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INTRODUCTION
Congratulations on your new dtess playing panner. We at Fidelity

Electronics, are extremely proud to bdng you this chess compuler, a unit whicfr
repressntsagiantstepintoday'scomputercl 'resstechnology. InJuly, 198B,at
the World Open in Philadelphia, Pennsylvania, chess history was made when a
microcompuler chess game earned a Master Rating. As the owner of the very
same program which achieved this rating, you now have the opportunity to
observe for yourself the knowledge, skill, and cunning inherent in the Master.

Ihls chess @mputer is also loaded with feawresl The sensory playing
surfacs enables the com puter to sense and recognize eacl.r and every rnove you
make, and it communicates its moves to you via a large, dear Display Wir,'dow
and LEDs which reference the board squares. lmagine being able lo observe
the computer's thought process-see the line of oiay it is considering, the score
it gives any particular position, how deep it is searching. How often have you
wished that you auld read your opponent's mind while he was thinking about
his move-now you canl And just think-in this case, you're reading the mind
of a masterl

And another thing-4on't be afraid ot itl Although your chess computer has
a master rating, you need not be worried that you will never win a game. The
Masferallows you to set the level of play to that which is most comfortable for
you. Thus, you can learn f rom your mistakss wh€n you play against th e Mast€r
on its tournament level, or you can delight in your own victories whsn you play
against your computer opponent on a lower levell No matter what, though, you
can be sure that the Master will turn out to bo the most superb chess computer
you have ever come up against!

Before you go on, a note regarding this manual: Although you might be
tempted to delve right into explodng the Mastels many special features and
playing options, we recommend that you first familiarize yourself with SECTION
ONE. Reading Section One first will help you understand how to operate the
computer and how to play your first game. After that, go on to the other sections
to explore all of the Master's other intriguing features.

And now. have fun!!



SECTION ONE: BASIC OPERATION
1.1 BATTERY INSTALLATION/REPLACEMENT

To install or replace batteries:
1. Be surethatthe ootional transformer

is unplugged from the unit.
2. Locate the battery compartment on

the underside of the unit, and gently
slide the battery cover clear of the
guide notches in the case, exposing
the inner comparfnent.

3. Remove and discard old batteries.
4. Insure that the battery clips are clean

and rust-free.
5. Install four (4) "AA' size alkaline

batteries.
6. Replace battery cover.

1.2 LOW BATTERIES
lf the computer appears to be behaving erratically or signalling impossible/

illegal responses, this is a sign of low battery power and the batteries should be
replaced.

1.3 AC OPERATION (Optional)
Depending on how frequently you play, you may wish to purcfrase the

optional AC transformer available for this product. Do not use any transformer
other than the Fidelity transf ormer designed specifically tor this product. Failure
to do so can cause damage to this product which will void the wananty. ll you
have difficulty locating a
Fidelity transformer local ly,
an order form is provided in
th i s  manua l  l o r  you r
convenience.

For AC operation, plug
lhe transtormer into an AC
wall outlet and plug the
transformer line cord into
the game. Turn the unit on
as described in Section 1 .5.

1.4 BOARD DIAGRAM

BOARD LEDS (LlcHT EMITTING DIODES): One LED adjacenr ro
each number and one LED adjacent to each letter. 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 to.

COLOR LEDS: Used to indicate whictr side is currently at play (White
or Black). Whenever it is your turn to move, lhe LED for your color will
Iight solidly. Whenever it isthecomputef sturnto move,the LED forthe
computer's color will f/ash while the comouter is thinkino.

G) SHfff KEY: This keycontainsthe LED to indicare whetheror notths



Shift tunctjon is activated. Pressing the Shift Keytogglesthe Shift LED
on and off (pressing the Clear Key will also tum the Shift LED off). lf the
Shifl LED is on, the Red (or upper) key functions may be used. lf
the Shift LED is off , the Black (or lower) key functions may be used.

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

PROBLEM /ERIFY KEY: When the Shift LED is on, press the center
of this key to enter Problem Mode (used for setting up midgame
positions or problems). When the Shift LED is off, press the center of
this key to verify he poshion of the chess pieces.

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

NEWLEVEL KEY: When the Shift LED is on, press the center of this
key to start a new game. When the Shift LED is off, press the center
of this key to select and cfrange levels of play.

REPLAY/TAKE BACK KEY: When the Shift LED is on, press the
center of this key to replay the last game. When the Shift LED is o4
press the center of this key to activate the feature used to take back
moves. 

e



I NFO/HINT KEY : When the Shift LE D i s on, press the center ot this key
to di splay information abourt the com puter's last m ove. When the Shift
LED is o/1, press the c€nter of this key to display a suggested move.

ALTERNATFJMOVE: When the Shift LED is on, pressthe centerof this
key to obtain the computer's "next best''move. When the Shift LED
is olf, press the center of this key to change sides with the computer,
to watch the computer play both sides, or to lorce the computer to
stop thinking and make a move.

CLEAR KEY: Press to deactivate the Shift Key. Also used to cancel
illegal move indication orto clear afromsquare before you move tothe
lo square. Used to exit from Problem Mode, Verify Mode, Time Mode,
Option Selecl Mode, and after choosing your playing level. Used to
clear the display after the computer's mate and draw announcements.

FOUR.CHARACTER LCD (LlOUlD CRYSTAL DTSPLAY): Used to
display a myriad of information at your request.

1.5 POWER ON
Set the ONI/OFF switch to ON. lf the optional Fidelity transformer is being

used, see Section 1.3. AC Ooeration.
A new game is started when you first turn power on or when the New Key is

pressed.
When the game is first plugged in, the unit wil l beep, and the LED labeled

WHITE will l ight (see Board Diagram, Section 1.4). This LED indicates that it is
White's turn to move (in this case, to make the tirst move to startthe game). At
this point, none of the options or special features are in effect. A new game is
always started when power is turned on, and turning the power ofl and on again
res€ts the program to pre-game conditions and removes all previously selected
options. As you become more familiar with the operation of the computer, you
willf indthatusingthe FULL RESET feature (see sestion 2.6) is exactlythe same
as unplugging the unitand 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

Whitepiecesatthebottomoftheboard. ro
Each square on the chess board is ,^
described, in accordance with interna-
tional chess notation, by a letter of the ' o
alphabet designating the vertical rows r o
(the Files), and a number designating .o
the horizontal rows (the Ranks). Atthe so
beginning of a game, the White King is
on Square E1 , and the Black King is on 

' v

Souare EB. 1 o

1.7 HOWTO ENTER MOVES 
^o so co oo Eo ro Go xo

P lay ing  chess  aga ins t  you r
computer is like playing with a human opponent-you make your move and the
computer responds with its move. The obvious difference, of course, isthat you
must make the actual physical move of the pieces for tre computer.

d



To make a move.
p ick up the desi red
piece, tilt it, and use the
edge of the piece to
press down genty on
the center of the souare
(see diagram). This tells
the com puter where you
want to move the piece
from. Now move the
piece to its destination
square (the to square),
and press down on the
c€nter of that square in the same manner. The computer has now registered
your full move.

