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INTRODUCTION

Congratulations on the purchase of your new SERSORY 12 CHESS CHAL-
LERGER. Created by Flidelity Intermational, Imc., the world's lead-
ing manufacturer of microprocessor-based board games, this remarkable
chess compuber 42 truly ome of a kind, This unit boasts an sward=
winning chess program inside & howsing which is wigue and beawti fully
designed, yet affordable, The elegant styling, special features, and
price/performnce ratio of this computer lend the Sensory 12 the dis-
timction of being the best of all possible worlds|

The instructions contained in this manuval describe how to operate amd
communicate with your Sensory 12, amd do mot relate to the actual play-
ing strategies of the gome of chass.

Section One provides you with all of the information you will need to
play an actual game of chess. Subseguent sections are devoted to the

Sansory 12's numerous special functions and options: Section Two {Spe-
cial Foatures), Section Three (Game Options), Section Four {Mate and

Draw Announcements) and Section Five [General Information)].

In order to provide yow with our most current state-af-the-art develop-
ments, this product has been improved 1n several ways and we have there—
fore nomed this model the Sensory “12B". In additiom to the hardware
and software enhancenents that make this "BY versfon fester amd more
um]:ﬂ}the than the original Sensory "12Y, we have streanlined fts
aperatian.

This wnit"s mény features and playing opticns will certainly enhance
your enjoyment of the game. However, 1t 1s recommended that you first
familiarize yourself with Section One before attempting to understand
and 1mplement all of the special features. Omce you are comfortable
with the basic operation of the game, 1t will be easier and more en-
Joyable to study amd use all of the additieonal featwres.




CONNECTORS

SECTION | - BASIC OPERATION
1.1 KEYS AND INDICATORS

PIECE SYMBOL KEYS: Used
to verify locatioms of
giuu « Also used
n Problen Mode ko add

or remove pleces on the
boaird.

BESET KEY: Used th reset came pleces to thelr original

E::ti-ﬂm for & new game. Aoy special options that had

@ splected for the previous game, however, will be re=
tained in the computer's memory (1.2, sasy mode, sound '
off, etc.}. Same function as option AG. |

CLEAR KEY: Used to clear sn wnwanted FROM square; several
other uses, as noted in manugal.

PROELEM WODE KEY: Used to enter Option Select Mode: used
W @ with PY Key to Set up spectal bonrd pogitions; used with
:r ;n-n RE to print totsl time of game [with cptional prin-

POSITION WERIFICATION KEY: Used to ﬂﬂf{ pasfitions of

w @ a1l pleces; used with PE to set wp spectal board positiaons;
used with PB and RE to print picture of game board (with
aptional printer).

.l @ LEVEL KEY: Used to select and change Tevels of play.
TAKE-BACK KEY: Used to take back moves.

OISPLAY MOVE KEY: Used to obtain 2 mowve spggestion firom
the computer; emables you to ses moves the computer 1s
coms1dering.

REVERSE KEY: Used to change sides with Challemger; halts
computar's thinking process; other uses as no in manual,

The 1ights (LEDs) located at the bottom end to tha Teft of the chess board
are used to Imdicate moves during & game. These Same LEDS a150 héve &
variety of other fumctions. Since some of the Features associated with these
LEDs are printed directly on the computer's housing, & quick glance will
give you & good fdes of the functions served by these LEDs. ver, all
of theap features are explained in full detat] later on 1m this mamwsal.

HOTE: During the game [except whenm you are selecting options or the compu-
ter 15 thinking), the TOUR gﬁ. LEDs {along with the appropriate LED for
WHITE or IU.EHT will come on to indicate your color amnd the fact that 1t
15 your tum to move. The TOUR MOVE LEDs will flash after taking back one
of the computar's moves. This 15 simply to remind you thet you can force
the computer to make a specific move at that point 1f dexired. For a full
explanatfon, see Sectiom 2.6.1.
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12 FOWER ON

The Sensory 12 ks operaled on ordinary house cunent. To start up the unit, simply
plug the trangéarmer Into an AC wall outiet and plug the transformer ling cond into the
game. To umn the game off, remaowe the transformer cond from the game and unplug
tha transbormar from the wall,

When the game is first plugged in, the unit will beep and tha YOUR MOVE —
WHITE lights will coma on. At this paint, none of the options or special features are
acthated. A naw game is always starbed wiven power |8 turned on, and turning the
power off and on again resets the program 1o pre-game conditions and removes ai
previcusly selected options

Since tha Sensory 12 is all solid stale, the gamea may be laft an for long perods of
tima, as desirad, If the transformer should gat warm during use, this is normal and
miy be disregarded. NOTE: The transformer provided with this unit has been
specificaly designed for use with this product. We rescaoim rmend against the
uge of any power eource other than the transformer by Fidelity.

Bafore the first move is made, the desired level (see Section 2.5) and game
options {sea Saction 3) may ba Selecied.

1.3 THE GAME BOARD

Sat up the chess pleces with the White pieces al the bottom of the board. Each
squara an the chess board (e designated, in accordance wilh intermallonal chees
notathon, by & letter of the alphabat designating the vartical rows (ihe files), and a
number designating the horzontal rows (the ranks). When the game s about 1o
begin, the While King s on square E1, and the Black King is on squars EB.

14 THE PLAY

Playing chess against your Sansory 12 Chess Challenger (s like playing with &
human opponent—you maks your move and Challanger responds with its move, The
obvigus difference, of course, is that you ruest maks the actual physical move of tha
plece for the compuber.

To maks & move, til the piece and press gently on the centar of the squane using
the edge of tha piece. Press first on the FROM square, then on the TO squars,

For example; I you would ke to mova the While pawn from G2 o C4, firs tilt the
pawn and press on square G2 (the C and 2 LEDs will ight]; then press on square &4
{the C and 2 LEDg will go oul). In that instant, Challenger will recognize the move you
made. The computar will then start thinking about its move (Uniess it is in book, in
which case It will respond immed |ately — see Section 1.1L While the computer is
thinking, tha ILLEGAL and CHECK lights will atternaaly flash back and lorth. Whan
tha compuier has decided on a move, [Ewill show you tts move by lighting two LEDs
for it FROM equare. Press down on the computer's chosen plece, and the FROM
Egihis will go out. Two different LEDs will then show you the comparter’s TO squars.
Move the comgarters péece and press down on the TO square. Tha TO lights will go
oait, and it s now your turn again.

