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INTRODUCTION

Congratuiations on your new chess playing partner, the Designer Mach Iff
Master! Wa at Fidelity International, Inc., are extremely proud to bring you this
chess computer, a unit which represents a giant step in today’s computer chess
technology. In July, 1988, at the World Open in Philadelphia, Pennsylvania,
chess history was made when a microcomputer chess game earmned a Master
Rating of 2265. As the owner of the very same pragram which achieved this
2265 rating, you now have the opportunity to observe for yourself the knowledge,
gkill, and cunning inherent in the Master.

This chess computer is also loaded wilh features! The sensory playing
surface enables the computer to sense and recognize each and every move you
make, and it communicates its moves to you via & large, clear Display Window
and LEDs which reference the board squares. Imagine being able to observe
the comptiter’s thought process—see the line of play it is considering, the score
it gives any particular position, how deep it is searching. How offen have you
wished that you could read your opponent's mind while he was thinking about
his move—now you cani And just think—in this case, you're reading the mind
of a masterl

And another thing—don't be afrald of it! Although your chess compuiter has
a master rating, you need not be worried that you will never win a game. The
Master aliows you {o set the leval of play to that which is most comfortable for
you. Thus, you can learn from your mistakes when you play against the Master
on is toumnament leveal, or you can delight in your own victories when you play
against your computer opponent on a lower lavel! No matter what, though, you
can be sure that the Designer Mach Iif Masterwill turn out to be the most superb
chass computer you have ever come up against!

Befora you go on, a nola regarding this manual; Although you might be
ternpted to detve right into exploring the Master's many special features and
playing options, wa recommend that you first familiarize yourself with SECTION
ONE. Reading Section Ona first will help you understand how to operate the
computer and how to play your firstgame. Alter that, go on to the other sections
1o explore all of the Master’s other intrigulng features.

And now, have funi

SECTION ONE: BASIC OPERATION

1.1 BATTERY INSTALLATION/REPLACEMENT

To instalt or replace batteties:

1. Besurethatthe optional transformer
is unplugged from the unit.

2. Locate the battery compartmant on
the underside of the unit, and gently
slide the battery cover clear of the
guide notches in the case, exposing
the inner compartment.

3. Remove and discard old batteries.

4. Insuraethatthe battery dips areclean
and rust-free.

5. Install four {4} "AA" size alkaline
batteries.

6. Replace battery cover,

1.2 LOW BATTERIES

If the computer appears 10 be hehaving emratically or signalling impossible/
illegal responses, this is a sign of low battery powar and the batteries should be
raplaced.

1.3 AC OPERATION (Optional)

Depanding on how frequently you play, you may wish to purchase the

optional AC transformer available for this product. Do not use any transformer
other than the Fidelity transformer designed speacifically for this product. Failure .
to do so can cause damage to this product which will void the warranty. If you
hava difficulty locating a .
Fidelity transformer locally,
anorder formis provided in
this manual for your
convenisnce.

For AC operation, plug
the transformer into an AC
wall outiet and plug the
transformer line cord into
the game. Turn the unit on
asdescribadin Section 1.5,

1.4 BOARD DIAGRAM

@ BOARD LEDS (LIGHT EMITTING DIODES): One LED adjacent to
@ach number and one LED adjacent to each lefter, The computer will
light one number LED and one letter LED to indicate the coordinates of
the square it wants to move a piece from or move a piece fo.

@ COLORLEDS: Used to indicata which side Is currently at play (Whita
or Black). Whenever it is your tum to move, the LED for your color will
Hight salidly. Whenever itis the computer's turn to move, the LED forthe
camputer's color will flash while tha computer |$ thinking.

@ SHIFT KEY: This key contains the LED to indicate whether or not the
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Shift function is activated. Pressingthe Shift Key toggles the Shift LED
on and off {pressing the Clear Key will also tumn the Shitt LED off). If the
Shift LED is on, the Red {or upper) key functions may be used. |f
the Shift LED is off, the Black {or lower) key functions may be used,

KEY SENSOR locatad here: Regardless of which key function you
choose (Red or Black), always press the center of the key to engage
tha function.

PROBLEM/VERIFY KEY: When the Shift LED is on, prass the center
of this key to enter Problem Mode (used for setting up midgame
positions or problems). Whan the Shift LED is off, press the center of
this key to verify the position of the chess pioces.

TIME/OPTION KEY: When the Shift LED is on, pressthe canter of this
key to dispiay total time used. When the Shift LED is off, press the
center of this key to enter Option Select Mode.

NEW/LEVEL KEY: When the Shift LED is on, press the centar of this
key to start a new game. When the Shift LED is off press the center
of this key 1o select and change levels of play.

REPLAY/TAKE BACK KEY: When the Shift LED is on, press the
canter of this key 1o replay the last game. When the Shift LED is off,
prass the center of this key to activate the feature used to take back
moves.

INFO/HINT KEY: When the Shift LED is on, press the center of this key
1o display Information about the computer’s last move. When the Shift
LED is off, press the center of this key to display a suggested move.

(10) ALTERNATEMOVE: Whenthe ShiftLED s on, pressthe center ofthis
key to obtzin the computer's “next best” move, When the Shilt LED
is off, press the center of this key to change sides with the computer,
to watch the computer play both sides, or to force the computer to
stop thinking and make a move.

CLEAR KEY: Press to deactivate the Shift Key. Also used to cancsl
illegal move indication or to clear a from square before you move tothe
to square. Used to exit from Problem Mode, Verify Mode, Time Mode,
Option Select Mode, and after choosing your playing level. Used 1o
clear the display after the computer's mate and draw announcements.

@ FOUR-CHARACTER LCD (LIQUID CRYSTAL DISPLAY): Used to
display a myriad of information at your raquest.

1.5 POWERON

Set tha ON/OFF switch to ON. i the optional Fidelity transformer is being
used, see Section 1.3, AC Operation.

A new gama is started when you first turn power on or when the New Key is
pressed.

When the gama Is first plugged In, the unit will beep, and the LED labeled
WHITE will flash {see Board Diagram, Saction 1.4). This LED indicates that it
is White’s tum to mova (in this case, to maks the first move to start the gama),
At this point, none of the options or special features are in effact. A new game
is always started when power is tumed on, and tuming the power off and on again
rasats the program to pre-game conditions and removes all previously selected
options. As you become more familiar with the operation of the computer, you
wilt find that using the FULL RESET feature (see Section 2.6} is exactly the same
as unplugging the unit and plugging it back in again, whereas using the New Key
will start a new game but will retain all previously selected options.

1.6 THE GAME BOARD

Set up the chess pieces with the
White pleces at the bottom of the board.
Each square on the chess board is
described, in accordance with interna-
tional chess notation, by a letter of the
alphabet deslgnating the vertical rows
(the Files}, and a number designating
the horizantal rows (the Ranks). Atthe
baginning of a game, the White King is
on Square E1, and tha Black King is on
Square EB.

1.7 HOW TO ENTER MOVES

Playing chess against your
computer Is iike playing with a human opponent—you make your move and the
computer responds with its move. The obvious difference, of course, is that you
must make the actual physlcal move of the plecas for the computer.



To make a move, 1§
pick up the desired |
piece, tiltit, and use the
edge of the piece to
press down gently on
the center of the square
(seediagram). Thistells
thecomputer where you
want to move the plece |k
from. Now move the ||
plece to its destination
square (the fo square]),
and press down on the
center of that square in the same mannar. The computer has now registered
your full mova.

1.8 YOUR FIRST MOVE
The following example will help you start your first game with the computer.
Let's say that you have chosen to move your While pawn located on Square
E2 (the intersection of File E and Rank 2} to Square E4 :

Step #1. First, tilt the pawn and press down on Square E2. The LEDs for File
E and Rank 2 will light up as shown, indicating that Square E2 is selected.