1.8 YOUR FIRST LOVE
The following example will help you start your first game with the computer.
Let's say that you have chosen to move your White 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, tjh 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 begun to think about its own move, flashing the
BLACK (E1) LED to indicate that it is thinking. (ln this example, however, the
computer will respond instantly because it is playing from lts 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 /rom
square. (We have selected the Square E7 for this example-you may get a
different response.J The File E and Flank 7 LEDs are lit.

8 O

7 a

6 o

G , 1

Step #4. Press down on the Black pawn on Square E7. The lrom lights wil l go
out and two diff erent LE Ds will show you the to locatjon for that pawn. (W e have
chosen Square E5 for this example.)

o -

Step #5. Pick up the Black pawn on Square E7, t i l t the piece, and press down
on Square E5. The to l ights wil l go out, and it is t ime for your nen move as White
(as indicated by the solidly l i t WHITE LED).

c( - i  D .a .Eo Fo cO Ho

For each move, remember the three basic steps.- PRESS, MOVE, and
PFESS AGAIN.
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Not€ : You m ay notice that, when m ovi ng you r pieca, tJte lo square LEDs do
not light, but when moving the computer's piece, the LEDs for the to square do
light, The reason for this is that once you have moved your piece to the to
location, the computer is instandy informed of your move, and there is no need
tor lights. On the computer's move, the to square is lit to show you where to place
the computer's piece.

1.9 ACCIDENTAL WRONG MOVE
lf you press down on a piece and the trom square is lit, but you decide not

to make that move, press the Clear Key, which will turn the LEDs off, and allow
you to enter another move of your choice.

lf you change your mind after you have entered a whole move (frornand fo
squares), then the computer has accepted your move and is already considering
its countermove. In this case, simply press the Take Back Key, and the
computer will guide you through the take back (see Section 2.9).
1,10 ILLEGAL MOVE

The computer wil l only allow moves that are in corripliance with the rules of
chess. lllegal moves are not accepted. The computer notifies you of an illegal
move orerror by beeping and keeping the LEDs lit for the fromsquare which was
pressed. To undo the error, you have several options:

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

2. Press the piece back down on the from square (the LEDs indicating
that square wil l go out), and then enter another move; or

3. Press the Clear Key to turn the LEDs off and put the piece back down
on its original from square. Then enter another move olyour choice.

IMPORTANT NOIE. Method #3 does not insure that the incorrectiy moved
piece has b€)en returned to its original location, but rather leaves i1 up to you to
replace the piece correctly.

Please note the following circumstances, which wili alsc cause th.i comp,ier
to beep an i l legal move indication:

'1 . Pressing down on a piece of the wi.ong coior (e.9., it is White's turn and
you press down on a Black piece).

2. Pressing down on the wrong square when making the c'Jrnputer's
move on the board (e.9., ihe computer i ignts the LEDs fcr square D8
and you inadvertently press down on square D7).

3. Pressing down on an empty square without havrirg f i ist pressed down
on a piece which can move to that square.

1.11 EN PASSANT
The computer will capture a pawn en

passanf whenever i t  determines that such a
move ts desirable, and i t  wi l l  also recognize
when you choose to move enpassanf. When
performing an en passant capture, the
computer wi l l f i rst indicatethe pawn move in
the usual way, by lighting LEDs for the from
square and then the to square. After you
have moved the pawn, LEDs wil l  l ight to
indicatethe square of the captured pawn, to
remind you to remove the pawn trom the
board. Simply press down on the captured
pawn and take it off the board.

,c)
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You may castle your King in the
same manner by first pressing down
on the King's from square and then its
lo square. Atthis point, the computer
will recognize that you wish to castle,
and wil l l ight the LEDs for the Rook's
move to prompt you to make that
move on the board.

Caution : Remember that castlinq

1.12 CASTLING
The computer will casüe by first performing a King move and then a Rook

move. To carry this move out on the board, first acknowledge the King move
by pressing the indicated from square and to square. Then make the Rook's
move by again pressing the indicated from and to squares.

^ O  s O  c O  o O  E O  F O  o O

\s/
Then ptess
hm Hl to Fl

is a King move. lf you attempt to castle by moving your Rook first, the computer
will accept the Rook's move and immediately begin 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

be promotedtoa higher-valued piece (usuallyaQueen). Onceyou haveentered
the pawn's move to the eighth rank, the LEDs for that square will flash (and
(lFn.--] will appear in the Display Window) until you identify your promotion
selecüon by pressing the key above the picture of the piece you wish to promote
to(i.e., to promote a pawn toa Queen, pressthe Option Key afterthe lights begin
to flash awaiting your choice). As soon as you make your selection, the LEDs
torthatsquarewillgooutandthecomputerwil l startthinking about its nextmove.

lf one ol ü-re computer's pawns reaches the eighth rank, the computer will
evaluate its present position and will promote its pawn to the piece it feels will be
of most value. Since his will occur automatically, you may wish to use Verify
to identify the promoted piece (see Section 2.3).
1.14 CHECK AND MATE

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

ll the computer determines that you will soon be mated, it will show (l-n-T)
in the Display Window (where x = the num ber of moves until checkmate). Press
the Clear Key to see the computer's move. Once the computer's mating move
is entered, the Display Window will read a.-) .

lf you checkmate the computer, the Display will show (-;----1.
Note: Whenever the computer indicates a mate 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 game. lf you have noticed that the computer seems to move very
quickly at he beginning of the game, this is because the Masfercontains an
Opening Book Library of over 28,0@ opening positions from Grandmaster play.
It the cunent board set-up is contained in the compute/s library, it will play one
of the proper respons€s to that position from its collection of moves and will not
have to think about that move cfroice.

