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I The Game of Chess

The game

Chess 25 Lhe olassic game of mansuver and conceol. [t i= played on en BxE beard
briween two players, each with initinl armies of 16 péeces el up ax shown (Figure
1)
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The players take lurns, starting with White, each moving one piece per turn with
the goal of capturiog the enemy king, Only one piece can oocupy 4 square &t &
Lime, and an enemy plece may be captured by occaping its square and removing it
from Lhe pame.

The eight columns or filee of the board are lettered A-I and the vight rows or
raries wre pumbered 1-5 ns shown, Bneh square s Identified by its file and rank;
thus the Biack King is initigliy on equare Ef.

The pieces
There are six kinds of pleces a3 shown, each with ils nw.rl. patiern of movement:

Tne Fgwn, represented by sn arrowhezd, can advance along its file in the di-
rection af its arcowhed sne squrce per burn onte an uneccupied square, s shown
by ihe galid arrow in Figure 2, It is, bowever, able to capture an enemy ]Jiece
disgonally ahead af It, 8 shown by the detted arrows, and is Lhe only chess picee
io move and cepture dl.ﬁe:rent[f The pawn iz the foot soldier of chess, needing
support [rom the other picees {o ndvanes safely, but vital in holding territory. Ses
|z Lpuble Advance, Eo Paesant, and ﬂueeni.ng below.

The Knight, represented by a horae, moves obliquely, 2 siqisares laterally and 1 do
gither side, 24 shown in Figure 2. [t does oot travel directly over any other
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squares and therefors rannot be blecked, making the Knight ideal for behind-the-
lines raidz. T is worth about three pawns,

The Hizhop, represenled by n miter, moves dlagonally aoy number of empty
squares a& shown in Figure 2. It may eapture an enemy encountered on the
dlagmonal, bt cannot continue beyond an cccupied sguare, 4 Bishop can mever
encounter itz brother since they are confived to squnres of opposite color, but It s
a nimble piece, zhle to cross the board in 2 single move. It is warth sbout three
pEWns.
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The ftowdk, reprezented by & casile, moves Laterally any number of smply squares
as showmn n Figuee 3. Tt may vaplore any enemy eneountered, it cannot continue
bevond oo oecupied squore, Although too valusble znd confined to rizk in the
OpEnInE Fame, it is & powerful piece, able Lo foree checkmate of B lone enemy
king. It is worth aboul five pawns, Soe Castling below.

The Queen, represented by o dindem, moves disgonelly or laterally any oumbser
of empty squares 8s shown in Figure 3. It combines the moves of Bishop and Real
and iz the most powerlul pleee by far, bul must be used carefully sinee its uo-
compensaied loss is generally fatal, It ts worth about nine pawns,

The King, represented by & crown, moves one square In any direction as shown in
Figure 3. It iz vulperable to attack if expased, but must nonetheless be ready 1o
play an zetive role gnoe the major pieces have been captured. It is of course in-
vilupble; sny other piece must be sacrificed U necessary Lo save the King, Soe
{astling below.

If a player moves so that be could copture the eoemy king with his oext move, the
king is sald to be o check, and it i= custamary to warn the appohent of this, It is
illegal for & player to expose his own king to check, or to leave it in check when it
can be saved. If it cannot be saved, the check is checkmats, 2nd the games iz then
ended before the king i3 avtually caplored, A gome is considered & draw I
neither player can proceed to checkmate, A pleyer must move when it is his tarn,
buot if every move would expose his king to capture and thus be Olegal, the game i
eonsidered & stalsmate or draw; achievingthis maybe the strotegem of Inst resort
for a loging side.