Step #2. Pick up the pawn on E2, tilt the piece, and press down on square E4
{the E and 2 LEDs will go out). The computer, at that instant, has recorded the
move that you made, and has bagun to think about its own mova, flashing the
BLACK {E1) LED o indicate that it is thinking. (In this example, however, the
computer will respond instantly becausa it is playing from its opening book, so
you may not even see the BLACK LED flashing.)
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Step #3. The computer will show you its move by lighting two LEDs for its from
square. {We have selecled the Square E7 for this example—you may get a
different response.) The File E and Rank 7 LEDs are lit.

iy

Step #4. Prass down on the Black pawn on Square E7. The from lights will go
out and two different LEDs will show you the folocation for that pawn. {We have
chosen Square ES for this exampla.)
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Step #5. Pick up the Black pawn on Square E7, tilt the piece, and press down
on Square E5. The tolights will go out, and itis tima for your next move as White
(as indicated by the solidly lit WHITE LED).

For each move, remember the thros basic steps;: PRESS, MOVE, and
PRESS AGAIN.



Nota: You may notice that, when moving your piece, the fo square LEDs do
not light, but when moving the computer's piecs, the LEDs for the fo square do
light. The reason for this is that once you have moved your piace to the fo
location, the computer is instantly informed of your move, and there is no need
forfights. Onthecomputer's move, the fosquare is it to show you wherato place
the computer's piace.

1.9 ACCIDENTAL WRONG MOVE

If you press down on a piece and the from square is lit, but you decide not
to make that move, press the Clear Kay, which will turn the LEDs off, and allow
you to enter another move of your choice.

If you change your mind aftar you have entered a whole move (fromand fo
squares}, then the computer has accepted your move and is already consideting
its courtarmove. In this case, simply press the Take Back Key, and the
computer wilt guide you through the take back (see Section 2.9).

1.10 ILLEGAL MOVE

Thae computer will only allow moves that are in compliance with the rutes of
chess. lllagal moves are not accepted. The computer notifies you of an illegal
move or error by beeping and keeping the LEDs lit for the fromsquars which was
pressed. To undo the error, you have several options:

1. Pick up that piece and press it down on the square you actually
intended to move it to: or,

2. Prass the piece back down on the from square {the LEDs indicating
that square will go out), and then enter another move; or,

3. Prassthe Clear Key to turn the LEDs off and put the piece back down
on its original from square. Then anter another move of your choics.

IMPORTANT NOTE: Method #3 does not insure that the incorrecly moved
piece has been retumed to its original location, bit rather leaves it up 1o you to
replace the piece correctly.

Fleasae nota the following circumstances, which will also cause the computer
to beep an illegal move indication:

1. Pressirigdowncna pisceofthewrong coler (6.g., itis White's turnand
you press down on a Black piece).

2. Pressing down on the wrong square when making the computer's
move on the board (e.g., the computer lights the L EDs for square D8
and you inadvertently press down on square D7).

3. Praessingdown on an empty square without having first pressed down
on a piece which can move to that square.

1.11 EN PASSANT

The computer will capture a pawn en
passantwhenever it determines that such a
move is desirable, and it will also recognize
when youchoosetomove an passant. When
performing an en passant captura, the
computer will first indicate the pawn move in
the usual way, by lighting LEDs for the from
squara and then the to square. After you
nave moved the pawn, LEDs will light to
indicate the square of the captured pawn, to
remind you to remove the pawn from the
board, Simply press down on the captured AT BO 6O DO EQ FO A0 HO
pawn and take it off the board.
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1.12 CASTLING
The computer will castle by first parformirkg a King move and then a Rook
mave. To camry this move out on the board, first acknowledga the King move
by pressing the indicated from square and fo square. Then make the Rook's
move by again pressing the indicated from and to squares.
You may castte your King in the First prass
same manner by first pressing down
onthe King's frontsquare and then its
fo square, Atthis point, the computer
will recognize that you wish 1o castie,

A0 w0 20 00 EQ FD ad WO

and will light the LEDs for the Rook’s
move o prompt you to make that /
move on the board. Then press

Caution: Rememberthat castling from H1 1o Ft

is a King move. If you attempt to castle by moving your Rook firet, the computer
will accapt the Rook's move and immediately bagin thinking. To recover from
such a mistake, use the Take Back feature to take the Rook’s move back (see
Section 2.9).

1.13 PAWN PROMOTION

As in a normal game of chess, when a pawn reaches the eighth rank, it may
bepromoted to a higher-valued piece (usually a Queen). Onee you have entered
the pawn's move o the eighth rank, the LEDs for that square will flash {and
will appear in the Display Window) until you identify your promoticn
selection by pressing the key abova the picture of the piece you wish fo promaota
10 (i.e., to promate a pawn to a Queen, press the Option Key after the lights begin
to flash awaiting your choica). As soon as you make your selection, the LEDs
for that square will go out and the computer will start thinking aboutits next move,

It one of tha computar's pawns reaches the eighth rank, the computer will
evaluate its present position and will promote its pawn to the piece it feals will be
of most value, Since this will occur automatically, you may wish to use Verify
1o identify the promoted piece (see Section 2.3).

1.14 CHECK AND MATE

Any tima there |s a check situation on the board, the Display will show a dot
in the center below the area where the colon (:) normally appears.

If tha computer determines that you will soon bas mated, it will show
in the Display Window (where x = the number of moves until checkmate). Prass
the Clear Key to see the computer's move. Once the computer's mating move
is enterad, the Display Window will read (_n__ ) .

If you chackmate the computer, the Display will show .

Note: Whenever the computer indicates a mats in the Display Window as
described above, always press the Clear Key to dear the display.

1.15 BOOK OPENINGS

A book openingis a specialized series of moves that is used at the beginning
of any chess gama. |f you have noticed that the computer seems to move very
quickly at tha beginning of the game, this is because the Master contains an
Opening Book Library of over 28,000 opening positions from Grandmaster play.
If the current board set-up is contained in the computer’s library, it will play one
of the proper responsas to that position from its collection of moves and will not
have to think about that move choice.

The computear will normaily play only from its Tournament Opening Book—
thatis, it will play only those opening lines it feels are bast. However, if you want



he com 1o selact from a greater variety of book opening lines, you may
:;elect mput:;; Openings Game Option (see Section 3.6}, which expands the
Tournament Opening Book.
if you wi:)l'f 1o cngnoel the computer’s opening book, you may do so by
ing this procedure:
folow 1? Prass the Level Key and then press down on ona of the Mate Finder
Level squares (any square from H1 to H8).
2. Prass the Clear Keoy. .
3. Press Level again and press a square to salect your giasired playing
lavet (for information on tha computer's many playing levels, see
Section 2.7).
4. Press Clear once mora.

After following these steps, you will have effectively locked out_lhe (_x:mpmgc‘s
opening book. When this occurs, the computer will have no opening !!brary from
which to draw its movaes, 8o it will be forced to take time to think in order 1o
determine its own bast move from the baginning of the game.

1.16 THINKING ON THE OPPONENT'S TIME _ .

The Master has the ability to think on its oppenent's timp, a fupch9n which
improves playing strength on all levels. While the computer is making its move,
you are able to use that time to analyze the position and think of a col::ntermove
to the move the computer might make. Similary, thecornputeralgothmks ahead
while you are deciding which movata make. Thecomputer does this automatically,
whenever you are thinking about your move. )

You may cancel thinking on tha opponent's time by selecting the Easy Mode
Option (see Section 3.1).

SECTION TWO: SPECIAL FEATURES

Manyof the Mastsr's spedial features are activated
by the keys on either side of the Display Window.
Each ofthese keys is deatt with in detail in this section m
of your manual. It is important to remember that, G=Pross hors
when pressing a“key, you should alweys push m
down on the hexagonal area in the midd!e of the
key so that tha computer can register your action
cofrectly,

IMPORTANT NOTE: Before you begin using the Master's special
features, you must understand how to correctly use the Shift Key. Since
the Shift Key is used to access other keys, PLEASE BE SURE TO READ
SECTION 2.1 BEFORE ATTEMPTING TO USE ANY OF THE FUNCTION
KEYS.

m—

21 SHIFT
The ShiftKeyis unique, inthat ts sole purposeis to allow you to access other
keys in order to select their designated options. Just as a Shift Kay on a
typewriter will activate upper case letters, pressing the Shift Key on your
computer will enable you to select the upper (red) key functions (the LED inside
the Shift Key will be lit to indicate this). If the Shift LED is uniit, any of the lower
(black) functions may be selected.
Important: Whether the Shift LED is (it or unlit, always press down on
the conter of the key to select the desired function.
Remember:
A) If you want to use a key in the top row and the Shift light is off,
you must press the Shift Key first.
B) If you want to use a kay in the top row and the Shift light is on,
simply praes the desired key.
C) Kyouwantto usea keyintha bottom row and the Shift lightis on,
you must press the Shift Key first.
D) Ifyouwanttouse akey inthe bottom row and the Shittiightis off,
simply press the desired key.