The computer will normally play only from its Tournament Opening Book-
that is, it will play only those opening lines it feels are best. However, if you want



the computer to select trom a greater variety of book opening /rnes, you may
select the All Openings Game Option (see Section 3.6), whicfr expands the
Tournament Opening Book.

lf you wish to cancel the computer's opening book, you may do so by
following this procedure:

1. Press the Level Key and then press down on one of the Mate Finder
Level squares (any square from H1 to H8).

2. Press the Clear Key.
3. Press Level again and press a square to select your desired playing

level (for information on the comprrter's many playing levels, see
Section 2.7).

4. Press Clear once more.
After following these steps, you willhave effectively locked outthe computer's

opening book. When th is occurs, the com puter wil I have no openi ng I ibrary f rom
vrhicfr to draw its moves, so it will be forced to take time to think in order to
determine its own best move from the beginning of the game.

1.16 THINKING OI\I THE OPPONENT'S TIME
The Master has the ability to think on hs opponent's time, a function whicft

improves playing sfenEh 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 countermove
tothe move the computer might make. Similarty, thecomputeralsothinksahead
whileyou aredeciding whictr moveto make. The compr_rterdoesthis automatically,
whenever you are trinking about your move.

You may cancel thinking on the opponents time by selecting the Easy Mode
Option (see Section 3.1).



SECTION TWO: SPECIAL FEATURES

Many of the Masler's special features are aclivated
by the keys on either side of the Disphy Window.
Each of these keys is dealt with in detail in this section
of your manual. lt is important to rememb€r that,
when pressing a key, you should always push
down on the hexagonal area in the middle ol the
key so that the computer can register your astion
correcüy.

fMPORTANT NOTE: Before you begin using the Master's special
teatures, you must understand how to correcüy use the Shift Key. Since
the Shift Key is used to access other keys, PLEASE BE SURE TO READ
SECTIOT.I 2.1 BEFORE ATTEMPTTNG TO USE ANY OF THE FUNCTION
KEYS.

2.1 SHIFT
The Shift Key is unique, in that its sole purpose is to allow you to access other

keys in order to select their designated options. Just as a Shift Key on a
typewriter will activate upper cas€ letters, pressing the Shift Key on your
computer will enable you to select üte upper (red) key functions (the LED inside
the Shift Key will b€ lit to indicate this). lf rhe Shift LED is unlit, any of the lower
(black) functions may be selected.

lmportant: Whether the Shift LED is lit or unli! always press down on
üte center ol the key to selsct the desired function.

Remember:
A) lf you want to use a key in the top row and the Shift light is off,

you must press the Shift Key first.
B) lf you want to use a key in the top row and he Shift light is on,

simply press the desired key.
C) lf you wantto useakey inthe bottom rowandthe Shift l ightison,

you must press the shift Key firsl
D) lf you wantto use a key inthe bottom rowandtheShift light isoff,

simply press the desired key.

2.2 PROBLEM (SHIFT LED should be LtT when using Problen Key)
Pressing the Problem Key ( CD willappear inthe Display), enables you

toenter Problem Mode. Problem Mode is a feature which allows you to cl"range
the qJrrent board position or sel up special board positions. you can alter the
board set-up at any time before or during a game. This mode enables you to
remove or add pieces, relocate pieces trom one square to another; set up
problems such as mate puzzles for the computer to work out; or start up (or
continue) a game from a certain position. You can use these features to change
the direction of a game, to strengthen your side or the compute/s, to resurrect
lost pieces, or even to move your King out of an imminent checkmate siluation.
To accom plish any of the above, you m ust enter problem Mode by pressing the
Problem Key.

While you are in Problem Mode, the functjon keys become chess piece
selector keys. Each function key is used to select the typ€ of cfress piece ürat
is pictured beneath it.

You mayenter Problem Mode wheneverit isyourturnto move. To leam how
to use this feature, try the following drill:

trPress herc

t 0



1. With the Shift LED lit, press New for a new game, and set up the
pieces on the board in their initial positions.

2. Press the Shift LED to tum the Shift light on, and press Problem
( a-r-p b-:l app€ars in the Display) to entsr Problem lJlode.

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

4. Press Square H7. Note that the H LED go€s out. By pressing down
on this flashing square, you have eras€d the Black pawn from that
square. Pressing Square H7 once more will turn the H LED on
steadily. Now a White pawn occupies that square. Pressing Square
H7 a third time will cause the H LED to flash. indicatino that a Black
pawn now occupies Square H7.

By the above illustratjons, h can be seen that:
. An unlit file LED means no piece of that type occupies the square

in that rank.
. A steadily lit file LED means a White piece ol that typ€ occupies

the square in that rank.
. A flashing file LED means a Blackpiece of that type occupies the

square in that rank.

Before using this teature to create your own positions, familiarize yourself
with Problem Mode byperformingthefollowing stepsto setupthe sampleboard
position pictured below:

1. Repeat Steps 1 and 2 above
( (--T-6-tr will show in the
Display Window). !o

2. Pressthekeyabovethepawn zo
(l) symbol. Note that the 2 6o
LED and the A-H LEDs are all
l i t steadily.

3. Press down on the White 4ri
pawn located at Square E2 ro
(the E LED will f lash). Press zo
Square E2 again, and the E . _.
LED will go out. You have
now erased a pawn f rom ao Bo co oo Eo Fo co Ho
Square E2.
Move the White oawn to
square E4 and press down. The E and 4 LEDs wil l l ight steadily. The
computer has now recorded a White pawn on the E4 square.
Press the key above the pawn (l ) symbol again (the 7 LED is lit and
the A-H LEDs are flashing). Press the Black pawn on Square D7 (the
flashing D LED will turn off). You have now erased the pawn on D7.
Move this Black pawn to Square D5 and press down (the D and 5
LEDs wil l l ight steadily). Press down on Square DS again, and the D
LED will flash. The computer has now recorded a Black pawn on
Souare D5.
Press the key above the Knight (l) symbol. Note thatthe 1, B, and
G LEDs are steadily l i t to show the locatlons of the White Kniqhts.
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7. Press down on the Whiie Knight located at Square G1 (the G LED wil l
f lash). Pross down on Square G1 again (the G LED wil l turn off).  The
computer nas now recorded that Square Gj is unoccuoied.

8. Move the White Knight to Square F3 and press down on that square
(the F and 3 LEDs wil l  l ight steadi ly) The co.nputer has now recorded
a V/hite Knight located cn Square F3.

9. Press the Clear Key to exit  problem Mode.
By cornpleting the above steps, you have successfully entered the position

pictured above ,nto the computer's memory.

_ l l  yo! want to change the color to move after exit ing problem Mode (e.g., the
Black LFD is l i t ,  rndicaring that ir  is Black's tum to move, but you want io l lay a
move tor White), you must activate the Change Color with Moye option (s;e
Secl ion 3.5).