Special moves
To improve the pace of the game, the following speclal moves have heen added:

Double Advence nnd Ex Pazaend. For faster development, a pawn may advasee
two squares, provided they are unoveupied, from its initial position, However,
thiz Is nid inlended ns 0 move to bypass 20 enemy pawn thas would have been able
Lo cxpiore had & single advanse been made. In such a siluation [Figoce 4], the
double advance is permitted, but the apponent has the en passant option, for his
texl Lurn only, of returning the pawn to o single advanee and captoring it Chare.

giucenrng, If & pawn suecessiolly reaches the opposite edge of the board, it is
protoled to any olher piges, exoepl a duplicete king, The chedee s osually a
queen, aod this dramatic incresse of power makes the advance and gueening of 8
mawn the crlilcal feabure of Uhe end of many games,

Coatling safsguards the king while centralizing the cook. If a previously uamoved
ronk van move next to the previously unmoeved king and be unattecked ihers, the
ployer may place the king on the other side of the reak (Figoee 5). Castling out of
check i not pecozilbed.
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11 Basic Operation

Playing & ganme with BOKIS

1. Plug in the unit znd set up the chesshonrd.

2, Switeh BORIS on, sliding the switch to BESET and releasing, BORIE will
dlzplay BORIS FLAYS BLACK, and then show:

= e e . o, e —————
¥ i 1

The ik refer to the aptional tmer [see Specin] Festuzes). The hyphen shows the
side to move, _ for the near or Whize alde and — for the far or Black side. Since
White moves first, BORIE is awaiting your maove.

2. Each square on the board is identifivd by its file letter and rank number. Muve
wour pigce on the bonrd amd key in the sguare you moved from, immediately

follpwed by the sguare you moved to, wsing the double-purpose |A.1] Lhrough
[H.3] keys.

Example: After advancing yuur king pawn teen SgUArES. pPTeEs |[E][21 TE]14]

Eo_EH 00

4, Cheek that the display shews rour mave correctly. If there is an orror, clear
entry, using [CE1and starl over.

5. When the display is correct, dnler it using [ENTER]- BOR1S will flosh Lhe
diapiay while he i3 computing. then show his response. Expmple:

ey . -y e -
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Mote the hyphen shows this is & move for Black, Move BURIS'a piecs, and enter
your pext move &5 in step 3. Do not press |CE] or [ENTER] before entering your
mave: BOELS will antomatieally clear the display and reverse the hyphen when
FoaL start Lo enter your mave.

BORIS may comment o your moves oocasionally, ard will show CH or MT l Lhe
eight of the display when he checks or mates you. If you make an ILLEGAL
MOVE, BORIS will 50 indicate and refuse to enter it. This featurs is wseful for
catehing inadvertent errors in entering & move, BS well a5 correcting novies
plyers.

If you checkmate RORIE he will display COMGRATTILATIONS. To start & new
gamee, slide the switch to RESET position and release.
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Entering wpecia] moves

Gueendng. BORIS automatleally Lurns & pawn inby o gquesn when IE rezches [ta far
rank. You ean override this if vou wish; see Underprometion in the Special
FFeatures section.

En Pazsant, Enter the move of your capturing pawn. Provided it wos just ad-
vaneed Laro squarss, BORIS will nutgmatieally remove his captured pawn.

Castiing, Enter the move for the king enly; BORIS will autometically move the
approprizie rook. Thes Bl (] deseribes queenside casting, and E1 Gl dascribas
kings=lde.

Sample grme

The following shows the start of a pame with BORIS. BORIS ks designed o vary
his play, 50 he will oot alweys respond with these moves.

Urperation Drisplay Description

Power-Un i L After “BORIZ Plays Black™
IE112 [Ei[4] e T Player advanees King Pawn
IENTER] L7 T0E .00 BORIE offers Queen Pawn
[Ell45 (D51 EiMo g 00 Flayer vaptures Pawn
IENTER] 48705 gl BORIS recaptures with Queen
[B]{1] [0 Player Lthreabens with Knight
[ENTER] BURIS retreats and checks
[F1[2] [E]{2] Player interposes Blshap
|ENTERR] DORIS davelops King Knight
[GIL] [F1[3) Plsrer devalops King Enight
IEMTEER] EORIZ develops Quesn Knight
IETI] [G)[1f ELL i i Player castles, Kingside




111 Special Features

Mecalling the board

You may recall BORISs internal board at any time by using the [TLAME] key.
This steps through the board from rank 1 to rack 8, showing the rank number
whilis pressed, and the pieces in position on thel rank while releasead. The symbols
userd are described in Section [ The display relurns to showing the move
fallowing rank &.