2.2 PROBLEM (SHIFT LED should be LIT when using Problem Key)

Pressing the Problem Kay ( will appearin the Display), enables you
toenter Problem Mode. Problem Moda is a feature which allows youto change
the current board position or set up special board positions, You can alter the
board set-up at any time before or during a game. This moda enables you to
remove or add piaces, relocate piecas from one square to another; set up
problems such as mate puzzles for the computer 1o work out; or start up (or
continue) a game from a certain position. You can use these features to change
the direction of a gamas, to strangthen your side or the computer’s, 1o resurrect
fost pleces, or even to move your King out of an imminent checkmate situation.
Toaccomplish any of the above, you must enter Problem Mode by pressing the
Problem Key.

While you are In Problem Mode, tha function keys become chess piece
selector keys. Each function key is used to selact the type of chess piece that
is pictured beneath it.

Youmay enter Problem Moda wheneveritis your turn to move. Teleam how
to use this teature, try the following drill:

10



1. With the Shift LED Iit, press New for a new game, and set up the
pleces on the board in thair initial positions.

2, Press the $hift LED to tum the Shift light on, and pr;s;sd Problem
{ (CFb-) appears in the Display) 10 enter Problem @.

3. Now, press the key abova the pawn (4 ) symbol. Note that the 2 LED
and the A-H LEDs are all iit steadily. This indicates that all White
pawns occupy Squares A2-H2. Press the key above the pawn (&)
symbol again, and the 7 LED will be lit, with the A-H LEDs flashing.
This shows that all Black pawns accupy Squares A7-H7. '

4. Press Square H7. Note that the H LED goes out. By prassing down
on this flashing square, you have evased the Black pawn from that
square. Pressing Square H7 once more will turn the H LED on
steadily. Now a White pawn occuplies that square. Pressing Square
H7 a third ime will cause the H LED to flash, indicating that a Black
pawn now occupies Square H7.

By the above illustrations, it can ba seen that:
. An unlitfile LED means no piece of that type occupies the square
in that rank.
« A steadily lit file LED means a White piece of that type occupies
the square in that rank.
+ Aflashing file LED means a 8lack plece of that type occupies the
square in that rank.

Bafore using this feature to create your own positions, familiarize yourself
with Problem Mode by performing the following steps to setup the sample board
position pictured below:

1. Repeat Steps 1 and 2 above
{ will show in the
Display Window).

2. Pressthekeyabovethepawn
{&) symbol. Note that tha 2
LED andthe A-H LEDs areall
it steadily.

3. Press down on the White
pawn located at Square E2
(the E LED will flash). Prass
Square E2 again, and the E
LED will go out. You have
now erased a pawn from
Square E2.

4. Move the White pawn 1o
square E4 and press down. The E and 4 LEDs will light steadily. The
computer has now recorded a White pawn on the E4 square.

5. Press the key above the pawn (& ) symbol again (the 7 LED s litand
the A-H LEDs are flashing). Press the Black pawn on Square D7 {the
flashing D LED will tum off). You have now erased the pawn on D7.
Move this Black pawn to Square D5 and press down (the D and 5
LEDs will light steadily). Press down on Square D5 again, and the D
LED will flash. The computer has now recorded a Black pawn on
Square D5.

6. Press the key above the Knight (&) symbol. Note that the 1, B, and
G LEDs are steadily lit 1o show the Jocations of the White Knights.
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7. Press down on the White Knight located at Square G1 (the G LED will
flash). Press down on Square G1 again {the G LED will turn off). The
comgputer has now recordad that Square G1 is uncocupied.

8. Move the White Knight to Square F3 and press down on that square
(the F and 3 LEDs wil light steadily). Tha computer has now recorded
a White Knight located on Square F3.

9. Press the Clear Key to exit Problem Mode.

By completing the above steps, you have successfully entered the position
pictured above into the computer's memotry.

If you want to change the color to move after exiting Problem Mode {s.g., the
Black LED is lit, indicating that it is Black’s turn to move, but you want to play a
move for White), you must activate the Change Color with Move option (see
Section 3.5).

Nota: If the position you want to record in the compuier's memory involves
only a few pieces (as opposed to a rather full board, as in our example}, you will
probably want to clear the board of alt pieces before you set up your position. To
accomplish this, see Saction 3.7 for details on Option G1, Clear Board. Also, for
complicated positions, itis a good idea 1o verify piece locations after you have
exited Problem Mode. For details on veritying positions, see Section 2.3.

2.3 VERIFY {SHIFT LED should be UNLIT when using Verify Key)

Vaerify enablas you to verify the positions of all pieces—both White and
Black—at any time before or during a game, whenever it is your turn 1o move.
Thus, if you should accidentally knock seme or all of the pieces off the board and
you don't remember where they belong, the Mastorwill be'able 1o tell you where
they ware. Toverify the position of any piecetypa, first preas Verity (the Display
Window will show (CPb_)). Press the key above the picture of the pieca type
you are interested in (8.g., to verify tha positions of Rocks on the board, prass
Verify and then the key above the X symboel). Each tima you press one of the
plece symbol kays, a new row (rank) LED is Jit and column (file) LED(s) light to
show where a plece is located in that rank. If the placs is White, the file LEDs
lightsteadily. {fthe pieceis Black, thefile LEDs flash. For any given pieca symbaol
selacted, the computer will automatically only show you the ranks which are
occupied by one or more of the pieces you are looking for. Unoccupied ranks
will be skipped over. If there are no piaces of that type on the board at all, none
of the L EDs will light.

By repeating this process for each piece type, every piece on the beard can
be correctly located. To return to normal play, press Clear.

2.4 TIME (SHIFT LED should be LIT when using Time Key)

Whenever the Time Key is pressed, the Display will show the total amaount
of game time taken by the player to move. Pressing Time again will show the
total amount of game time taken so far by the player whois not curently moving.

Whanever you have the Time function activated, the colon in the display will
flagh to Indicate this. To differentiate batween a display of minutes/seconds
versus hours/minutes, the computer will display & dot in betweer: the third and
fourth digits of the display if hours/minutes is being shown. If minutes/seconds
is baing displayed, this is sasily identified by the seconds portion of the display
continucusly changing.

Ifyou continue with your game after the Time Key is pressed without prassing
Claar to and the Tima display, the computer will continue to automatically show
the total time in batween each move. The total time displayed will swich back
and forth between moves, always defaulting to show the total time of the player
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who is currently moving. Pressing the Time Key will oggle between the times
for the two sides. You may press the Clear Key at any ime to cancel the total
time display.

If you have any of the Rotating Display features selected, and you then
choose the total time display with the Time Key, the total time display will
override the Rotating Display function. The Rotating Display information will not
show again untii the Clear Key has been pressed at some point fo tum the total
time function off.

When using Playing Levels B1-B8 (the Countdown Levels), the Time Key
display wilt show tha time taken so far for the curent move.

2.5 OPTION (SHIFT LED should be UNLIT when using Option Key)

The Master has many speclal Game and Display optiens which may be
selected to enhance your enjoyment of the computer. These spacial options are
usar-selectable at any time during the game, and can be activated by pressing
various squaras on the playing surface.

When you press the Option Key, you enter Option Select Mode. You may
now choose from two distinetly different sets of options. Pressing the Opfion
Key will toggle between thesa two sats of options!

1. When the Display shows , you may choose from varlous
Game Options on Squares A1 through H1.

2. When the Display shows , you may choose from various
Rotating Display Options on Squares A2 through H2.

After you have chosen your desired Game and/or Rotating Display options
as described in Section Three, prassing the Clear Key will enter your choices into
the computer and exit Option Select Mcde. Whenever you go back into this
mode again, the Display will default to the last set of options you were selecting
from (e.g., if you wera last selecting Rotating Display options, the next time you
press Option, the Display will automatically show )

For a detailad dascription of the Master's Game and Rotating Display
Options, see Section Three.