Note: l f  tho posrt!on you want to record in the computels memory involves
only a tew pieoss (as opposed tc a rather ful l  board, as in our exanrple), you wil l
prcbably want to clear the board of al l  pieces betore you set up your posit ion. To
accomplish this, see section 3.7 tor detai ls on optron Gl ,  clear Boarrc Also, for
oomplicäted positions, it is a gcod idea to venfy piece locations after you have
exrted Problem Mode. For detai ls on veri fying posit ions, see Section 2.3.
2 3 VERIFY (SHIFT LED shoutd be UNLtT when using Verify Key)

veri fv enabies vcrr ro veri fy the lrosit ions of al!  pieces-$oth white and
Blac,..-  ; ;r  , tnv 1't te betore or Curing s game, whenever j t  is your turn to move.
I hus, i f  you slrcuiC accidental ly knock some or al l  r . , f  the pieces off the board and
you dor, i  reirrember wnere ihey belorrg. lhe r 'v4a.srerwrl l  be able to tel l  you where
the\ '  were. I  o veriry rne po-sit ion cf any piece rype, f i rst Dress veri fy (tÄe Display
WinCow vri i l  show f_r !__]) press rhe key above the picture of the piece iypä
you are Inle;-ested in (e.9., to veri fy the posrtrons of Rooks on the board. oress
verify and then the key above the ! symbor). Each t ime you p!.ess one of the
piece symbct keys, a new row (rank) LED is l i t  and column (f i le) LED(s) l ight to
sirow where a piece ls locared rn t irat rank. l f  the piece is white, the f i ie LEDs
l igh is :ead i l v  r f theprece isBrack . the t i leLEDsf rash .  Foranyg ivenp iecesymbol
selecteo, the contputer wi l l  au.torraücal ly only _qhrv,, ycu the ranks which are
ocrupied bv one or moro of the pieces yor-l a!.e lcoking for, unoccupied ranks
wil l  be skioped ovei ' .  ! f  there are no pieces cf that tyl_ie cn the board at al l ,  none
of the LFtls wi l l  l ighl

By re;.r. l t ing thrs proc.es: lc,r. .Ai. ' i ,  Ftec€ type. ever.y plece on the board can
[]e , , trrec,:V l{-rcated To rett:rn to normal piay, preSs Clear.
: 4 TIME iSHIFT LED shoutd be LIT when using Time Key)

wirenever the Time Key is pr"tu"o, the Display',vi i i  show the total amount
ot game t irne taken by the pi; :ver to rncve. pressing Time again wil l  show the
iotaiamounr cf game t inre taken so far by the player who is not cunently moving.

wl-*rr 'evor you have the Tirre function actrvared. the coion in the display wil l
i lash ic ;ndicare rhis. io dit ierentiate between a drsplay of ninutes/seconds
ve! 'sr r5 rr( lNf q/ ininule-c the c,ompuref wri l  dispray a oot in between the third and
icuri t  cirgits crf the display i f  hours,/minules is beino shown. l t  minutes/seconds
rs being dispiayed, thts is easity identi t led bu rhe slso.6, port jon of the display
cr:n' i inLtousiy chanoing.

_ 
i t  you conrrnue with your gam e af ler ihe Time Key is pressed without pressing

Ciear to end lnc Time displa,;.  the .rcm pL j ter wti l  crcntinue to automatical lv show
ihe l t tal  t ime in between ee;h move The tctar i i rne displaved wil l  switc'h hack
and f onh belwer: i i  r lo\/e.,  3lwayS Cefcrl t in:1 t l  show the tctal t jme of the plaVer



whg is currently moving. Pressing the Time Key will toggle between the times
for the two sides. You may press the Clear Key at any time to cancel the total
t ime display.

lf you have any of the Rotating Display features selecied, and you then
choose the total time display with the Time Key, the total time display will
override the Rotating Display f unction. The Rotating Display information will not
show again until the Clear Key has been pressed at some point to turn the total
time function off.

When using Playing Levels B1-BB (the Countdown Levels), the Time Key
display will show the time taken so far for the current move.

2.5 OPTfON (SHIFT LED should be UNLIT when using Option Key)
fhe Master has many special Game and Display options which may be

selected to enhanceyour enjoymentof the computer. These special options are
user-selectable at any time during the game, and can be activated by pressing
various squares on the playing surface.

When you press the Option Key, you enter Option Select Mode. You may
now choose from two distinctly different sets of options. Pressing the Option
Key will toggle between these two sets of options:

1. When the Display shows fopn-T) , you may choose trom various
Game Options on Squares A1 through H1.

2. When the Display shows GT-p'fl , you may choose from various
Rotating Display Options on Squares 42 through H2.

After you have chosen your desired Game and/or Rotating Display options
as described in Section Three, pressing the Clear Key wil l enter your choices into
the computer and exit Option Select Mode. Whenever you go back into this
mode again, the Display will default to the last set of options you were selecting
from (e.9., if you were last selecting Rotating Display options, the next time you
press Option, the Display wil l automatically show @ I

For a detailed desciption of the Master's Game and Rotalng Display
Options, see Section Three.

2.6 NEW (SHIFT LED should be LIT when using New Key)
A new game of chess may be started at any time-your current game may

be over, or you may simply wish to abandon the current game and start another
one. Pressing New returns all pieces back to their init ial starting positions and
the computer is ready to begin a new game of chess.

Note: When the New Key is pressed, any memory of a previous game is
erased, but all Level and Game/Rotating Display Option selections are
retainedandwillremain ineffectlorthenextgame. Thisfeatureis,therefore,
especially handy for those of you who tend to select the same options for most
games-in this respect, the New f unction will provide you with an easy shortcut.

Note: To start a new game wrtfroutthe previous Level or Game/Botating
Display Options selected (FULL RESEI), do the following:

1. (Make sure the Shift LED is unlit) Press the Option Key.
2. (Press the Shift LED to turn it on) Press the New Key.

By using the OptionNew combination, you are erasing all previous entries
and options and starting a completely new game (same as tuming the computer
off and tuming it back on again). Note that whenever you turn the computer on
or use Full Reset, the computer will always initially be set on Level 41 , and the
pieces will be returned to their original starting positions.

1 3



2.7 LEVEL (SHIFT LED should be UNLIT when using Level Key)
Your computer has 33 levels of play from whicfr you may choose. Level 41

isautomaticallyselectedwhenthecomputerisfirstturnedon. Thefirsttimeyou
press Level, GED will appear in the Disptay to confirm this. To select a
different level, press Level and press down on the appropriate board square.
Press Clear to enter your level choice into the computer.