For each move, nemamber the three basic steps: press, move, and prass again.

Tha file "C~ lght iz it and rank "2°
light iz Bt. The square safacted & C2.

FILE

MOTE: You may notice that, when maving YOUR piece, the TO square LEDs DO
MOT Eght, but when moving CHALLENGER'S piece, the TO square LEDs DO light.
The raason for this s that, once you have movad your piace to the TO localion, the
compuler 15 Instanthy of your move, and there i no need for lights. On
Challenger's move, the TO square i (i1 to show you where 1o place Challengers

1.5 ACCIDENTAL WRONG MOVE

If you press down on a piece and the FROM squara is [it, but you dacide not o
miake that maowve, simply press the CL Key.

I you changs your mind after you have enterad the whole move (FROM square
and TC squara), then Challanger has your move and is already consider-
ing its countermove. You will have to use the TAKE-BACK, feature to correct your
mistake, Either wait until the compuber makes its next move, or press the AV Kay 1o
force Challenger o stop thinking and announce a move, Make Challengens mcws in
tin LS uAl Wiy, and then press the TE Key: Back up Challanger's move by pressing the
squana which is indicated by tha two it LEDs. Challanger will guide you through the
taka-back in the sSama way it guides you in making moves, by first kghting the LEDs
kor tha square the piecs 3 on, and then ighling the LEDs lor ihe square the plece
should go back 1o, When you have deleted Challengers move, press the TB Key
again. Back wup your move in the same way You can now enier any move of your
chioica. For a detelled description of the Take-Back featurs, 56e Saction 2.8.




1.6 ILLEGAL MCWE

The compuler will only allow moves that are in compiance with the rules of chess.

mcwes are not accepted. Challanger nolifes youof an [ legal move by beeping,

Ing the LEDs cormesponding to the TO square, and Bghing the ILLEGAL LED.

To undo that mowve, simply press the piece down first on the wrong TO square (the

FROM equare will now flash). Now mowe the piece back 1o the flashing original

FROM square, and press again, Al lights will go out, and you can now try ancther

TR

Allernatively, when the computer annpunces an illegal mowe, you My Sirmply

prass this CL Ky and set the piece back down In its cniginal location, This doas NOT

gL et th incorrectly mcned plece ko raturnead to ite onginal location, but rather
l@aves il up to you 1o place the plece comacth:

MOTE: To evold confusion, please note the lollowing droumstances where the
ILLEGAL LED is lit, but doee nod indicate an illegal mave:

1. When you are in Problem Mode or Pesition Yerificalion, or when you are in the
process of selecting a garme option, Ihe ILLEGAL and CHECK LEDe will lash
simultansously to mdicabe thal you ane in one of these speclal modes.

2. While the computer |s thinking, the ILLEGAL and CHECK LED=s will flash
alternataly to indicate this

3. Whan the compaurter searches for 8 mate but canmot find one, the MO MATE
LEDS will come on. At this point, the ILLEGAL LED or the CHECK LED may
alsa light, but ahould be dareganded.

1.7 EN PASSANT

Challenger will capiure B pewn En Passant whenever it deems such a move |s
degirable, and will aleo recognize when you choose 1o do 50, When performing an En
Pasmeant capture, Challangar will first indicate the pawn move in the usual way, by
lighting LEDs lor the FROM square and then the TO saquane. Then it will light two
LEDs to Indlcate the square of the captured pawn, 1o remind you io remone the pawn
irarm thi board. Simply press down on the captured pawn and Then remove it from
the board.

1.8 CASTLING

Challenger will castle by internally first performing a King move and then a Rook
move. First, the King move must be acknowledped in the usual manner by prassing
tha FROM square and then the TO square. Then the Rook move must be acknow!l-
adﬁhy pressing its FROM and TO squares.

may castle your King in & similar manner by prassing down on the King's
FROM square and then its TO equare. At this point, the computer will recognize thal
yoL wizh b casthe, and will light tha LEDs for the Aook’s move bo prompl you 1o move
thal plece

Remembar that is a King move. i you aitempt to castle by moving your
Rook first, Challenger will acknowledgs the Rook's move and iImmed|ately bagin
thinking. To recover froem such a mistake, see Section 1.5.

1.9 FAWH PROMOTION

Ag In & normal game of chees, when a pawn reaches the eighth rank, it iy B
prarsded o & higher valued place (usually 8 Quesn or a Knight). When your pénsm
reaches the elghth rank, the LEDs for that square will Rash unkil you icentify your
ealaction by preasing the key naxt to the picture of (he plecd wou wish 1O promos to.

A5 5000 &8 You make your selction, the LEDS for that square will go out and the
computer will start thinking abou 15 Rt move

When one of Challenger's pawns reaches the eighth rank, the computer will
evaluake Its present position and will promoia Its pawn to the piece it ieels will be of
st value Sinoe this will oocur aulomatically, you mey wish to check Position
Verilicalion 1o identily the promeled plece (see Section 2.4).

1.10 CHECK AND MATE

Whan Chellanger has you in 8 CHECK situation, the CHECK LED will lghil

Whan Chalienger daterminae thal you are scon to be mated, the cormpuber will
announdcs this as describad In Section 4.2, When you are incheckmate, the CHECK
LED and the two MATE LEDa will be lit.

When Challenger loses a game, the | LOGE LEDs will light,

1.11 BOOK OPENINGS

You may notice thal ai the Beginning of the game, Challenger seams to move very
quickly. The reason Challenger responds 5o fast is thal it containe a Bbrary of ovar
3,000 opening pasitions from grandmaster play. i the curmant board set-up is in the
computers librarng | will playy one of the propar responses to that posilion ingm
its collectlon of moves and will not heve to think about that move chaice, You can
see whal Challenger has in it library by going into Book Practios Mode (see Sec-
tign 3.14). M you wish to cancel the computer's opening book, you may do s0 (see
Saction 3.5).