2.6 NEW (SHIFT LED should be LIT when using New Key)

A new gama of chess may be started at any time—your curment game may
be over, of you may simply wish to abandon the current game and start another
one. Pressing New returns all pieces back to thelr initial starting positions and
tha computer is ready to begin a new gama of chass.

Note: When the New Key is pressed, any memory of a pravious game is
erased, but ali Level and Game/Rotating Display Option salections are
retainad and will remain in effectfor the next game. Thisfeatureis, therefore,
especially handy for thosé of you who tend to select the same options for most
gamas—in thls respect, the New function will provide you with an easy shortcut.

Note: To start a new game without the previous Level or Game/Rotating
Display Options selected (FULL RESET), do the following:

1. (Make sure the Shift LED isunliy  Prass the Option Kay.
2. {Pross the Shift LED to tun fton)  Press tha New Key.

By using the OptiorvNew combination, you are erasing all previous entrias
and options and starting a completely new game (same as turning the computer
off and turning it back on again). Note that whenaever you turn the computer on
or usa Full Reset, the computer will always initially be set on Level A1, and the
pieces will be returned to thelr criginal starting positions.
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27 LEVEL (SHIFT LED shoidd ba UNLIT when using iLevel Key)
_ Your computer has 33 levels of play from which you may choose. Level Al
is automatically selected when the computer is first turned on. The firsttime you
press Level, (LER1) will appear in the Display to confirm this. To select a
different level, prass Lavel and press down on the appropriate board square.
Press Clear to enter your lavel choice into the computer.

For your reference, a diagram of the board squares used to activate each
levet is shown, with brief level descriptions inside sach squara.

2.7.1 PRESET LEVELS (Squares A1-AB)

Piaying levels with preset ime controls may be selected by pressing
Level, one of the A file (A1-A8) squares and Clear, For your convenience,
the chart of playing levels shows the average resporfse time for each of the
preset lavels within the appropriate square (i.e., select Square At for an
average response time of five saconds per move), and the overall time
mqggt;n computer is using {i.e., Square AT will make 80 moves within five
mintas),

2,7.2 COUNTDOWN LEVELS (Squares B1-88)

Plgylng levels with preset total times for each side may be selected by
pressing Level, one of the B file {B1-B8) squares and Clear. These levels
start with the total time for each player and count down o zero time. While
using ona of these levels, the computer's Display Window will split into two
2-.dlgrl ciocks so thattima for both skies may be viewed simultaneousiy (first
minutas are counted down, and then seconds appear during the last mintse),
If either player should run out of time before checkmate Is achleved, the
Display will flash {0 Indicate time forfeit for the player with zero time
remaining. Atthls polnt, you may continue the same gamae at the same level
{note that the Display will continue to flash for the side which time forfeited),
or you may press Level to choose a new playing level (this will aliow you to
continua the game on another level, and the Display will no longer flash).

Note: if you activate Game Option H1 (Countdown Clock) while using
one of thase levels, the clock will show anly one player's fime remaining
{while it is that player's tum to move} in a 4-digit format, This enables the
player to see the more axact time that remains for his side, because seconds
vsvill alsobe shown. For moreinformation on the Gountdewn Clock option, see

action 3.8,

2.7.3 USER SELECTABLE TIME CONTROL (Squares C1-C8)

Tha User Selectable Time Control function allows you to set your own
sgagiﬁcﬁmeconﬁ’ols, wheveln a certain number of moves must ba complated
within a certain time limit (2.g., 40 moves in two hours). The selectad time
limitations apply for both you and the computer—thatis, if you have two hours
for 40 moves, then the computer also has two hours for 40 moves.

As in typical toumament play, if the specified number of moves is
compieted before the end of the allotted time, a second time limitis setif the
gama is not yet over and, if needed, a third block of tima Ie allowed. These
time blocks arereferred to as Primary Time, Secondary Time, and Tertiary
Time. Whereas a typical Primary Time may allow 40 moves in two hours, the
corresponding Secondary Time may allow ten moves in 20 minutes. kn most
tournaments, the Tertiary Time is the same as the Secondary Time.

The squaresinthe C file allow you to set any combination of time/nurmber
of moves for all three time blocks—Primary, Secondary, and Tertiary. Each
square has a different function, but they all werk together to set up the desirad
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CHART OF PLAYING LEVELS

time controls. As you read this description, refer to the diagram of the board
squares for an overview of the function of each of thasa squares,

The following is an example of how to go about setting time controls. For
the sake of this example, in order that the displays match as you follow the
steps, please ba sure that yaur computer has aither just been tured on, or
you have Just activated the Full Reset feature. Then proceed as follows:

1. Press the Level Key and then press down on Square C1 1o set the
amount of time allowed for tha Primary time control. The amount of
time is displayed in hours and minutes. The Display will show
, Indicating P for primary, with 0 hours and o § minutes,
Note that the first & is flashing at this point. This indicates that this
is the digit that you may set first-—the digit representing hours.
Inorder to setthe flashing digit, cortain squares are usedto enter the
dasired numbers. As shown in the following diagram, Square B1 is
usedfor0, Squares A1-A8 are used for 1-8, and Square B8is used
for 9. The same arrangsment of squares is set up on the other side
of the board, in a mirrorimage—with Square G1 used for 0, Squares

[

Fress these squares 10 enter numerical vaiues for the
User Selectable Time Cortrol

{Squares are mirror Images—use sither sef)

H1—H8 used for 1-8, and Square G& used for 9. It dogsn't matter
which set of squares you use lo enler your numbers—they both
function in exactly the sameg way.

Press down on Square Al to enter 1 hour.

As soon as you prass down on one of the selting squares 1o enter
a number into the hours portion of the Primary time control, the first
minttes digit will #ash.

Prass down on Square A3 to enter 3 for 30 minutes.

After the number has been entered for mintites, the second minutes
aigit will flash,

Prass down on Square B1 to enter 0.

Aftor the last number has been entered for minutes, the Display will
again flash the hours digit. This gives you a chance to go back and
change any of the setlings, if desired. You have now setthe Primary
time control for 1 hour and 30 minutes,

Next, set the Primary number of moves. Do so by pressing down

" on Square C2. The Display will show _ Indicating P for

primary, n for number of moves, and s 0for60movas. Note that the
6 is flashing. As above, this indicates the digit you may now set.

16



17

6. Using the same method as above, enter digits 1o set the desired
number of moves for the Primary time control.

Note. If you enter O for the number of moves, the computer will
assume that you want to piay the whole game in the amotint of time
you have specified.

7. Now press Square C3. The Display will show ,indieating
s for Secondary, and 0 : 0 0 for the time. Using the above method,
enter digits for the Secondary time control.

8. Prass Square C4, and the Display will show (a0 0), indicatingthat
you may now set the number of moves for the Secondary time
control. Do so, as shown above.

Note: if you enter 0 for the number of moves, the computer will
assume that you warnt to play the rest of the game in the amount of
time you have specified.

9. Now press Square C5. The Display will show , indicating
T for Tertiary, and 0: 00 for the time. Using the above method,
enter digits for the Tertiary time control. Note that the T which
designates Terflary Time in the Display aciually looks ke an
inverted letter L ( T ) since the display segments do not lend
themselves fo a T configuration.

10. Press Square C8, and the Display witt show (Tn_00), indicating that
you may riow set the number of moves for the Tertiary time control.
Note. i you enter O for the number of moves, the computer will
asstme that you want to play the rest of the game in the amount of
time you have specdified.

11.  Press Claar to exit Lavel Mode, and you may now begin play using
the time controls you have set up.

Squares C7 and C8 serve two functions in the User Selectable Time
Control. Inoneraspact, they can be considered information squares” for tha
current lovel setting. Whenever you press Level and Square C7 during a
gamse, the Display will show , where x is the amount of time
remaining in the currert ime control. Simitary, pressing Square C8will show

» whare x is the number of moves remaining in the current time

control. After pressing C7 andfor C8to display this information, press Clear
to retumn to normal game play.