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

2.7.1 PRESET LEVELS (Squares A1-AB)
Playing levels with preset time controls may be selected by pressing

Level, one of the A file (A1 -A8) squares and Clear. For your @nvenience,
the chart of playing levels shows the average response timetor each ol the
preset levels within the appropriate square (i.e., select Square 41 for an
average response time of five seconds per move), and the overall time
ontroltheqmputer is using (i.e., Square 41 will make 60 moves within five
minutes).

2.7.2 COUNTDOWN LEVELS (Sguares 81-BB)
Playing levels with proset total times for each side may be selected by

pressing Level, one of the B file (81-B8) squares and Clear. These levels
start with the total time for eactr player and count down to zero time. While
using one of these levels, the computer's Display Wndow will split into two
2-digil clocks so thattime lor both sides may be viewed simultaneously (first
minulesare counted down, andthen seconds appearduringthe lastminute).
lf either player should run out of time before checkmate is achieved, the
Display will flash to indicate time forfeit for the player with zero time
remaining. At this point, you may continue the same game at the same level
(note that the Display will continue to flash for the side which time forfeited),
or you may press Level to cl-roose a new playing level (this will allow you to
continue the game on another level, and the Display will no longer flash).

Note: lf you activate Game Option Hl (Countdown Clock) while using
one of these levels, the clock will show only one player,s time remaining
(while it is that player's tum to move) in a 4digit format. This enables the
player to see the more exact time that remains for his side, because seconds
wi ll al so be shown. For m ore inform ation on the Countdown Clock ootion. see
Section 3.8.

2.7.3 USER SELECTABLE TIME CONTROL {squares Cl-CS)
The User Selectable Time Control function allows you to set your own

specifictime controls, wherein a certain num&r of moves must be completed
within a certain time limit (e.9., 40 moves in two hours). The selected time
limitations applyfor both you andthe computer---{hat is, if you havetwo hours
for 4O moves, then the computer also has two hours for 40 moves.

As in typical toumament play, if the specified number of moves is
completed before üre end of the allotted time, a second time limit is set if the
game is not yet over and, if needed, a third block of time is allowed. These
time blocks are retened 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 30 minutes. In most
toumaments, the Tertiary Time is the same as the Secondary Time.

The squares in the C f ile allow you to set any combination of time/number
of moves for all three time blocks-Primary, Secondary, and Tertiary. Each
square has a different function, but they allworktogetherto set upthe desired

1 4



PRESET LEVEL9
Ayg.Trme4\,love gggt{T- USER-
( . lo ta l  Numb€r  DowN SELECTABLE SELECT ANY SOUARE rcR

INFINtTE LEVEL

FIXEO
DEPTTI

LEVELS

UATE
FINDERMov6/Time) r_!vi'r_! nr*i6xraoL

AKBEru
3 . 5  H  t N

(40i2s HR)

A A

3  H O U B S
P E R  S I O E

t A

, HOV ES
RMNIrc
UML NME
cdnol

iELECT ..r,...i...

:].::::::::::::::::,:|,::l]]:]1,:,:::::::::::,

8  P L Y HATE IN 8

AKAEW
3 lilN

(4{v2 HR)

^ a

2 HOURS
PER SIOE

ßEil ll,üt{c
UML Nl,E
coa{noL

c7

\NY ONE :.
]  . : : : : : l : : : : : : : '  j ' '  ] : : :. . . ] . ] ] ' : ' : ' : ' : ' : ' : ' : ' : ' : ' : : ' : ' : l :  i : :

7 PLY iiATE IN 7

IEBEW

2  L t N
(ly60 HtN)

A A

1  H O U B
P E R  S I D E

R 6

SET
TEBrlA NY
, uov E:|

cIF THESI 6  P L Y MATE IN 6

30 lilN
PER SIDE

E R

S€I
TEFTIA RY

Tlu€

3 D5

iHADED

*::::lllllllllllllllllF5::::::::::'::

5  P L Y

G5

MATE IN 61  I I N
(6cV60 HrN)

I R

rKruW
30 SEC

(dv30 ulN)

A A

20 HIN
PER SIDE

i.t

sEcofloa8Y
, MOV E:}

:4

:  :  : : : : ] ] : .  ] J  ] : : : : : : : : : : r : : : :  I

,.: I :,:,.::::: :, tt: SQUARES
I  .  , l

flÄ ta

4  P L Y

G4

I'ATE IN 4

t{Ä
^KBEffi€

1 5  S E C
(6O15 lilM)

^ 1

1s li lN
PER SIDE

l2

SE@NOAFY
TIU E

:3 lll

:, FOR

:: l : i : l ::::: l :::::::::::: i i
F3:::::::::::::::::::3

3 PLY

G?

MATE IN 3

HE
A€REW

10 sEc
(60'/10 lilN)

1 0 l | | N
P E B  S I D E

3ET
PF IMA NY
I taov E:l

l2

I  a : ,  r i  r i a i  i l  {  .  : t  : : : : : : : : : : : : : : : : : : : t :

lNFlNff E,, i;i,i;.iii.;i;i,l;.;.;...;,;
;  '  . . . . : r . . . :  : . : ' : l i : : . .
;  . :  .  : : . : . : . : .1. : . . :r .  . j .  : : : : : : : : l . r . : : . : :  .  . :

2 PLY

(l)

MATE IN 2

t1t

I ̂ vG8EsN
5  S E C

I 
(6u5 HrN)

I
l A 1

5  M I N
P E R  S I O E

B 1

SET
PRIMARY

TIME

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 these 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 followthe
steps, pleas€ be sure that your computer has eitherjust been turned on, or
you have just activated the Full Reset feature. Then proceed as follows:

1 . Press he Level Key and then press down on Square C1 to set the
amount of t ime allowed forthe Primarytime control. The amountof
time is displayed in hours and minutes. The Display wil l show
tp0 ,0 i l ,  i nd i ca t i ng r  f o rp r imary ,  w i t h  0  hou rsand0  s  m inu tes .
Note that the first o is f lashing at this point. This indicates that this
is the digit that you may set f irst-the digit representing hours.
ln orderto setthe flashing digit, certain squares are used toenterthe
desired numbers. As shown in the lollowrng diagram, Square Bl is
used for 0, Squares A1-A8 are used for 1 -8, and Square BB is used
tor 9. The same arrangement of squares is set up on the other side
of the board, in a minor image--with Square Gl used for0, Squares
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2.