1.2 THIMKING OM THE OPPONEMNT'S TIME

The Sensory 12 has the abilily i think on its opponent's time, a funclion which
imgnovas playing strength on all leswels

Whila the cormpuber is making its move, you are abbe o use that time o analyoe te
position and think of a countarmone 1o the move the computer might make. Similary,
the compuler alag thinks ahead while you are deciding which rmowve o make. The
cormpuler doas this automatically, whenever you are thinking aboul your move.

I youl do not want the computar to think on your time, you may cancel this fealure
by seleciing lhe Eagy Mode Option (see Saction 3.15),




SECTION il - SPECIAL FEATURES

21 @- RESET (MEW GAME)

When the BE Key {5 pressad, the pieces are returned to thedir nriir1|1a1
pasitions for & new gend, but the previous options and Tewel will re-
main in effect [pressing BE Key 15 same as option AG).

22 @ CLEAR
The CL Key has $éveral uses:

1. Pressing L will clear an 111egal move [see Section 1.6).

2. If you press down on a plece and the FROM square 15 11¢, but
‘}:: decide not to meke that mowe, press the CL Key.

a, CL key must be pressed whan exiting Problem Mode and Pocition
Verification; &lso press CL to get out of Option Select Mode after
selecting the desired game options.

23 (FES)- PBLEM WooE

Problem Mode 15 wsed to make champes - to remove or add pieces during

& fqamé; to relocate pleces from ane square to snother; or to set up
special problems for Challenger to work out. Using Problem Mode, you
cén alter the board set-up at any time before or during a game. You can,
for example, alter the direction of the game, stremgthen your sfde or
Challenger's side, resurrect lost pleces, or even move your King out of
an {ewinent checkmate situmtfon. You cam also set up mate puzzles for
the computer to solve on Levels 9, 10, 11 and 12 (see Section 2.5).

You may enter Problem Mode whenever it s your turm to play. To learn how
to use Problem Mode, try the following drill:

1. 5tart & pew game and set the pfeces im their initial positions.

2. Press the PB Key and then the PY Key to enteér Problem Mode. MNow
press the key adjacent to pawm symbol. - Mote that the £ LED
and the A=H LEDs are all on sbe.nd”g. Thiz imdicates that there
gie Mhite pawns on squares A2-H2. Press the key next to the pewn
symbol again, and the 7 LED will be om, with the A-H LEDs flashing.
This shows that there are Black Pawns on Squeres AT-HT,

3. Now press down on square HY. Mote that the H LED goss out. By
prasiing down on this flashing squere, you heve cloared the Black
plece off the square. Presting sfquare HT once more will tum the
H LED om steadily. MNow a White piece occupies that square.

By the above 11lustrations, 1t can b Seen that:

L. Ho fle LED 11t means no plece of that type on that squars.
2. A steadily 19t filé LED means a White piece of the type om that square.
3. A flashing file LED means & Black plece of the type om that square.

To got up pleces In amy arrangement:

l. Press PB Eey and then % r; EEI
2, Press the key next to the picture of the plece type you wish to chamge.
3, Make changes as follpws:

a. Press an empty square and 1t becomes & White piece.
b. Press a White plece and 1t becomea & Black plece.
c. Press a Black plece and 1t becomes an empty Square

To axit Problem Mode, press the CL Key

E: =l§-;]all of the pieces from the board at once, use Option AT (See Sec-
an 3.£).

MOTE: While you are in Problem Mode, the ILLEGAL and CHECK LEDs will flash
aimultaneaushy bo Indicats that you ane |n this spacial mods. When you prass CL to
audt Problam Mode, these LEDs will go out.

2.4 @- — POSITION VERIFICATION

¥ou may werily the positions of all piecea — both Whita and Black — at any time
badore or during B gamse, whenever il i3 your turm b move. To verify tha position of amy
piece typa, firet preas the PY Key. Then press one of the keya edjacent tothe picture
of the piece type you ara intereabad in. Each time you press one of the piece symbol
ke, & new row (rank) LED i= it and a column (file) LED e lit o show whera the piaca
i hocated in that rowe If the péeca is White, the column LED lighis steadily. if the piece
iz Bilack, the column LED flashes. For any given piece symbol seleciad, the com-
pular will automatically only show you tha rows which are eccupied by aneor mong
of ihose pieces (unocoupiad rows will be skipped over), fthene are no pieces of that
iypa on the board at all, tha 8§ LED in the wpper lefi-hand cormar will light io indicate
this

By repaating this process for each piece type, evary place on ihe boand can B
correcthy lncated To return o normial play, prass the CL ey

HOTE: While you are in Position Verfication Mode, the ILLEGAL and CHECK LEDa
will flash aimulianecusly to indicate that you are in this speclal mode. Whean you

presa CL to exit Poaltlon Vertficatlon, these LEDs will go aut.
25 (V) —PLAYING LEVELS

Challenger has nine different kevals of playing difficulty, phes three additional
spacial mata-finding leveils:

PLAYING LEVEL TIME CONTROLS AYERAGE RESPONSE TIME
Lerwal 1 B0 movas [ 5 minwtes & saconds
Lewal 2 B0 mowvas [ 15 minutes 15 spconds
Lerwal 3 B0 mgvas [ 30 minuies 30 seconds
Lewal 4 Bl moves | 1 howr 1 Frinibe
Ll 8§ 30 moves | 1 hour 2 mminbes
Letwnl B 4 v | 2 hours 3 b
Lewl 7 4 moves | 2% hours 3 minudbas 45 gacomnds
Lewe| 8 30 v | 3 Rolins B i P bas
Lewel & Infinite Moda I Ll
L] 1) Special Level for Mate in 2 Problems
Ll 11 Special Level for Mate in 3 Froblems
L] 12 Spacial Leval lar Mate in 4 Problems

When the computar is first turnad on, Level 1 is automatically selected. To changa
lavals, simply press the LY Key The first time LY is pressad, the 1 LED will By 1o
indicate LEYEL 1. Prassing LV again williurn the 2 LED on, indicating Leval 2, and 5o
on. Aftar lighting the & LED o signify Level 8, pressing LYV again will lighi the 7 and B
LED= to indicale Level 9, than the & and 7 LEDs to mdicate Lével 10, tha & and B
LEDs bo indicate Level 11, and finally the 4 and 5 LEDS bo show Level 12. The surface
of the chass board is markad 1o indicate which LEDS come on for each level 5o that
thiare will ba no confusion,

After you have chosen your desired level of play, press the CL Key.