Thesetwo squares can also be used if you are already in a game and you
want to adjust the time, but you don't want to reset the entire tima control, In
such a case, simply press Level, Squara C7 (or C8), and then change the
desired digit in the Display to adjust the current ime ard/or moves.

The squares in the C-file can also serve ancther function—they can give
youinformation aboutthe Preset Levels andthe Countdown Levels. Whenaver
you enter one of thase levels, Lavel A2 for example, the computer is pre-set
for a certain time control. In order to verify the setting of that particular level,
do the following:

1. Press Level, Square A2, and Clear to enter Playing Level A2 Into

the computer.

2. PressLevel again, and now press Square C1. Note thatthe Display
shows +indicating that Level A2 has a default Primary time
control satting of 10 minutes.

8. Press Square C2 and note a Display of , which Indicates
that Level A2 has 60 as its default Primary numbwar of moves.

4. When you have finished chacking all desired ime contrals, always

ramember to press the Clear Key to return to normal game play.
Note that this method can also be used to simply review the Time
Control you have already set up. By pressing Level and any of tha
C file squares, tha settings you have entered for those squares will
be shown in the Display.

Please note the following additional rules which apply to the User
Selectable Time Control setfings:

The maximum allowable settings are 9:59 for ime and 98 for the number
of movas. If you attempt to enter a number which exceeds the maximum, the
computer will beep and will not allow entry of that digit.

If you enter 0 ime for the Secondary time control, the Primarytime control
will simply repeat after It has run out. Similarty, if you enter 0 for the Tertiary
tima control, the Secondary time controd will repeat after it has run out.

2.7.4 FIXED DEPTH LEVELS (Squares G1-G8)

Fixed Dapth Levels may ba selected by pressing Level, one of the G file
(G1-G8) squares and Clear. On these levels, the only preset conditionis the
computar's ability 1o look ahead. For example, Level G2 restricts the
computer’s lookahead to two ply or two half-moves (one half-move or one
ply=cne move for one player). As you utilize the fixed depth levels, you :ml!
always know how far ahead your opponentis anatyzing its next move. Using
these lkevels can train you to improve your ability to see further into a game.

2.7.5 MATE FINDER LEVELS (Squares H1-H8)

Mate Finder Levels may be selacted by pressing Leval, one of the H file
{(H1-Hg) squares and Clear. Thesa levels allow you fo set up mate problems
for the computer to solye, For example, if you setup a problem and wantthe
computer to search for a mate in 8 moves, set the computer to Level H6. If
tha computer finds a mate in &, the Display will show . Prass Claar
10 see the move, but do not enter it on the board yet. At this point, you may
do either of the following:

1. {f you would like to see a different mate in & solution, do not make
the comptrer's move on the board. Instead, make sure the Shift
LED is it and press Alternate. The computer will then begin to
search for an altemate solution to the same problem; or,

2. lyouwould like 1o see the computer's next move, simply entar the
indicated move on the board. Then enter your move, and the
computer will automatically decrement the Mate Finder Level for
you and announce the next mating move—in this case, it would
display (Tn_35 ). Again, press Clear and then make the indicated

maove on the board. Continue this procedure to see the whole

mating line.

Note: If nonrglata is found, the Display Window will show (Zan-).

Since the computer automatically decrements the Mate Finder Level
when it has found a mate, care must be taken not to get confused if you are
using Problem Mode along with the Mate Finder Levels. For example, if you
setupamamInswouaninmummdcarﬂgelasoluﬁon,arnyoutrm
go back into Problem Mode to set up ancthar mate in 5 problem, the
computer will now be set on Level H4, waiting to announce a mata In4 for the
last solution. You will need 1o set it back on Level HS in order for it to search
for the mate in 5 moves.
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2.7.6 INFINITE LEVEL (Squares D1-D8, E1-E3, or F1-F8)

To salect Infinite Lavel, press Level and any board square in filas D, E,
or F. The Infinite Level allows the computer unlimited search time for each
mave. Tha computer will continue to search, looking deeper and deeper until
it finds a forced mate or until the search is halted by you. When halted, the
computer will make the best mova it has found thus far in its search. Youcan
halt the computer’s thinking at any time by pressing the Move Key.

2.8 REPLAY (SHIFT LED should be LIT when using Replay Key)

At any point during a game or at the end of a game, you may have the
computer replay tha entire game by prassing the Replay Key (unless you have
pressad New for a New Game, which will erase the computer's memory). Once
Replay is pressed, the coordinates of the first move that was made will appear
in the Display. Enter the indicated move on the board, and the second move of
the game will be shown in the same fashion. Note that movas for the computer's
side are also indicated by the board LEDs. After each move is entered, the
computer will display the next move played. At the end of tha entire move
sequenca, the computer will go back o displaying the time.

One advantage of the Replay function is that it allows you o double check
your {\otation (if you have been writing down the moves during the gama), thus
allowing you to correct any errors. O, if you prefer, you can take notation during
the replay itself if you have decided that it is a game you wish to keep. This is
a nice option for a new player, since sometimes taking notation during an actual
game can disturb one's concentration.

If you have taken back moves and decide you would like to see one of more
of them replayed, see Saction 2.11, Hint

2.9 TAKE BACK (SHIFT LED should be UNLIT when using Take Back Key)

The Take Back function enables yous to take back any move you make or any
mowve made by the computer. The computer will allow you to take back upto 256
hali-moves {128 moves per side) in a single game. To use this feature, simply
press Take Back when it is your tum to move, and the LEDs indicating the fo
square of the last move will light. The move will also be shown in the Display
Window (intake-back order). Press down ontheindicated square, and the LEDs
showing the fromportion of the move will light. Press that square, and the LEDs
will goout. You have thus completed the take back of the computer's last move.,
Atthis point, you are permitted to entter an alternate move for the computer's side
if you wish, or you may take back your last move.

To enter an afternate move for the computer, enter the desired move as you
normally would and proceed with your next move. To take back your last move,
simply press Take Back again and proceed as outlined above. You may
effactively take back as many moves as you iike using this procadure.

. As you take back moves, the computer will remind you to return a captured
piace to the board by lighting up LEDs to indicate the square of the previously
captuwred piece and showing that square lacation in the Display, Retum the
captured piece to the board and press down on that piece. If you do not recall
the identity of the captured piece, press down on the indicated square to turn the
LEDs and Display off and then use the Verify function o find out what type of
piece belongs on that squara,

If you have taken back moves and decide that you would like to saa them
replayed, sea Section 2.1, Hint. Totake back all moves played ina game thus
far or an entire game, see Section 2.8, Aep/ay.
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2.10 INFO (SHIFT LED should be LIT when using Info Key)

As outlined in Section Three, the Rotating Display feature allows youto select
various pieces of information to be displayed whila the computer is thinking, so
thatyou can follow its thoughtand search processes as they take place. Byusing
the Info Key, you also have the option of calling up this information after the
computer has already made its move. Pressing Info afler the computer has
announced its move or after executing the computer's move on the board will get
you into a static Rotating Display Mode which gives you information on the
computer’s lastmove and allows you toreview the computer's calculations atthe
momant its move was decided upon. With each press of the info Kay, the
Display will show the current move number, the amount of time it took for the
move, the search depth, the game score, and the computar’'s entire principie
variation {the line of play the computer currently believes to be best), in that
ordar.

After you hava obtained the desired move information, press Clear to return
to the game.

2.11 HINT {SHIFT LED should be UNLIT when using Hint Key}

H itis your tumn to move and you would like the computer to suggest a move,
press Hint. Thecomputer willindicate a suggested movein the Display Window.
If you opt to make the suggested mova, enter it as you normally would. If you
decide to make a ditferent move, simply make tha move of your choice.

If you have taken back moves and declde that you would like to see them
replayed, pressing Hint will cause the computer to indicate the last move takan
back in the Display Window. Simply enter that move on the board, and the
computer will display the next move taken back. As youentermoves taken back,
the computer will continue to display the next move untll you have reached the
last move made in the game. At that point, the computer will emit a series of
beeps to signal that you have entered the last mova played thus far.