Medifving the boacd

Any pives ean be added to er removed from the board as fellaws:

1. Bbap up Lo doz rank using the [RANE] key.

&, Bipp aceoss Lo its square using the [ 1 key. This advanees the hyphen ane
square when pressed. After resching the rightmost aquare, the hyphen returns to
L b Teft.

3. Chanse the colar represented by the hyphen using the [B/W] key as necessury;
nate the hrphen will form the base of the new plece. The |B/W] key will invert
the hyphen, displaying it while pressed, and mey be used to find the byphen with-
ot pdvancing il.

4, Create the new plece using the [« ] - |#9] keys. The |0] key erases a square. The
hyphen is advaneed io Lhe next square automatically.

5. Return to step 1 or 2 fur Turther medifications, When finished, exit by pressing
|EMTEER]

Changing sides

1f you wish to play Dlock, simply use the [B/W] key Lo invert the hyphet e the
Black position when you enter your move. BORIS will then eomputs a respunse
for White. Ta obtein RORI's first move, pross [ENTER] without keying in a
mOvE,

You mey change sides n the middie of 2 game if pou wish, or even have BORIS
play against himsell by pressing [ENTER] repeatedly .

Correcting blunders

If ou wish in change your last move after seeing DORIS's response, you may
muwve your piece back 1o its asiginal square by the procedurs above, BORIE does
nat perform hix move untid you enter your response, and eancels his move whie-
ever you change the hoerd. You may chen enler your new move inslead. Be sure
the hyphen is set for your side aller restoring the boprd.

Miegal moves

1f RORIS appenrs to make an Hlegal move, you and he heve probably read o move
differantly. 1lse the [RANK] key Lo view BORIS's board and restore the pesition
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before the error cocurrad. Eet the hyphen ta vour slde, key in your move if iL s
vour turn, and press [EMTELR ) Lo proceed enrrectly,

HEORIS rejects your move 28 illegal, again be sure vou and he do oot disagree on
the position. Remember ROR1S will not permit you to move vour king into eheck
or leave him there. Also, BORIS will nol allvw you to move his pieces unless you
chinge sides, so be suse the hyphen is positionad for your side of the board. Of
course, i you really hove no legal moves, BORIS has stalemaled you and the
o is a draw,

Playiog from o posilivn

You may set up an arhitrary position by entecing the picess rank by rank. To
erase Lhe initinl position quickly, use the (CE] key to clear an entire rank. Sct the
hypheo for your zide, key in 2 move if it is vour turn, and press [ENTER]

Seiling Lhe Limer

BORIS ean parform a deeper onolysis, vp to four moves abead for each side, i you
give him more time using his bulle-in 106k-howr times. To set the timer, press
[EET]. This diaplays the current interval in hours, minutes, and seeonds, initinlly
{0 O ). Thisz may be changed to the desired time interval using the [0 - [¥] and [J
keys, snd entered by pressing [ENTEER]. This resets the timer to the new in-
tecval, and the seconds may be seen counting dewn in the right of the display.
Example: Toset 20 seconds, press

i i T
[EET] [0] [0] [i¥] [2] [3] [0] [ENTER] !l—l ] D = L : EE .——iE L

1
———— -

With the abave interval, BORIS will almest alwars find any mate in one,

When vou enter & move, the timer is reset and DORLS will computs o response al
auccesaively deeper levels until his time iz exhausted. He may return shead of
time if he finds o forced win or losa to the geme. He will aotometically proceesd
to a deeper analyzis as the number of moves to be considered i3 reduced by the
prigrass of Lhe geane,

To recall the entire timer, press the [TIME] ker. This displays the hours,
minutes, aod seconds remaining while pressed.