PRESS TO
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ENTER 6

FftF*5:T€
ENIEFq:,

PRESS TO
ENTER 4
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A3:::: 'r:::r l r:
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ENTER 2

A2

.ln#Firö
::::*B;l1:.,
A1: : r : r : : : : ,  : : : : : : : :

PRESS TO
ENTER O

: l

Prcss these squarcs to enter numsrlcal yalues lor the
User Seldctable Tlme Control

(Squares are mlrror Images-use elther set)

HI-HB used'lor 1-8, and Square GB used lor 9. lt doesn't matter
which set of squares you use to enter your numbers-they both
lunction in exactly the same way.
Press down on Square 41 to enter t hour.
As soon as you press down on one of the setting squares to enter
a number into the hours portion of the Primary time control, the first
minutes digit will flash.
Press down on Square A3 to enter 3 for 30 minutes.
After the number has been entered for minutes, the secgnd minutes
digit will flash.
Press down on Square B1 to enter O.
After the last number has been entered for minutes, the Disptay wilt
again flash the hours digit. This gives you a chance to go back and
change any ofthe seftings, ifdesired. You have now setthe primary
time control tor t hour and 30 minutes.
Next, set the Primary number of moves. Do so by pressing down
on Square C2. The Display will show ap;- 6 0l , indicating e for
primary, n fornumberof moves, and 6 0 for60 moves. Notethatthe
o is f lashing. As above, this indicates the digit you may now set.

5.
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6. Using the sam€ method as above, enter digits to set the desired
number ol moves for the Primary time control.
Note: lf you enter 0 for the number of moves, the amputer will
assume that you want to play the whole game in the amount of time
you have specified.

7. Now press Square C3. The Display will show (![-o-6.) , indicating
s for Secondary, and o ' 0 0 for he time. Using the above method,
enter digits lor the Secondary time confol.

8. Press Square C4, and the Display will show G n 
- 

o o-'t, lnOicating that
you may now set üre number of moves for üre Secondary time
confol. Do so, as shown above.
Note: lf you enter 0lor the number of moves, the computer will
assume that you want 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
r for Tertiary, and 0 : 0 0 for the time. Using the above method,
enter digits for the Tertiary time control. Note hat the I whidl
designates Tertiary Time in the Display adually looks like an
inverted letter | ( | ) since the display segments do not lend
themselves to a r anfiguraton.

10. PressSquareC6,andtheDisplaywill show G@, indicatingthat
you may now s€t the number of moves for the Tertiary time control.
Note: lf you enter 0 for the number of moves, the amputer will
assLtme that you want to play the rest of the game in the amount ol
time you have specified.

'! 1 . Press Clear to exit Level 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. In one respect, they can be considered "information squares'forthe
current level setting. Whenever you press Level and Square C7 during a
game, the Display wil l show (-s--; ,�XX) , where x is üre amount of t ime
remaining in the current time control. Similarly, pressing Square CB will show

(R;;;), wherer isthe number of moves remaining in the current t ime
control. After pressing C7 and/or C8 to display fiis information, press Clear
to retum to normal game play.

These two 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 time control. In
such a case, simply press Level, Square C7 (or C8), and then change the
desired digit in the Display to adjust the current üme and/or moves.

The squares in the CJile can also serve another function-they can give
you information abwtthe Preset Levelsandthe Countdown Levels. Whenever
you enter one of these levels, Level 42 for example, the computer is pre-set
foracertaintimecontrol. Inordertoverifythes€ttingofthatparticr.rlarlevel,
do the tollowing:

1. Press Level, Square A2, and Clear to enter Playing Level 42 into
the computer.

2.  PressLevelagain,andnowpressSquareC. l .  Notethat theDisplay
shows G o, tT), indicating that Level 42hasadefault Primarytime
control setting of 10 minutes.

3. Press Square C2 and note a Display of (!'n-J-d) , which indicates
that Level A2 has 60 as its default Primary number of moves.

4. When you have f inished checking all desired time controls, always



remember 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 the
C tile squares, the settings you have entered for those squares will
be shown in the Display.

Please nore the iollowing additional rules which appty to the Llser
Selectable Time Control seftings:

The maxim um al lowable sett ings are g:59 f or t ime and gg f or the num ber
of moves. l l  you attem pt to enter a num ber which exceeds the maxim um, the
computer wi l l  beep and wil l  not al low entry of that digit .

l f  you enter0 trme iorthe Secondary t ime control,  the primaryt ime control
wi l l  simply reoeat after i t  has run out. Similarly, i f  you enter 0 for the Tert iary
t ime control,  the Secnndary t ime control wi l l  repeat after" i t  has run out.

2.7.4 Ff XED DEPTH LEVELS (Squares c1-cB)
Fixed Depth Levels r"nay be selected by pressing Level, one of the G f i le

1G1 -G8.1 squares and Clear. On these levels, the only preset c-ondit ion is the
computer's abi l i ty tc look ahead. For example, Level G2 restr icts the
computer's lookahead to two ply or two half-moves (one half-move or one
Ply=one morre for one player). As you uti l ize the f ixed depth levels, you wil l
always know how tar ahead your opponent is analyzing i ts next move. Using
these levels can train yor, to i ;-nprove your abi l i ty to see further into a game.

2.7.5 MATE FINDER LEVELS (Squares Hl-HS)
Mate Finder Levels may be selected by pressing Level, one of the H file

(H1-HB) squares and Clear. These levels al low you to set up mate problems
tor the computer to solve. For example, i f  you set up a problem and want the
computer to search for a mate in 6 moves, set the computer to Level H6. lt
the computer f inds a mate in 6, the Display will show CnllT-l . press Clear
to see the move, but do not enter it on the board yet. At this point, you may
do either of the fol lowing:

.1 .  l f  you would i ike to see a dif ferent mate in 6 solut ion, do not make
the computer's move on the board. Instead, make sure the Shift
LED is l i t  and press Alternate. The computer wi l l  then begin to
search tor an alternate solution to the same problem; or,

2. l tyou would l ike to seethe computer's nextmove, simplyenterthe
indicated move on the board. Then enter your move, and the
computsr wrll automatically decrement the Mate Finder Level for
you and announce the next mating move_in this case, it would
display a.-Fl. Again, press Clear and then make the indicated
move on the board. Continue this procedure to see lhe whole
mating l ine.