2.5.1 INFINITE LEVEL

Lzl 9 vy rucy Ll B e Blroe wsed in making each mova. The computes will
colinwe 1o search, loaking deeper and deaper untll it inds & forced mate or until
the Saarch 15 halted by you, When halted, Chalenger will make the beat move (1




hias lound thus far in iis seanch, Youw can halt Challenger's thinking al any time by
pressang the AW Kayw

252 MATE S0LVIMNG LEVELS

Levels 10, 11, and 12 are Challenoer's mate sohing evels. Set he computer on
Level #0 to sohve a mate in 2. Level 11 1o sobse 8 mate in 3, and Leval 12 losalve a
mate in 4. For longer mate protlema, usae Level 9 (Infinlte Mode). BOTE: Chal-
lenger iz capable of anmciumncing up to mate (n 1.

Whan {hese mabte solving levels are chosan, tha computer will concantrate
salaly of Sodving mate problems you have set up. To give the compartar a mate
[probladm 1o Solve, simply set up the board in Problem Mode (see Section 2.3), than
i the desired leval, and finalhy the RY Key to make the computer start
thinking. The compuier will then think for &8 long as it takes ko find the solution to
the problem. Al that poind, it will beep and anncunce the mate by lighting 1h= twa
MATE LEDs, along with the nurnber of the LED which corresponds bo The number
of mating mowaee. For a mate in 3, for instance, Challenger would light the two
MATE LEDs and the 3 LED.

I Challangar cannot find a mata at tha leval yvou heve chasan, the compartsar will
raspond by lighting the MO MATE LEDs on the side of the board. Plesse note:
Challenger will be able to find shorter mates than the number chosen, but not
longer males. For exarmgls, i you set the computer on Leved 11 to find a mate in 3,

but Challenger finds a mabe in 2, it will annauncs that mabe. It cannat, howevar, find
a mata in 4 on that lewvel.

26 —TAKE BACK

The Take-Back featurs allows taking back any move you make or any move mada
by Challenges. In order 1o use this leahune, simphy press the TE Key when it is your
turn bo rigve, and the LEDS indicating the TC portion of the last move will ight. Press
dosn an the indicaled square, and the LEDs showing tha FROM portion will go on.
Pregs this squane, and the lights will go oul. You have then completed the take-back
of thet move. Al this polnl, you can edther continuee o take back moves by pressing TB
again and moving each place back in turn, oF you can go on and continue with the
game. ’

If {hia gawme i5 &dill in the opening book (see Section 1.11), taking beck one or two
rrcves will not disable the opening libran: Mowes will continue to be played from
bioak, You may take back as many mowes as you wish — ewen all the way to the
beginning of tha gare.

Wiheen Laking Back mosves, if you ane unsure of whars o replace caplured pieces
that should be put back on the: boand, you may use Position Verification (see Section
2.4] o [dentify the proper piece. This may be done by pressing PV after & move
teke-back has bean exscuted Then press each piece type key until the missng
pieca has bean ident fied. Alter the plece ks replaced, press CL 1o ged aut of Position
erification, and continue with TB ar go an with noomal

Please nole the lollowing special circumstances in regard to 1aking back moves:
CASTLING: After TB is pressad, the LEDs will ight for tha KING's TO move
{press thal square) and then the King's FROM move {prass that squara), The
castling take-back ks then complete, since the compuler automatically takes the
Rook's move back. Therefong, simply move the Rook back to its original squars
[withoul pressing down on he SQUARES &% you &ne moving it back),
EN PASSANT MOVES: Taking back an en passant manswver is jusi like
taking back a normal move. Howeser, please nobe that the comguter doas ROT
light the square of the captwred pawn — you must remamber to put the pawn

10

back on the board [or check Poaltlon Verficallon). For examgbe, il dP-d4 and
than edxd3 has bean pliyed, & laka-back will light up &3 and then ed, but | S up
o you to put the pewn back on square d4.

261 FORCING THE COMPUTER TO MAKE A SPECIFIC MOVE

After uzing TB 1o take back one of the computar's movas, the computer will nol
gtart thinking again unfil you have pressed the RV Key. At this point, howeser, you
alag heve the option of making the next move for the compuber's side, If you dothis,
the eompuber will nol start thinking aboul its nesd move until after youl have made
YOLIF CWT e an Ehee bogrd,

To remind you of this feature, ihe LEDs for YOUR MOVE—BLACK (or WHITE il
the compuber is playing White) will fiash Aght after the take-back instead of baing
steadily lit s is nommally the case. At this point, elther (8) press RY to make
Challengar start thinking again; or (b} make a mowe of your cholce FOR Ghal-
langer, and then make your own mova on tha board.

27 @ — DISPLAY MOVE

The DM Key has several different uses, depending on whan il is pressed. i you
press the DM Key when it is your turn o move, Challenger will recommaend & move
toryou to pley. The first press of the DM Key will light LEDs for the FROM par of the
suggested mova, and pressing tha Db Key again will show you the TO portion of the
move, Press tha DM Kay once mora and the ¥OUR MOVE lights will come on.

If you press the DM Kay for 8 sugpested move while you are playing from
Challengers opening book (see Saction 1.11), the supgestad mowve will be from
Challenger's book, In this case, after vou have sean the first suggested move and the
YOUR MOVE LEDs hanve come back on, Smply repeat the procedurs by prassing
the D8 Key thres [imes again. You will be shown anather book choice (il anciher
cholce la avallable). This procedune may be repeated to see all of the book choices
that Challenger recommends In the current position.

it is your turm to move and you are no longer In ook, prasalng the D Key will still
give you B suggested move, but only one move chodce will be avallable.