To recnll the imtervel without resciting the limer, press [SET] [RANK]
[ENTER]

Stopplog BORIS

To siop an noolysis ahend of time, press  [SET]ICE] [ENTER]

This clears the interval and the tiner and causes BORIE Lo respond with the hest
mve feem his Lot complete anplysis,

Glving BORIS mar= Ltime

To keop BOKIS working on an anolysis, you may modify the interval and reset the
timer while he is computing 25 sbove, or reset the timer fo Lhe same Interval
again by pressing [3ET) [ENTER] '

Playiong agminat the timer
Yau will notice thot BORIS resets the timer to the current interval when ke re-

9



turos with & mowe, The Umer is pow timing you, offering you the challenge of
replying before it reaches zero. If you do not respond in titie tacre is ni penalty;
It sipaply means you are oot moving io the time you allew BORIS.

Secing BORIS compute

When yvou set the timer for an appreciable time, you will see various moves flash-
ing in the display. Thess are the best moves BORIE has found so far al his eurrent
level of analysis. If you recall the board while BORIS i computing, you will see
him moving the pleces around, trying the effects of the verious moves.

Asking BUORLS again

HORIS is designed to provide some variely in his play in a position where he haz
several equelly good responses. You may nsk BORIS Lo compute agnin on s
pusitien, to see if he rezponds differently, by pressing [CE][B/W] [ENTEE]

This cancels his muve, returns the hyphen to your side, and tells him 1o re-
pmpuLe on the same position,

Upnderpromption

Il you want to advanes and promole & pawn to & lesser piees Lhan a queen, you
maoy prriorm your move by modifving the bourd. Press any move entry key to tell
BORISE you aecept his lnst move, then modify the board to remave your pawn on
the seventh rank and ereate the promoted piece on the sighth rank. Then press
[EMTEE] to tell BORIR o eompute his response,

Hinge Removal
"NEWDWAHLE LID”
P T o
I:l.I 'l: 12 &
FULL STHIE FUFE TOEAED S2TIICR CF DK
Factors service

If BORIE does not perform as deseribed and you are follzwing the insiructions,
try using & different electrical outlet.

Flay verification may be made by letting BORIS play himsell ax deseribed [n the
changing sides paragraph. Verify that he makes legal moves for both sides, 1T a
prenblam i selil ensquntersed, record the events leading to the peroblem and cootact
the factory by mail or phons.

APPLIED CONCEFTS, INC,
P.0. Box 2552
Garland, Texas THkil

214 157
(214) Z}4-1:51 10



Ao WOpOHESE quUnE yunod
Koy pua qeoay

LELFETTN]
YIHME ,ummm-zn..“:_u/// BAGLI 1 dajua o) Aoy \\.I Aoy Buibupys 46|00

f,ﬂ,_ _m

——- LBy BOUDAPD wadAH

Lk 1500
(DA B
AAOLL
seaac v sebioyn ol :Bunajue Joy shay
59} Luawppdiny ——T T T
y 3 T LBy [DAJEAN (D25
asopd Bukiioo YU
1 TN - | B AR
PRUOW. I BAT - I
/ﬁr e BAOLL
e | N =Ja) Aey Duuben
pADOS B5AYD —— T
peego) - bupog - Huo
[SRUDW  UQINISY| - [EAd Bl
UM Bl aiqoysoeg —— o
S el i ang
| T d : J0y Appdsig
et |t AL e’ el T e R R SRR

11



BORIS PLAYS BLACK

..ot White  ....orboth

Expert or novice the challenge is yours with

BORIS... Computer Chess. Mind game
technology for in-home use.

*Frogrammehls Timer — Allows adjusti=ant of tha level of play 1o metwh phyer phill, A= time is
inepeased, Thy leval of plar improves.