Note: l f  no mate is found, the Display Window wil l  show (lnnl] .
Since the computer automatically dec{ements the Mate Finder Level

when it has found a mate, care m usl be taken not to get conf used if you are
using Problem Mode along with the Mate Finder Levels. For example, if you
set up a mate in 5 problem in Problem Mode and geta solution, and youthen
go back into Problem Mode to set up another mate in 5 probiem, the
computer will now be set on Level H4, waiting to announce a mate in 4 forthe
last solution. You will need to s€t it back on Level H5 in order for it to searctr
for the mate in 5 moves.



2.J.6 f NFINITE LEVEL (Squares Dt.DB, E1-EE, ar Fl-F61
To seieLl infrnite Levei, pre-"s Level an<j an,/ ooard seuare in f i ies U, E,

or F. lhe Inf inite Level alrolvs the comDuter unl int i tec searcrt t tme lor each
rnove. I  he com purer wit l  contirue to search, iookino deeper and deeper unti i
i t  l inds a forced mai.e or irnt i i  i r ie search is halteo ny yo,] When haltei i ,  r i re
oonrputsr wi l i  rrake the besl mL)vo i t  has found thris fai '  in i ts search. You *ir i
l ral l  the cornput€r"s tninklng at anv l inte oy pressing the Move Key.

2"8 REPLAY (SHIFT LED should be LIT when using Reolay Key)
At any point during a game or ar the end of a game, you l t iay have the

c.omputer replay the entire game by pressing the Replay Key (unless you have
pressed New for a New Game. which wli i  erase the compuler 's men' iory). Once
Replay is presseC, the cnordtnates of the f irsl  nrove thal was n ade wil l  appear
in the Disr:!av. Enief the indtcated r i tove on the b.:ard. a|rd tre second move oi
tnegame\ . r i l i bes f rown in t l ' resamelash icn .  Note tha tm( ,ves fc r the i jompu ' le rs
s,de arr: alt 'o indicated by ihe i ;card LEDs. After each n,ove is errtered, the
oornpuler wi l l  display the next rnove piayed. At üe end oi ihe entire move
sequerr*i  the computer wi l l  go back to drsplaying the t irne.

One advantage of the Replay functicr rs thar i i  ai iows yoLr rc doL;bie check:.
your no' lat ion ( i f  you have be':r writ ing down the rncves during thc game), thus
al lowing \. /ou Io correü any errors. Or, i t  you prelei ' ,  y 'Ju can take noiai ion dur- ing
tn* replay i ls,; i f  i f  you nave Jeüided t l-rai i t  rs a Eur"i ' ,e y'- :-  wistr lc i .eec. Thrs ;s
a i : : jaor t ron lo ranewpiayer ,s incescr ie ' i ;me: , i , ,K , .9 :o ; , t i i c i  o , j i ' i ngan3ctua l
g(:rnc can ;:slur- i  one s c,, .  rcenttal ion.

!t  you i lave tal. .en Uöik i lLi ! ,es ,tnd deC;Ce yCr; w.:r,- i t  i iKe tC !er) ir tc O' inore
cf lhcn' reOlayerj,  see Sectro:r 2. ' ,  1. i4int.

2.C 
' fAKE 

BACK tSri lr l 'LED;huuia;,c Ut,! t i i ' ' , , r i te! ' t  i )str.q i 'ahe Eack Keyi- 
;re Take Back lurr. ; i icr.  errJi.JS you ic *.rh.e back any inoye you naf..e c: any

rnovc nr ad* by üre com puier. T he com puter wi l l  al low y ou to i ,axe back up to 2S6
i , ; i i t - i n o v e s i . l  2 8 n r J V e i p e i s i d e )  i n a ' , , ; ' r g l e q a ' n e .  f o u s e t h i s f e a t u r e , s i m p l "
o:es:, Takei Back whi-.n i t  ts your :Lirn ro nta) 're anc:l le iEDs indrcati i tg the io
' .- iq,Jare of lhe last mole lvi i i  l igir i .  The move wilr  arso be shown in the Disi: ia;y
Wtndcw1in tak . - , - !ücKo i ' ce i ) .  t - r ressdownonthe inc lca ter jsquare .andtheL.EDs
'- i i iowingtl-e fron:;: : t*, ic- '  ofthe rnr;vewrl i  i ig 'r t .  Pi 'essl l lat sqr,are,on6ir, .e1[ ') :
i r i r l  , ; Jo i . t t .  Yc lh ; "a ' ihusconp:a i r - -d the ia . i . . rbackof  i i t r ; - - ; i r r ipL ig r  a -_ ;dö iä tc / r : r
l.,i i;-,,: porn!. yoL arg oer m itteJ lc enter ar: : li: ;-l :iir: in ov6 iii ilts a1-'j.t 1!lrji'3 si(j.:j
:  toi .  rvirh, Of yLrt i iJy i i i r .e balcK yoi. jr  iast r irrve.

J-ü .r: i r :r  an ai igrnate inove f oi ' the conpliel .  r- t i r l r : i  t j te Cesi led inc;, 'q as you
, rolmaily ivct.ric ;tnc pro,,:er:ci vriiit your next move. fc',äke back your lasl ntove,
srrt t [ , j -V F:r ess Tske Back agl in aad p,rJeec as c,-:din+d aoove. Yr:u:ray
el lect" 'ely laKe bach as md,;y inü!es as vlu l ike:3,t i lgj  t1i5 proG:{lJie.
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2.10 f NFO (SHIFT LED should be LIT when using lnfo Key)
As outlined in Section Three, the Rotating Display featureallows you to select

various pieces of informatron to be displayed while the computer is thinking, so
that you can lollow its thought and searcfr processes as they take place. By using
the Info Key, you also have the option of calling up this information afferthe
computer has already made its move. Pressing Inlo after 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 last moveand allowsyouto reviewthecomputer's calc.ulationsatthe
momenl its move was decided upon. With each press of the Info Key, the
Display will show the cunent move number, the amount of time it took for the
move, the search depth, the game sare, and the amputer's enthe principle
varialon (the line of play the computer cunently believes to be best), in that
order.

After you have obtained the desired move inf ormation, press Clear to return
to the game.

2.11 Hf NT (SHIFT LED should be UNL|T when using Hint Key)
lf it is your turn to move and you would Iike the computer to suggest a move,

press Hint. The computerwil l indicate a suggested move in the DisplayWindow.
lf you opt to make the suggested move, enter it as you normally would. lf you
decide to make a different move, simply make the move of your choice.

lf you have taken back moves and decide that you would like to see them
replayed, pressing Hint will cause the computer to indicate the last move taken
back in the Display Window. Simply enter that move on the board, and the
computerwil l displaythe next movetaken back. Asyou enter movestaken back,
the computer will continue to display the next move until 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 move played thus far.

lf you decide to stop playing moves fonvard at some point before the last
move made, stop entering moves at the desired position and press Clear to
continue a regular game f rom that position. To see an entire game replayed, see
Section 2.8, Replay.