Whila Challenger is thinking, the D Kay can enabile you o display the move the
COMmpuber |5 considering at any given moment, Whils the ILLEGAL and CHECK
LEDs are Hlashing alternately 1o indicale thal Challenger i3 thinking, press the DM
Key and Challenges will light the LEDS for the squan it 1S considering mowing FROM,
Press DM again, and Challenger will light the LEDS for the TO square, A third press of
the D Kay will turn the TO square LEDS off, Flease note that the beep tone does
not sound during this procedure,

28 @ —REVERSE

Like the DM Kay, the RY Key also has seversl different uses. Preasing the RY Keay
when it is your turn to mova changes aides with Challenger. Challenger will than take
ower your pisces and maks & move. For axampla: Supposs you are White and it is
your furn (o make a mova, [ you prass R, Challanger will make the move for White
'E'y#'llr:.llﬂhr prassing AV after each move by Challangsar, you canwaich Challenger
play itsel,

Prassing the RV Key whibe the compulber is thinking will force Cho'viger to make
i i caag i PresciEad el .

For other uses of the AV Key {in Monitor Mode and Book Practice Mode), see
Seclions 3.13 and 3.14,

il




SECTION lll — GAME OPTIONS

In addition to the Control Koys ond the Specisl Features described
previousy, a numbar of additiomal pptions may be $elected to enhance

our enjoyment of the Sensory 12, These game cptions are user selectable
before the start of a new game, or whenever it is your turn tD mowe dur-
ing a game}, and can be activated by pressing werious squares on the play-
ing surface. When the Option Salect Mode 5 chofen by pressing FB, normal
game play 1s suspended and the squares are used to select options a5 11Tws=
trated. {see pg.l13).

Fress the PE KBy to enter Option Select Mode. Whenever you arme in this
mode, the ILLEGAL and CHECE LEDs will flash simultensously to indicate this.
After pressing PB, activate the cpticn of your chodce by pressing dows on
the square designated for that particular optiom, The LED mext to that
square W11l 11ght to show that you have selected that eption. You may
choose any n r of options at the same time, as desired. The only ex-
caption is that Opticn A9 muest alweys be selected by itzelf {see Sectiom
3.1%.  After selecting your option(s)], alweys press the CL Key to exit Op-
tion Select Moda.

The spticns which ave available are foumnd on squares Al-A8 and Squares BI-
HI (sae chart), The descriptions which follow will help you to decide which
options may interest you for any partfcular game, BE SURE T PRESS THE PR
EEY TDO GET INTO QPTEQN SELECT MODE BEEFORE ATTEMPTING TO CHOGSE AMY OF THE
FOLLOWIRG QPTIONS.

A% esch option is selected by pressing the desived squarve, the LED mext to
that square will 1ight to indicote the selected option. I you decide after
selecting an option that you would rather not have that option in effect,
gimply press the aption square again., The LED next to it will go cut to
indicate that it {3 no longer in effect. If you decide you want to cancel

an option after you have already pressed the CL Key to get out of Option
telact Mode, simply press the PB Key again to get back into that mode, Rote
that the LEDs for the options you hawe chosen ére &11 11E.  To camcel any
of them, press the eppropriate option squares and the LEDs will go out.Press
€L again to get out of Dption Select Mode.

MOTE: Four of the options [A1.A2.A3 and €1} are only wseful if the Sensary
12 is used with a Fidelity printer.

3.1 SOUARE AB - TOTAL RESET

Using Option AB 4% the same as unplugging the wnit and plugging 1t back in
again. By pressing square A3, you are erasing 411 previcus entries and op-
tions which you may have chosen and you are starting a completely new ?m
The pieces are all returned to their basic gtarting positions and level 1
is in effect.

If you want to begin & mew game, but you would ke to vetain all of
the options you have selected, use Square AR instead of AB [see Sec-
tion 3.3}, or press the Reset Key.

NOTE: A& 15 the anly option which MUST be selected on its oem and
canngt be combined with amy other selections. As an example, if you
want to start a new game and select Sound OFF and Easy Made, you hawe
to first press RE, then A8, them CL. Then press. BE again and enter
D1 {Sound OFf), W1 (Easy Mode), and CL.

J.2 SOUARE A7 - CLEAR BOARD

Pressing Square AT will remowe all the chess pieces from the board in
Challenger's internal memory. This feature s extremely valuable for set-
ting up problens, and 1t is therefore gemerally wsed in conjunction with

Problen Mode {see Section 2.3). -
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3.3 SCAUARE AB—MEW GAME

Iy wesald [k Ko Start B new game, but you want to retain the options andlor kevel
that you selected In the previous game, preas Square AS, This will place all of the
chisss pageces back an thalr oniginal squares and prepare Challengar kor & néw gams,
but the previgus iy selacted options and level will remain in afiect.

3.4 SOUARE AS=CHANGE COLOR WITH MOVE

Option A5 | primarily used In conjunction with Problem Mode (see Saction 2.3).
Alter axiting Problem Moda, you can changa the color bo move if desired by antefing
Option Select Mode and prassing Square AS.

3.5 SQUARE A4 — GANCEL OPENING BOOCH

Chooaing Option A4 locks out the compubers opaning book (see Secllon 111
When this option is in effect, Challenger will have no opening library from which io
draw its movas, so it will ba foraed to take tme 1o think in order o detarmine its own
best mova from the beginning of the gamea.

NICITE: I you would like to start 4 new game and selsct Option A4, you must firs
antes AE AB CL or AE AB CL for & new game. Then go back and enter RE D4 GL 1o
cancel the opaning book.

3.6 SOUARE A3=PRINT GAME

Option A3 is useh only when you are using a Fidelity printer with the Sansory 12,
This option penmits you 1o get a printoul of the entire move list from the baginning of
the game. You can reques! this primout wheneser it (& your turn to move, and the:
complate game will be prnked, staring from mowe one. This enables you to make

axtra printed copies of special games.
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HOTE: i you heve used Problermn Mode at any point in the gamse, the computars
mamary of tha move st up to that point is lost. Therefons, if Option A3 is used later on
in the gama, tha prirter will firsl print thie board position as it wis wihen you came out
of Problem Mode, and it will then prirt the mawe list starting with tha first move that
was made after axiling Problam Mode.