*Programmahle Positionlng — Alloss ¥o0 tg position the chess pieecs ot any slarting posilioos.
Very handy [or mid-geme sizatepy study.

aHasdicapping — Fastienlerly handy #nr begizoers. You mey program Docis o apot (remeved sof
pisen Fou wish [or handleappizg,

]
E
=

sMMuge! Moves — Foris eheoks for illage] s and rujeets them by stating “ILLEGAL MOY

s Alpka-sumerle Tieplay — An B digit elphe.oumesic display alows full rack display 223 ellewn
Borin 1= talk ta you, Ersmples: “BORIS PLAYE BLAUKE™, "ILLEGAL MOVE", “GD MOVE®,
“HAVE YU FLAYED EEFOARE", SOOMGHATULATIONS®, . eic,

aSigndsrd Metation — Poels uses standand eless nodation.

*[patling — Doris boak castles and recognizes eastling,

=Ex Prssmat — Borisbolk réecgziren and ysea B Passant.

«(neening — Baris subomplically goeens when the peers resches the Bth rank.

«Calor Selection — Boris ras play black oo white or brik, ¥os, Toris ce= even be muds o play
himselE,

sHank Display — Goris diplays piees is cach rank &8 symbals rather than numbers, makisg
editing =aay. Hecogmizahila £t o glancs.

*Player in Uheck — Doris desotes CHECK oy displaying “CH' in the seoomds leeotion

Playur ln Checkmali — Teorin hanntes CHECHMATE br fispleying = WMT' i secymala becalion .

«¥oried Flay — Doris doas not follow & kol patlern of make the same meovis coch tims, His
progerem ia designad to choms [men gk bl sunwes he e find in the ameml of tine ke qm
Rrvemn.-

* A Paver — Borinoporates on osly Bweatbs ol TITVAC Wollage. He batteries Lo kak, Tun down ar
replacy,

aWasrasty — Boris has o 50 day limitel warreziz,
sHendernfied Cese — Halid walnol, hasd rubbed case. Chessleard end chessnen nchedel-

APPLIED CONCEPTS INC.
P, Box 2562 Garland, Texas 75041 e
214_2_3,-; _1_'.!_1?' Apgiiod Goreefdd, TR,



Below are a few suggestions to help you get the most enjoyment
from your friend, BORIS.

SELECTING YOUR LEVEL

The more time you give BORIS to think, the smarter he is., There-
fore, you can easily select the level of play by programming the
timer. Some suggested levels are as follows:

Level A - Do not set timer, BORIE will automatically respond
at his minimum response time. At this level, BORIS
leaves himself cpen for your attack, giving you many
opportunities to defeat him, A good beginner's level,

Level B - 30 seconds. Defeating BORLIS at this lewel indicates
vou have a good understanding of basic strategy.

Level € - 2 minutes. Good competition for an average player.

Level D - 5 minutes. Challenging competition for an accom-
plished player.

Level E - 30 minutes plus, A game that will keep a master's

attention.
WATCHING BOERIS THIWEK

While BORIS is scanning the board for his best move, you will see
the moves he is contemplating flashed on his display. He will

—— Finally selast the beostwmove he hos regahed sthen his =espenge fime —
has elapsed. Fress the rank button as he is thinking and you can
watch him moving the pieces while he is scanning for his bestC
move. If he reaches Eis decision while you are atill using the
rank key, he will automatically override the rank control and
display his deeision.

NOTE

BORIS users have experienced games where BORIS will indicate amn
illegal move when the player feels certain that the entry is wvalid.
When the ranks are wverified, pieces appear in positions where

they seem not to belong. Obviously, this could be caused by a
malfunction of BORIS' computer; however, thru extensive testing

we have determined that players have not read the display correctly
during previous moves. BORIS' special display is designed to be
viewed from directly in fromt of it. If wou look at the display
from an angle, it is possible to misread & board position and you
will move a piece incorrectly. This will result in "ILLEGAL MOVE"
to be displaved at some future move.because the computer has the
pisces at one position and you have them at another.

BORIS' computer circuits generate heat and the front metal panel
iz designed to act as a heat dissipator., It is normal for this
front panel to become very warm. CAUTION: Do not close BORIS'
cover when power is ON. Excessive heat will build up in this
closed case,