If you decida to stop playing moves forward at same point before the last
move made, stop entering moves at the desired position and press Clear to
continue a regular game from that position. To see an entire game replayed, see
Section 2.8, Heplay.

2.12 ALTERNATE (SHIFT LED shouid ba LIT when using Alternate Key)

If the computer has displayed its move and you would prefer to see it
calculatean alternatemove, DO NOT ENTER THE COMPUTER'S DISPLAYED
MOVE. Instead, prass the Alternate Key. The computer will then calculate a
different move, one that it considars to be the “next bast' move. Youmay repeat
this process as many times as you wish, and aventually the computer will have
shown you all legal moves for that side in that position. Be aware of the fact that
aach tima you ask for an alternate move, the computer comes up with a less
desirable move than the last. This is because it will always make the best
possiblemove first, and then the naxi-best, and then the next, etc. Some ofthese
moves, especially if you have asked for many alternate moves, will therefore not
be good moves—and under normal conditions, the Master would never play
them. If the computer finds that there are no more legal moves in the position
and the Alternate Key is pressed again, the computer will simply cycle back to
the beginning of its move list and show you the same moves again from the start.

Note: Keep in mind that the computer will make its altemate move
calculation in accordance with the time or depth controls of the level selected.
Even though the alternate move will replace the move displayed by the computer
previously, the computer considers this an additional move for the purposes of
internal imekeeping. If, therafore, the computer uses one minute to calculate
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its first move choice and an additional minute to calculate jts second move
choice, it will record the use of two minutes for ocne move.

i you ask 1o see alternate maves while the computer is stilf playing from its
Opening Book Library, the Master will show you altemnate move choices that are
prasent in its book (see Section 1.15, Book Openings). If the All Openings
option is in effact (see Section 3.6), tha computer will cycla through all of the
available book maves for that position. Ifthe All Openings option is rotin effect
when you ask for alternate moves, the Master will only play the maves that are
present in its Toumnament Book.

Once the computer has shown you all of the book choices in that position and
the Alternate Key is pressed again, the computer will simply display the same
book maves over again from the beginning.

213 MOVE (SHIFT LED should be UNLIT when using Move Key)

If, during a game, you decide to change sides with the computer, press the
Move Key when itis your tum to move. Tha computer will then take aver your
pieces and startplaying for that color. Afterthe Mastercomes back withits move,
you may enter a move for the computer's side and continue to play the samae
gama. You may switch as often as you wish during a game. If you would iike
to watch the computer play againstitself, press Move, enter the move displayed,
and continue to repeat this procedure,

Atany time when itis the computer's turn to move, you may force the Master
1o stop thinking and make a move immediately on any level. To force the
computer to maove, press the Move Key whila the computer is thinking. The
computer will then stop thinking and play the move it considers to be the bast one
it has found in its search so far, To see other moves the computer might make
in that same position, use the Alternate Key (see Section 2.12).

2.14 CLEAR (SHIFT LED NOT APPLICABLE)

Since the Clear Key is used in many different instances, this key can be used
whather tha Shift LED is on or off. This enablas you 1o press Clear whenever
you need to, rather than having to decide whether or not you need to press the
Shift Kay first,

The Clear function is used in the following situations:

1. If you accidentally press an unwanted from square, press Clear and
you are free o press the desired squara.

2. The Clear Kay Is often used 1o teil the computer that you have finished
some particular operation and you would like to axit thatmode. Press
Clear, for example, to exit Option Mode, Hint, Replay Mode,
Problem Moda, Verify Mods, Leval Select Mode, and Time Mode.

3. The Clear Key is also used whenever the computer makes a mate or
drawannouncement, Bafere making the mating or drawing mova, the
Display Window will indicate eithar the number of moves to mate or
the type of draw which Is occuming. In order to make the computer
show you its next move, you must press the Clear Key first.
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SECTION THREE: GAME AND DISPLAY OPTIONS

INTRODUCTION TO OPTION SELECT MODE . ) )
In addition-to the keys and special featuras described previously In this
manual, a number of additiona! options may alsa be selectad to anr!anea your
enjoymentofthe computer. These options are user selectable atanytimeduring
the game, and can ba activated by pressing various squares on the playing
surface. When Option Select Mode is chosan, Squares A1 through H1 areused
1o select various Game Options, and Squares A2 through H2 are used to select
ious Rotating Displa jons. .
var Prass the gf:tlo:p’ Kgym Option Select Mode. Whenaver you are in
this mode, the Display Window will read either (¢ 1S ) or ( asplL ] , depending
on which set of options you were last choasing from. Pressing the Option Key
repeatedly will toggle back and forth betwaen 1hese two digplays. The initial
default display is when the Option Key is pressed after the computer
is first tumed on.
When is shown in the Display, you may use Squarss A1
through H1 to choose from various Game Opfions.
When (d5PL) Is shown In the Display, you may use Squares A2
through H2 to chooss from various Rotating Dispiay Opﬂqna. )
Always press the Clear Key when you have made your desired option
choices and would like to exit Option Seiect Mode. . .
A full description of both the Game Options anclthe Rotating Display Options
can be found under the appropriate headings In this saction.

GAME OPTIONS (Display shows (0P 15 )) .

As you can see from the following chart, the Master offers a variety of
intaresting Game Options from which you may chc_:oso. To select one or more,
press the Option Key until (07 NS )shows in the Display Window. Notethatthe
4" LED is also on at this point, reminding you that all Game Options afechosen
from Squares A1 through H1.  You may now choose from the following Game

Options:

GAME OPTIONS

Each option of your choice Is selected by pressing down on the square
deslgmt:sﬂ for lha{ particular option. Aseach optionis selectod by pressing
the desired square, the LED below that square will llghlmmdic.ateme selapted
option. You may choose any number of options at the same time, as desired.
1f you decide after selecting an option that you would rather not have thatoption
in sffect, simply press the option square again. The LED b_elowltwill go outto
indicate that it |s no longer in effect. Aﬂt;r:.aleding your option{s), always press
the Clear o exit Option Select Mode.

liyoumdawu\?:manodmopﬂmaMy_wWalmdymsed
Clear 10 exit Option Select Mode, simply press Cption again 1o get back into
that mode. The LEDs for Options A1, Bt, Ct, D1, F1 and H1 will be litit these
aptions have been selected and arein effect. To cancel any of them, press each
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appropriate option square and tha LED below the square will go out. Then press
Clear to axit Option Select Mode. Nots: This rule does not apply to Options
£1 and G1, because they indlude an option which must be entered separately
each time to take effact (Change Color with Move) and & one-time selection
(Clear Board). i sither of these options was chosen by you, therefore, and you
go backinto Option Select Mode, their LEDs will NOT be on, aven though they
were selscled.

3.1 EASY MODE (Square A1)

Press Option, Square At, and Clear.

Easy Mods [s an option which weakens all playing levels without affecting
the computer’s time confrols. This is accomplished by restricting the computer’s
use of lts allotted tima. Ordinarily, the computer will do some of its thinking on
your time—while you are contemnplating your next move. This featura is part of
what makes your computer such a tough opponent. Foraxample: If you setthe
cqmputeron Level A1 1o give It roughly five seconds per move, but you take two
minutes to conslder your move, and the computer guessas what you are going
to play, the computer would have used the whole two minutas to think about its
reply. You might as well have selacted a much higher levell
" ng::amfmng Ekasy Modoa“ * ﬂ\r.flls”prmnu I veltm computer from thinking on your time.

s waakens avals, are thus given many more
lavels to choose from. o s i pieying

3.2 SOUND OFF (Square B1)

Press Opftion, Square B1, and Clear,

For completely silent operation of the game, press Square B1 to select the
Sound Off option. Totum the sound on again, go back into Option Select Mode
and prass Square B1 agaln to deselect this option. The sound can be turned off
or on as often as desired during 2 game.

3.3 MONITOR MODE (Square C1)

Praess Optlon, Square C1, and Claar.

This option allows humans to play both sides of the game, while the computer
acts asreferee, chackingeachmavefor legality and keeping track of times taken
per move by each player. Certain other features remain active during Monitor
Modae, as follows: Time, Replay, Take Back, and Move will function, but after
the computer makes a move, Monitor Mode will remain In effect. To aexit
Monitor Mode and continue playing the game against the computer, press
Optlon, Square C1, and Clear. Then simply make your next move and the
computer will respond as In a regular game.