To get a printout of the board, See Section 511,

H

37 SOUARE AZ—DOUBLE HEIGHT (OMLY with Model IFF printar)

Usahul ondy when your gama is connecied o & Fidelity printer, Option AZ gives you
a largar prirtboust, in thal the characters are printed al doubbe the nosmal febghl.

MNOTE: Using Dption AZ will NOT affect the printoul of the board (see Section 5.1.1).
The board ks ahweys printed at nonmal helight esen when ihis option is selectad, since
& double helght printout of the board would result in distortion of the squares.

CHESS
CHALLEHGER

81 E2E4 EPED
62 F2F4 E3F4
83 GIFY B763
B4 FI1C4 FBG7
B5 EIGI HTHG
a6 D204 D7DE

3.8 SQUARE A1 =PRINT TIME (ONLY with Model IFP printer)

Whean a Fidelity printer is attached, choosing Opdlon A1 will print the time taken for
the moves right afler printing the mowes themsebes.
To get a prirtout of the total time laken In the game so far, eee Section 5.1.2.
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3.9 SCHIARE B1 = RESIGMN EMABLE

If Square B1 is selectad as an option, the compuber wiil announce forced metes
against itself, and will resign if it sees thal mate iz Inevitable. When this situation
occurs, Challenger will lagh the two | LOSE LEDa and will akso fiash the LED which
corrasponds o the number of moves until mate.

To accept the computers resignation, prese the CL Key. Challenger will than
indicate its move In the wsual mannar. If vour st move delivered mate, Challangar
will light the | LOSE LEDe atesdily bo indicale that it has bean matad.
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310 SQUARE C1= BLACK FROM THE BOTTOM

Option C1 allows you to play with the Biack pleces sel up a1 the bottom of the

board. If chooae this opllon, be sune o sat the pleces up correctly, Check
Poaltion cation o be cartain of where the pleces should be placad.

HOTE: Switching to this option during a gama is nol advised.

31 SQUARE DM = S0OUND OFF

For completely silenl operalion of the game, press Sgquare D1 to select the
SOUND OFF option. To turn the sound on again, go beck inlo Option Select Moda
and press Square D1 again, This option can be changed as often as desired during a
gams.

312 SQUARE E1 — FIGURINE ALGEBRAIC

E1 Iz one of the four oplions thal can only be used when a Fidelity printer is
conneched o the Sensory 12, i affects only the prinout of the move list, When E1 is
activated, the moves of the game are printed in FIDE Informant Style Figurine

Algabraic Notation. Movas are described by printing the plece symbal, followad by
g TO squarne of that mowe. Piace symbaols for pewns are not used.

Twe departures from strict FIDE notation exist: (a) Queenalde castling s printed
&3 0-00; and (b) when a piece is pinned against a King and cannot kegally move o &
Qv S0 lidre, but another piece of the same type can and doas move io the sgquans,
the rce [ printed as though it were legally possible for both pleces to move io that
square. This results in ovar-describing that move on the priniout.
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3.13 5QUARE F1 = MONITOR MODE

Pressing Squere F1 salects Monitor Mode, This rmde allows hurmans bo play both
Iahiathha garme, with the computer acting as & nelenes and chacking each movwe for

If the moves played ane in Chllenger's efening book, Challenger will follow along
In book, and the Db Key will give suggesied book moves. As soon as the moves
playad deviate from Chalangar's book, the D Key will no longar give hints. At this
point, you mey see what move Ghalenger would make at any time in the game by
presaing the RY Key. The compuier will $tar thinking and make a move, bul atter
moving the piece, Monitor Moda will 1l be In aifect.

To exit this mode and continue playing the game againat the computer, press RE
F1 CL 1o cancel Monitor Mode. Then smphy make your naxt move and Challanger
will respond as in a normal g,

Monitor Mode can be used in comiinalion with Book Practice Mode (Option G1)
to provide an excallent way bo kearn opening lnes. When both are used with Ihe
Teke-Back leaturs, muliple vakations can be sludied (see Section .14}

3.4 S5QUARE G1—B00OK PRACTICE MODE

Choosing Option G1 puts you inte Book Practice Mode, This mode enables you o
usa Challenger lo praciice your opening lines. Book Practice Mode allows tha
computer to play a mueh wider range of move choices, including wesk opening
mares. In normal play, Challenger will mot play 8 weak mosa, Bul will know the correct
counlarmove if you should do so. In Book Practica Mode, howsver, Challengar may
play a weak opeéning move 5o that you may leam ihe cormect responaa.

In Book Practice Mode, Challenger will give you & warning if you attempt o play a
rcve not in bopk o if you reach the end of book. If you enter a move not in book,

will beap and the TO square LEDs of the move you have attempled ko
rake will remain on. You can then presa TB lo take the move back, and try again ko
play one in book. When elther side reaches the and of book, the computer will again
signal this by beeping and keaving the TO square LEDS on. Al this point, you mus!
prass the AV Key 1o continue the game. If the compater made the last move, it will
now await your net meve. If you made the |ast move, the computar will start thinking
as soon as AY is prassed.

Hfyou play & rove that Is not In book and Challenger indicates thet you should talke
iit back, you may, if you wigh, forge Challenger to accept your move and go on playing
from that position. To do this, simply prasa the RY Key afler antering your move.
Challenger will fall out of book and begin thinking about its response. It you decida o
forca Challenger to accept & non-book move, you can get back Imo book by using
the Take-Back fealura,

315 SOUAAE HI —EASY MODE

Easy Mode is an aption which weakans all playing levels without aflecting the
compuiar’s time conlrols. This 2 accomplished by restricting Challenger's use of its
aliottesd time. Ordinarily, Challanger does some of lis thinking on yous time — while
you are contermplating your next move (see Section 112). This feature is part of whal
makes Challenger such a tough opponent, For example: K you set Challengar on
Lavel 140 give It roughly five seconds per move, but you take two minuies to consider
your move, and Challenger guesses what you are going to play, tha computer would
heawr Lgd the whole two minubes to think kot its neply You might a5 well Fave s81 it
on Lewel 51

Salecting Easy Mode will prevent the computer from thinking on your time. Since
this weakeans all of Ihe kil levels, you ane thus given the option of heving maore
playing levels io chooss fnom.
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SECTION IV—MATE AND DRAW ANNOUNCEMENTS

Challenger can indicate lorced mates against the opponent, and {if Realgn Enable
wHE salacted) againat Healf. In addition, the computar can recognize and claim four
diffarent typees of drewa, can recognlze and respond to an opponent’s offer of & draw,
and will iteelf propoae a drew i, in Challengers eatimation, neither side possessas
sufficiant resources o force mata.

