, to obtain a scoring combination. The computer will roll the dice on commencing a players turn.

The player then has two more rolls. On completing a turn you must select a category whether it is a scoring choice or not. The game ends after thirteen rounds, when all categories have been filled.

1.
Player one (left joystick) always goes first.

2.   In each turn a player is allowed a maximum of three rolls of the dice although he may stop after the first or second roll.

Pushing joystick left will skip any remaining rolls and the prompt “Category” will appear.

3. All five dice are rolled by the computer for your first roll. For the second and third rolls the player may hold from one up to four dice and roll again. Players need not declare what they are trying to make (which category they are trying for) and may change their minds at any time.

4. The dice are final after the third roll and must be scored.

SCORING
USE THIS SECTION AS A QUICK REFERENCE

TO ANY FUTURE SCORING QUERIES

Scoring.

Each player must make their own decision of what and where to score, based on their individual strategy.

Each game consists of thirteen rounds.

A player must place a score or a zero after each turn, in one of the        thirteen categories.

The
13 categories are: “Aces”, “Twos”, “Threes”,  “Fours”, “Fives”, and “Sixes” in the upper section and “3 of a Kind” , “4 of a Kind”, “Full house” ,“Short run”, “Long run”, “Yahtsee” and “Chance” in the lower section.

At the end of a turn, the player must select a category (whether he scores or not).

A category can be used only once in each game. Players can score a zero at the end of a turn if they believe this to be to their advantage. The categories are filled in any order, Subject to a players best judgement.

The score sheet incorporates an upper section and a lower section. The upper section is totalled separately. If a player scores 63 or more in the upper section they will receive a bonus of 35 points. As a quick reference, if three dice score in each category, i.e., ‘three Aces’s ‘, ‘three Twos’, etc., the total will be 63.

So if you drop say a ‘Two’, that would mean you would have to score five ‘Aces’ or four ‘Fours’, ‘Fives’ or ‘Sixes’ to make up the deficit. The grand total of all categories plus bonus (if any) is scored at the bottom of the score sheet.

Upper Section.

A.
In the upper section there are
    ‘Aces’

‘Twos’

‘Threes’

‘Fours’

‘Fives’

‘Sixes’

  i.e.,
categories 1 — 6.

If any player chooses to score in the upper section his score will consist of the total of the dice relating to the particular category chosen, Spare dice are not counted, i.e., 3 ‘fives’, 1 ‘six’ and 1 ‘four’ would score 15 in category Five.

B.
The player can enter the total of any number of the same value dice in the appropriate category in the upper section. For example: A players final dice are:                   ’ace’

‘ace’

‘three’

‘five’

                                                                                           ‘six’

The player may choose to score:


2 in the Aces category,


3 in the Threes category,


5 in the Fives category, or

6 in the Sixes category.

C. If a player is unable to score in either the upper section or the lower section they must select a category of their choice and score a zero.

Lower Section.

The lower section is played exactly as described by the categories.

THREE OF A KIND.

Will score only if the dice show at least three of the same number, and scores the total of all dice.

FOUR OF A KIND.

As above except Four dice must be

of same value.

FULL HOUSE.

Will score 25 points when dice show three of one number and two of another.

SHORT RUN.

Will score 30 points when dice show any sequence of four numbers.

e.g.

‘ace’, ‘two’, ‘three’, ‘four’, ‘any’.

LONG RUN.

Will score 40 points when dice show any sequence of five numbers,

e.g.

‘two’, ‘three’, ‘four’, ‘five’ and ‘six’.

N.B. LONG RUNS may also be scored

as 30 points in the SHORT RUN category

YAHTSEE.

Will score 50 points when dice

show five of the same number.

CHANCE.

Will score the total of all the

five dice.

YAHTSEE Bonus
a.
A player receives a YAHTSEE Bonus (Value 100 points) for their second and subsequent YAHTSEE’S, if,  and only if the first YAHTSEE was scored as 50 in the YAHTSEE category, (if the player had previously scored zero in the YAHTSEE category, they are not entitled to any YAHTSEE bonus in that game).

YAHTSEE used as a joker.

A YAHTSEE may be used as a joker in the lower section when BOTH of the following conditions are met.

1.
The YAHTSEE category has previously been filled with 50 or zero.

2.
The appropriate category in the upper section has been filled.

If a YAHTSEE or YAHTSEE Bonus is scored the player is rewarded with a flashing score sheet as an acknowledgement.

After a Three or Four player game the score sheets will be displayed on the screen for A few seconds on a rotational basis, starting with player one. After this rotation, the screen will display all players total scores.

Restarting the game.

At the end of a game an option of play or quit will appear.

If ‘play’ is selected a new game will start with the same number of players and joysticks. To change from One player to Two players etc. select ‘quit,  the game will then start at the player select mode.

The 48k version utilizes an attract mode feature when in the player select mode if no key is pressed for one and half minutes. This sequence is recurrent.

Also, the game may be restarted at any time during the game by pressing the START key. This will also run through the player select mode, in case another person wants to join in.

The game is controlled entirely by the joysticks throughout.

This makes the game more enjoyable and convenient but be careful not to select ‘hold’ unless you are sure, as there is no going back.

That concludes the rules and strategies of YAHTSEE have fun and go for your record score.