3.4 BLACK FROM THE BOTTOM
{Square D1}
Press Option, Square D1, and Claar,
Selecting Black from the Bottom
allows you 1o play with the Biack piaces set
up at the bottom of the board. When you
choosethis option, be sureto sat the pieces
up correctly, as shown in the diagram (note
the positions of the Kings and Queens).
Once you have set up the pieces, press B B
Move 10 maka the computer start thinking. A0 80 €0 0C €0 FO 40 B0
Note: Swilching to this optionduringa  Board set-np with Black from the Botiom
game is not advised, {Opdow D2) activaied
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3.5 CHANGE COLOR WITH MOVE {Square ET}

Prass Option, Square E1, and Clear.

This option is primarily used in conjunction with Problem Moda (see Section
2.2). After exiting Problem Mode, you may change the color tomove by entering
Opticn Select Mode and pressing Square E1.

3.6 ALL OPENINGS (Square F1)

Press Option, Square F1, and Clear.

Choosing Option F1 expands the computer's Tournament Opening Book
Library. When this option is in effect, the computer will sefect from a greater
variaty of book opening lines. Ifthis option is not selected, the computer will play
only those opening lings i feels are bast.

Note: Ifthe All Openings optionis in effact when you use the Alternate Key
1o sea the computer's alternate moves {see Saction 2.12), the computer will
cycle through all of the available book moves for that position. If the All
Openings option Is potin afect whan you ask for altemate movas, the computer
will only cycle through the moves that are present in its Tournament Book.

3.7 CLEAR BOARD {Squara G1)

Prass Option, Square G1, and prass Clear twice.

This option removes all the chess pieces from the beard in the computer's
internal memory. This Clear Board featura is especially valuable for setting up
problems that involve few piaces.

Note: After pressing Clear the first time, the Display Window will show
for "draw” since there are no Kings on the board and a legal position
requires a King for each side. Atthis point, press Clear again to clear the draw
display, and then enter Problem Mode and place tha Kings in their desired
positions, afong with the other pieces of your choice. For details on using
Problem Mode, see Section 2.2,

3.8 COUNTDOWN CLOCK (Square H1}

Prass Option, Square H1, and Clear.

This featuwre ls especially handy if you play the computer at its higher levels
and want to be able to walk away from the board for a few minutes. While this
option is engaged, tha computer will dispiay the amount of total ime it expects
10 take for the move, and will count down the ime instead of up. The computer
knows the approximate amount of time it wilt aflot itself based upon the lavel
salacted and is, therafore, able to tell you ahead of time approximately how long
it will take to move. if the compuner seas any major obstacles while searching
for the best move, it may allotitself more time and the clock will change to reflect
this. .

Since Levels B1-B8 are aiready Countdown Levels, activating Option
Hi while using one of these levefs will provide you with a different option.
Normally, the computer will display both players’ time remaining using a split
clock format (two-digit display for each player, skie by side) while using the
Countdown Levels. # Option H1 is activated in conjunction with one of these
levals, however, the clock will show only one player’s time remaining (while it is
that player's turn 1o move) in a four-digitformat. This will enableths player to see
the more exact time that remains for his side because seconds will also be
shown. For more information on Countdown Levels, see Section 2.7.2.



ROTATING DISPLAY OPTIONS (Display shows (dSPL))

The Rotating Display Options allow you to obtain information about the
computer's thought and saarch processes as they take place. Onca you have
chosen one of more of the Ratating Display Options as described below, the
requested Information will show in the Display Window while the computer is
thinking about lts mova. The Display can show you vanious piecesof information
about the computer's currant move: the move time, the search depth, the score,
the curent move being searched, and the first four moves of the computer's
principle variation (the line of play tha computer currently beliaves to be best).
You will be fastinated as you watch the computer think about one move, then
changa its mind and consider another; as you see how the score changes as
various moves are considerad; as you note exactly how deep the computer is
searching at any given moment; and as you watch the computer's best fine of
play unfold before your eyes.

When the computer is first tumad on and you begin to play, the Display will
automatically show time for the player to move while each side is thinking. To
set up the Rotating Display Options, simply press the Option Key at any time
during the game untii shows in tha Display Window. Note that the *2"
LED is also on at this point, reminding you that all Rotating Display Options are
chosen from Squares A2 through H2. At this point, you may choose from the
following Rotating Display Options:

ROTATING DISPLAY OPTIONS

Each option of your choice Is selecited by pressing down on the square
designated for that particidar option. As each option is selected by pressing
the desired square, the LED befow that square will light to indicate tha selected
option. You may choose any number of display options at the same time. [fyou
dacide after salecting an option that you would rather not have that option in
sffect, simply press the option square again. The LED below it will go out to
indicate thatit is no longer in effect. After selacting your option(s}), always press
the Clear Key to exit Option Select Mode.

If, further into the game, you choose 1o fum off a Rotating Display option you
salected earlier, simply enter Option Select Mode again by pressing the Option
Kay. Make sure the Display Window shows (ds PL }{if necassary, press Option
again 1o gat this display). Note that the | EDs are on for the option squares which
are curmently in effect. To tum any of these options off, simply prass down on the
desired square(s) and the LED{s} will go out. Pressing each square repeatedly
will toggle any particular display option on and off. When you have made your
choices, remember to press Clear to exit Option Select Mode so that the
computer will register your changes.

Note: if you have not chosen any of the display options, the computer

automatically defaults to display move time. You cannot deactivate move time
(Square A2) if no other display features are activated. You may, however, wish
{o deactivate move fime if you are using many of the display features and are not
interested in the time display. Inthis casa, turnthe move time display off as noted
in Section 3.9.

If you have selected multipie display features, the information will be rotated
in one-second increments.

if you wish to see this sama information afferthe computer has atready made
its move, use the Info Key (see Section 2.10).

The following is a more detailed description of sachindividual display teature.
Note that once you have entered Option Select Mode as described in each of
the following sections, you may set any number of dispiay options at once.
For the sake of clarity, however, each individual section will describe the full
procedure, as if you were selecting only that one option.

3.9 DISPLAY MOVE TIME {Square A2}

Since move time is automatically setected when the computer is turned on,
there is no need 1o activate A2 to select time initially. You may, however, wish
to deactivate move time if you are using several of the display features and have
no interest in the time display. To deactivate move time, press Option until the
Display shows (g5 P L ), then press Square A2 sothat the LED below it turns off,
and finally press Clear. If you later wish to tum the move time display back on
again, press Option, Square A2, and then Clear.

Note: You cannot deactivate mova time if no other display features are
activated.

3.10 DISPLAY SEARCH DEPTH (Square B2)

If you would like to see how far ahead the computer is looking as It ponders
a move, press Option until the Display shows (dSP L), press down on Square
B2 sothatthe LED below that squareis on, and press Clear. Whilethe computer
is thinking, the Display will show the ply depth and the number of computer
movas in that ply which have been examined thus far. A display of (12 3, for
example, would mean that tha computer is currently examining the third ply and
has reviewed 12 moves so far. To deactivate the search depth display, press
Option, prees Square B2 so that the LED balow it tums off, and press Clear.

3.11 DISPLAY SCORE (Square C2}

If you would lika to see the computer's opinion of the current board position,
press Option until the Display shows , prese down on Square C2 so
that the LED below that square is on, and press Clear. While the computer is
thinking, the Dispiay will show the cuirent game score, with a positive number
showinyg if the computer thinks it has the advantage, and a negative number
showing If the computer feels that it is at a disadvantage. The numerical values
indicate the extent of how good or how bad things are for the computer, Material
ecores are based roughly on the vakue scale of 1.00 points for a pawn, 3.00
points for a Knight or Bishop, 5.00 points for a Rook, and 8.00 points fora Queen.
The score is alsa interpreted in terms of positional value—whaether the computer
conglders its position good or bad.,

As an example, a display of (¥ 91) would indicate that the computer is up
a Rook, and adisplayof C 1. 03) indicates that the computer is down a pawn.
To deactivate the score display, press Option, prass Square G2 so thatthe LED
below it turns off, and press Clear.