4.1 CHECK ANNOUNCEMENT

Wheanever the computar puls its opponent in check, the CHECK LED will lght
staadily,

4.2 MATE ANNOUNCEMENT — AGAINST OFPONENT

Whaen Challenger discovers & lorced mate againat s opponent, [t will flesh the teo
MATE LEDa and will staadily light the number of mowves until mate (the cormgartear can
announce up to Mats In 11 ). When this occurs, you can alther resign or continus play
by preasing the CL Key. If CL Is pressed, Challenger will iIndicats its move in tha usual
wary. If the mowve wiich the compatar indicales [s the actual mating move, a5 5000 &5
the move is entered on the board, the two MATE LEDs and the CHECK LED will
come on steadily o signify chackmats.

421 ALTERNATE SOLUTIONS

After ChaBanger has announced the solution Io & mate problem, you may
request the cormputar o search lor other possible solutlons to the same probiem.
To use this feature, you must abserve the following: When the computer an-
nounces mate, preas the CL Key as previously desacribed in order fo see the
FROM squara of the mating move. Prags down on tha FROM square and s
computer will indicate the TO equare. At this point, DO NOT press down of the
lighted TO square a& you would ordinarily to make the move. Insiead, simply nobe
which move the computar was going ko make, and then prass the RY Key
Challenger will then start thinking again, in order 1o search for another possibie
mate. This process can be repeated alter each solution & found, until the com-
puter lights the MO MATE LEDs fo signify that no more solutions can be found.

4.3 MATE ANNOUNCEMENT = AGAINST CHALLENGER

Whan Challenger sees a forced mabte agalnst itself, It may or may nof announce
this shead of time. If Resign Enable was sslectad {see Section 3.8), Challengar will
announce the mate and offer ite resignation. The computer does this by flashing the
two | LOSE LEDs and the LED which corresponds to the mamber of movas urtil
miata,

To accept the computer's resignation, press the CL Key. Challenger will then
indicate its move in the usual mannet. if your last move delivered mabte, Challenger
will light the | LOSE LEDs steadiy to indicate thal it has been mated.

4.4 NO MATE FOUND

Whan Challenger Iz sl on Level B, 10, H or 12, It seanches for the solutions to
specific mate problems. I thens is o mate present of If Challenger canndt find &
maie, tha MO MATE LEDs will light. Presaing tihe CL Key will turn these LEDs off and
cause Challanger to announce a move.

NOTE: YWhenevar tha r lighta the MO MATE indication, you may notice that
the CHECK LED or the ILLEGAL LED may also come on, Please disragard these
e LEDH iin thiss situalion.

4.5 OFFERING CHALLENGER A DRAW

You may oifer Challenger a draw any tlme it s your turn o move. To make the draw
offer, almphy prasa down on your King and then preas down on Challenger’s King,
Tha computer will flash the DRAW OFFER LEDs o ask if you intendad lo offer 2
draw. i not, press the GL Key once, then press it agaim 1o Clear the illegal rowe
indication. To fall the computer that you did intend fo offer a draw, pregs the RY Key.
Challenger wil answer with the DRAW ACCEPTED LEDs an If “yea” or the DRAW
DECLINED LED:S on for “na;

4.8 CHALLENGER OFFERS YOU A DRAW

The compuiar will oiter a draw whanewer, in it eatimation, neither side possesses
sufficlent materlal to bring about & mate. Challenger will make its dranw offar by
saadily lighting the two DRAW OFFER LEDs. ¥ you accept the draw, the game is
owed, If you would rather decling the draw, press the CL Key and Challenger will siart
thinking aboutits next mowa.

47 DRAW BY THE 50-MOVE RULE

if B0 mewwes are playad ina game withoul either sida having pushed a pawn or
capturad a plece, the game s drewn by the 50-move nuls, [f the compuber delacts
that this has happened, it will claim a draw by lighting the 50-MOVE RULE LEDs.

4.8 DRAW BY THREE-TIME REPETITION

When the same position occurs thres times in & game of chess where the same
side has the move sach time, the garme is drawn by repetition of poaition. When
Challenger recognizes that its opponent has made a move thet results in a third
repatition, it claims the draw by lighting the 3-TIME REPETITION LED=.

4.8 DRAW BY STALEMATE

A parme of cheea la drawn by stalemate if the player whose tern it is 1 mowe has
nio legal moves, but his King ia not in check. The comgatar claims this dramy By light-
ing the STALEMATE LEDe When this occurs, the game is over and cannol be
comtinaed,




SECTION V= GENERAL INFORMATION

6.1 USING THE FIDELITY PRINTER

Fiug your Fidality printer signal cable Into it recaptacie on the side of Challengers
housing. Once the printer has been plugged into the Sensory 12, the printer MUIST
be turned ON Io operate proparty. The Sensory 12 will not operate if the prinler is
plugged in and laft in OFF position, For printer oparation, refer io the Fidekty Printar
Cparating Insiructions provided with the priniar,

MNOTE: THE COMPUTER WILL NOT ACCEPT ANY MOWES OR COMMAMNDS
YWHILE THE PRINTER IS5 AGTUALLY PRINTIMG.

For information on the spacific Game Options which are available when the
printer is used, see Saction 3, Options A1, A2, A3 and E1.

The Sensory 12 also offers you other exciting lealures that can be iImplamentad
when a Fidelity pririter is used:

£.1.1 PRINTOUT OF THE BOARD
Whenever it ks your lum o move, you mey press the PY Key and then the RE
Key to get a graphlc printout of the game board. Prass CL after the printoul s
and you can continue with the gams.

MOTE: H you use Problem Mode al any time while using the printer with the
Sansory 12, you will awtomatically ged a prirtout of the boand position.
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5.1.2 PRINTOUT OF TOTAL TIME (DMLY with Model IFP priner)

Préssing the PB « the PV Key and then tha RE Key when 1t §3 your turmn
will print total time taken for both sides 1n the came so far. A “T" will
be printed on the left-hand side to signify the total time.

T 23:83 Zar2l

5.2 USING MODLILES

The Sansory 12 Chess Challenger has the ability to accept modules which can
edd io [ta basic capability and rmake It an even more diversified opponent. Each
mdhile will contain 8 separate instruction manual describing the added Tealuras.

Modules are ingtalied into the plug-In receptacle an the left-hand side of the
compuler, next to the printer cable plug. After making sure that power 15 off, plugina
module by insarting it Into the receplacie and pushing 1 &)l the way 0, Using sven
finger preasure undll the fit |& anug.

WARMIMG: MEVER REMOVE OR REPLACE A MODULE WHILE THE POAWER
IS5 OM.

5.3 SPECIFICATIONS

POMER SO0URCE: Operates on 120 Yolt AC 60 Hz. 2 watts continuous use.
ELECTROMICS: ANl solid state.
INPUT: 72 pressure-sensitive switches {64 playing squares, B function °

keys ).
SIZE: 14 = 14% x 1 34 inches.
WETGHT : I;I-tluﬂ:g. Transformer, Chess Pieces, and Shipping Material:

. q
PROCESSOR: 4 Megahertz G502B
e E Read Only Memory): 160,000 bits.
RAM | Random Access Memory): 32,000 bits.
CLOCE: Intérnal <lock for time contro] accurate to + 5%
AUTHDRS: DAEN and EATHE SPRACKLEM
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THIS LIMITED WARRANTY APPLIES OMLY TO FIDELITY
PRODUCTS PURCHASED IN THE UNWITED STATES

LIMITED 90-DAY WARRANTY

Fldelity International, Ime. warrants to the originel consumer purchaser

that its products ave free fron any electrical or mechanical defects for

a pariod of ninety days from the date of purchase, If any such defect is

discoverad withim the warranty period, Fidelity Intemational, Inc. will

repair or replace the uwnit free of cha upon receipt of the unit which

m bagn sent insured and postage prepafd to the Ffactory address 4hdwi
=18

A PURCHARSE RECEIPT OR OTHER PROOF OF DATE OF ORIGIMAL COMSUMER PURCHASE
WILL BE REQUIRED BEFORE WARRANTY PERFORMPMCE IS5 RENDERED.

This warranty covers nomal consumer use and dosd not cover damage which
occurs 1 shipment or failure which vesults from alteration, accident,
misuse, abuse, meqlect, wear and tear, {madequate majntempamce, commercial
use, or unreasonable use of the vmit. Removal of the top pang]l vaids all
warranties. This werrenty does not cower cost of repairs made o attempted
cutside of the factory.

Any applicable implied wearranties, including warranties of merchantability
and fitness, are hereby limited to ninety days from date of purchase. Con-
sequential or incidental dapages resulting from a breach of any applicabla
eupregs or implied warranties are hereby excluded. Some states do mot allow
Timitations on the duration of implied warranties and do not allow exclusion
of incidental or comiequantial damages, so the above Timitations and exclu-
sions in these instonces may mot apply.

This warranty gives you specific legal rights, ond you may also hawva other
rights which vary from state to state,

The only authorized service center in the United States i5:

Fldelity International, Imc.
13200 M.W. 58th Court
Mlami, Florida 33014

[305) S67-9800

If you ship the wnit, cavefully pack and send it prepajd, adequately insured
and preferahg im the original carton. Include & letter, detailing the com-
plaint imside the shipping carton with a telephone number where you may be
reached durimg busimess hours,

If your warrenty has expired and you want 8 service foe quoti, writs to the
above address specifying the model, and requesting & service quotstion,

DO MOT SEWD YOUR GAME with yowr request for quotation, as Fidelity has no pro-
vigions of holding your game From service waiting For your reply.

An g mew cwner of a Fidelity Cheas Challengar, you are condlally Imd@iled i joim the LS, Chass

Federation. Your new compuler opponont will give you hours of pleasars, and i you &1 80N, WU Can
enjoy o the encilement and fun hal the wordd of ohess has to offer.

Mberribarn of L5, Ghess anjoy a compelibhve edge over other chess hobbyisls. As recognized players,
thay maat in clubs and in official fournaments. Like them, you will find Ehat your chesa skill will
i anormoualy &% you bead your ideas against a sarety of oppononls.
Aa @ Pe b, o will enjoy obhes acdeniages: |
* Chess Ly migazing gvary month, wilh ipa of how b win e gaes, iols of chess news, and |
sbariag abowr! grandmantars, Somputan, and o :
* Ieformation about clubs and ioEmamants, |
& Magaursmaont of your improsemant w81h tha UGS Chass comguilanoed raling syabsm—aoe
adopiod woridelda,
4 The: opporbuntty to play ochess by madl. You cam maal new chass ends all svar the Sounbry!
+ Discouwnts and adwios on ohess books and equipmant.

Your new Choss Challengar antifias wou b0 a special inrodugtony offer. You Gan bacoms a bull mambee
ol LLE Chess far sl manths for only §—a significant sevings over the ususl rabe of $25 & yaar,

WLS. Chess |8 the oMficial memibamhip cmanimation for ohass in the Unilod States. W mprassnt tha
United Stakas in the World Chess Federation, Enking our mambars with obhar chessplayens Througho
1ha wordd Members mnage from beginners &0 Bobby Fischer. Don't miss this special ghanca bo join usl

Maka checks payables o Fidslity Infamational and send b

Fichaiity Imtemational (.
136000 W.W. §8h Court
Miami, FIL X304

Fidaitfty Imtamations) s formand pour dusk fa the LISCF, & aor-faroralt mambsshio angawoebion.

(4008
Yes; | Want to Save 28% on a Siz-Month Membership!

Floasa regiatar ma as & Tull mambaer af LS, Chess at your special intreduciony rate, My chec lor 50 s
pnolosed 0 ek e B Ml Bor S imonihs,

T e e

ADOREES

=
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Thiis offer valid only in the: LiSA

TRTATH Fil
Bubjeat by wepim withoul petic