3.12 DISPLAY CURRENT MOVE BEING SEARCHED {Square D2}

If you would like to see what move the computer is currently examining, press
Option until the Display shows (@S PL), press down on Square D2 so thattha
LED below that square is on, and press Clear. While the computer is thinking,
the Display will show the current ply one move being searched. Whereas the first
move of the compirter's principle variation (sea Ssction 3.13) is always the besf
movea the computer has found so far, watching its thought process with Square
D2 activated allows you to see aif the moves tha computer is considering as it
searches for the bast move. Note that tha two displays will sometimes be the
same, Todeactivate the current move display, press Option, press Square D2
so that the LED below it tums off, and press Clear.

3.13 DISPLAY FIRST MOVE OF PRINCIPLE VARIATION (Square E2)

The principle variation |s the line of play which the computer currently
believes to be best. If you would like to see the first move of this principle
variation, press Option until the Display shows , press down on Squara
E2 sothatthe LED belowthat squareis on, and press Clear. Whilethe computer
is thinking, the Display will show the first move of the line of play which the
computer cuirently believes is best. To deactivate this display, press Option,
press Square E2 so that the LED below it turns off, and press Clear.

3.14 DISPLAY SECOND MOVE OF PRINCIPLE VARIATION (Square F2}

Ifyou would llke to see the second move of the computer’s principle variation,
press Option untll the Display shows , press down on Square F2 so
that the LED below that square i3 on, and press Clear. While the computer is
thinking, the Display will show the second move of the line of play which the
computer currently believes is best. To deactivaia this display, press Option,
press Square F2 so that the LED below it turns off, and press Clear.

3.15 DISPLAY THIRD MOVE OF PRINCIPLE VARIATION (Squars G2}

If you would like to see the third move of the computer's principle variation,
press Option untl the Display shows , press down on Square G2 so
that the LED below that squara is on, and press Clear, While the computer is
thinking, the Display will show the third move of the line of play which the
computer currently believes is best. To deactivate this display, press Option,
press Squars G2 so that the LED below it turns off, and press Clear.

3.16 DISPLAY FOURTH MOVE OF PRINCIPLE VARIATION {Square H2)

If you would like to see the fourth move of the computer's principle variation,
press Option untii the Display shows , press down on Square H2 so
that tha LED below that square is on, and press Clear. Whila the computer is
thinking, the Display will show the fourth move of the line of play which the
computer cumrantly beliaves is bast. To deactivate this display, press Option,
press Square H2 so that the LED below it turns off, and press Clear.

Note: If you would like to see the computer’s entire principle variation after
it has announced its move, use the Info Key after the computer has announced
its move, as dascribed in Section 2,10. The principle variation shown will notbe
restricted to four moves, but rather the entire line of play the computer has come
up with will then be displayed.
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SECTION FOUR: MATE AND DRAW
ANNOUNCEMENTS

The computer has the ability to announcs forced mates against its opponent.
In addition, the computer can recognize and claim three different types of draws:
draw by stalemate, draw by the 50-move rule, and draw by thres-time repetition.
Please refer to the following sections for details regarding specific draw
announcemants.

Note: Whenever the computer indicates a mate or draw in the Display
Window as describad below, you must always press the Clear Key to clear the

display.

4.1 CHECKMATE

Any time there is a chedk situation on the board, the Display will show a dot
in the center below the area whera the colon (: ) normally appears.

Ifthe computer determines that you will soon be mated, it will show (n_x )
in the Display Window (where x is equal to the number of moves until
checkmate). Press Clear to see tha computers move. Onca the computer’s
mating move s entered, the Display Window will read (Tn__ ).

If you checkmate the computer, the Display Window will read (o).

4.2 DRAW BY STALEMATE

A game of chess is drawn by stalemate If the player whose tum it is to move
has no legal moves, but his King Is notin chack. The computer claims this draw
by displaying in the Display Window. If this occurs, the gamae is over
and cannct be continued. If desired, howaver, you may replay the game (see
Section 2.8), take back moves (see Section 2.9}, or change the pesition in
Problem Mode (see Section 2.2).

4.3 DRAW BY THE 50-MOVE RULE

If 50 consecutive moves have been played in a gama without either side
having moved a pawn of captured a piece, a 50-move rule draw may be claimed
by the side whose turn itis to move. If the computer detects that 50 such moves
have been made, it will claim a draw by displaying in the Display
Window.

4.4 DRAW BY THREE-TIME REPETITION

If the same positicn ocaurs three times in a game of chess where the same
side has the move each ime, the gama is drawn by repetition of position. If the
computer is about to make a move that will result in the same position being
repeatad for the third time, it will display (drT3). If the computer racognizes
that its oppenent has made a move that results in a third repetition, it claims the

draw by displaying .
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THIS LIMITED WARRANTY APPLIES ONLY TO FIDELITY
PRODUCTS PURCHASED IN THE UNITED STATES

LIMITED 90-DAY WARRANTY

Fidelity Internationaf, Inc., warrants to the original consumer
purchaser that its products are free from any alectrical or mechanical
defects for a period of ninety days from the date of purchase. If any such
defect is discovered within the warranty period, Fidelity international,
Inc., will repair or replace the unit free of charge upon receipt of the unit
which has been sent insured and postage prepaid 1o the factory
address shown below.

A PURCHASE RECEIPT OR OTHER PROOF OF DATE OF
ORIGINAL CONSUMER PURCHASE WILL BE REQUIRED BEFORE
WARRANTY PERFORMANCE 1S RENDERED,

This warranty covers normal consumer use and does not cover
damage which occurs in shipment or failure which resuits from alteration,
accident, misuse, abuse, neglect, wear and tear, inadaquate
maintenance, commercial use, orunreasonable useofthe unit, Removal
of the top panel voids all warranties. This waranty does not cover cost
of repairs made or attempted outside of the factory.

Any applicable impliied warranties, including wamantias of
merchantability and fitness, are hereby limited to ninety days from date
of purchase. Consequential or incidental damages resulting from a
breach of any applicable express or implied warranties are hereby
excluded. Some states do not allow limitations on the duration of
implied warranties and do not allow exclusion of incidental or
consequential damages, so the above limitations and exclusions in
thesa instances may not apply.

This warranty gives you specificlegal rights, and you may alschave
other rights which vary from state to state.

The only authorized service center in the United States is:

Fidelity Electronics International, Inc.
13900 N.W. 58th Court

Miami, Florida 33014-3115

{305} 557-9800

I you ship the unit, carefully pack it and sant it prepaid, adequately
insured and preterably in tha original carton. Include a letter, detailing
the complaint inside the shipping carton with a telephone number
whete you may be reached durlng business hours.

If your warranty has expired and you want a service fee quote, write
to the above addrass specifying the maodel, and requesting a servica
quotation.

DO NOT SEND YOUR GAME with your request for quotation, as
Fidelity has no provisions for holding your gama from service waiting for

your reply,

*IMPORTANT NOTICE**

This equipment generates and uses radio fraquency energy
and if not instalied and used propary, that is, in strict accordance
with the manufacturer's instructions, may cause interference to
radio and telavision reception. t has been type tested and found
to comply with the Timits for a Class B computing device in
accordance with the spacifications in Subpart Jor Part 15of FCC
Rules, which are designed to provide reasonable protection
against such interference in a residential installation. However,
there is no guarantea that interference will not oocur In a
particular installation. ¥ this equipment does cause interfarence
1o radio or television reception, which can be determined by
turning the equipment off and on, the user is encouraged 1o try
to correct the interferance by one or more of the following
measuras:

Reorient the receiving antenna.

Relocatethe computer withrespecttothe receiver.
Move the computer away from the receiver.
Plug the computer inte a different outlet so that
computer and receiver are on different branch
circuits.

If necegsary, the user should consuit the dealer or an
exparienced radioftelevisiontechnician for additional suggestions.
The user may lind the following booklet prepared by the Federal
Communications Commission helpful:

How to identity and Resoive Radio TV interference Problems.
This booklet is available from the U.S. Government Printing
Offica, Washington, D.C. 20402. Stock No. 001-000-00315-4.
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