2.12 ALTERN ATE (SHIFT LED should be LIT when using Nternate Key)
lf the computer has displayed its move and you would prefer to see it

calculate an ahernate move, DO NOT ENTER THE COMPUTER'S DISPLAYED
MOVE. Instead, press the Alternate Key. The computer will then calculate a
ditterent move, one that it considers to be the 'next best' move. you may repeat
this process as many times as you wish, and eventually the computer will have
shown you all legal moves for that side in that position. Be aware of the fact that
each time you ask for an altemate move, the computer comes up with a less
desirable move than the last. This is because it will always make the best
possiblemovefirst,andthenthenert-best,andthenthenext,etc. Someofth€se
moves, especially it you have asked tor many altemate moves, will therefore not
be good moves---and under normal conditions, the Maslerwould never play
them. lf 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 tre same moves again from the start,

Note: Keep in mind tfrat the computer will make its alternate move
calculation in accordance with the time or depth controls of the level selected.
Eventhoughlhe alternatemove will replacethe move displayed bythecomputer
previously, the computer considers this an additional move tor the purposes of
intemal timekeeping. lf, therefore, the computer uses on€ minute to calculate
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its first move choice and an additional minute lo calcx.rlats hs sscond move
choice, it will record the use ol two minutes for one move.

lf you ask to see ahemate moves whlle the @mputer is still ptaying from its
Opening Book Library, the Masferwill show ycu altsmats movechoicesthatare
present in its book (see Section 1.15, Book Openings). lf the All Openings
option is in effect (see Section 3.6), the computer will cycle through all of the
available book moves for that position. lf the Atl Openings option is nolin effect
when you ask for alternate moves, the Masferwill only play the moves that are
oresent in its Toumament Book.

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

2.13 MOVE (SHIFT LED should be UNLIT when using Move Key)
lf, during a game, you decrde to change sides with the computer, press the

Move Key when it is your turn to move. The computer will then take over your
pieces and start playing f or that color. Afterthe Mastercomes back with its move,
you may enter a move for the compute/s side and continue to play the same
game. You may switch as often as you wish during a game. lf you would like
to watch the computer play against itself, press Move, enterthe move displayed,
and continue to repeat this procedure.

At any time when it is the computer's turn to move, you may forcethe Master
to stop thinking and make a move immediately on any level. To force the
computer to move, press the Move Key while the computer is thinking. The
computer will then stop thinking and playthe move it considers to be the best 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 (SH|FT LED NOT A??L\CABLE)
Since the Clear Key is used in many different instances, this key can be used

whether the Shift LED is on or off . This enables you to press Clear whenever
you need to, rather than having to decide whether or not you need to press the
Shift Key first.

The Clear functjon is used in the following situations:'1 . lf you accidentally press an unwanted lrom sqvare, press Clear and
you are free to press the desired square.

2. The Clear Keyisoften usedtotellthecomputerthatyou havefinished
some particular operation and you would like to exit that mode. Press
Clear, for example, to exit Option Mode, Hint, Replay Mode,
Problem Mode, Verify Mode, Level Select Mode, and Time Mode.

3. The Clear Key is also used whenever the computer makes a mate or
draw announcement. Before making the mating ordrawing move,the
Display Window will indicate either the number of moves to mate or
the type of draw which is occurring. In order to make the computer
show you its nen move, you must press the Clear Key first.



SECTION TH REE : cAME AND DISPLAY OPTIONS

INTRODUCTION TO OPTION SELECT MODE
In addition to the keys and special teatures described previously in this

manual, a number of additional options may also be selected to enhance your
enjoyment of the computer. These options are user selecüable atanytime during
the game, and can be activated by pressing various squares on the playing
surface. When Option Select Mode is cl-rosen, Squares Al through Hl are used
to sslect various Game Options, and Sguares A2 through H2are us€d lo sel€ct
various Rotating Display Options.

Press the Option Key to enter Option Select Mode. \{henever you are in
thismode,theDisplayWindowwillreadeither (ITxo or @,depending
on which set of options you were last choosing from. Pressing the Option Key
repeatedly will toggle back and forth between these two displays. The initial
defaultdisplayis @ whenthe Option Key is pressedafterthecomputer
is first turned on.

When Gp-T-S) is shown in the Display, you may use Squares A1
through H1 to choose from various Game Options.
When IaTFT) is shown in the Display, you may use Squares A2
through H2 to choose from various Rotating Display Options.

Always press the Clear Key when you have made your desired option
choices and would like to exit Option Select Mode.

A f ull description of both the Game Options and the Rotating Display Options
can be found under the appropriate headings in this section.

GAME OPTIONS (Display shows @l
As you can see from the following chart, the Master offers a variety of

interesting Game Options from which you may choose. To select one or more,
press the Option Key until (-o-p nT)shows in the Display Window. Note thatthe"1 ' LED is also on at this point, reminding you that all Game Options are chosen
from Squares Al through H l. You may now choose from the following Game
Ootions:

IdQllrrüR
:::116DE,:::,

.EÄ8Y.
[IOD€

SOUND
O F F

FROM
THE

BOTTOM

GAME OPTIONS

Each option of your choice is selected by pressing down on the square
designated for that particular option. As each option is selected by pressing
the desired square, the LED below that square wil l l ight to indicare the selected
option. You may choose any number of options at the same time, as desired.
lf you decide after selecting an option that you would rather not have that option
in effect, simply press the option square again. The LED below it wil l go out to
indicate that it is no longer in effect. After selecting your option(s), always press
the Clear Key to exit Option Select Mode.

lf you decide you want to cancel an opticn after you have already pressed
Clear to exit Option Select Mode, simply press Option again to get back into
that mode. The LEDs for Options A1 , 81, C1 , D1 , F1 and Hi wil l be l it i f these
options have been selecled and ai'e in effect 

-lo 
cancel any of them, press each
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appropriate option square and the LED below the square will go out. Then press
Clear to exit Option Select Mode. Note: This rule does not apply to Options
El and Gl, beause they include an option which nust be entered separately
each time to take eflect (Change Color with Move) and a one-tme selection
(Clear Board). lf either of these options was dtosen by you, therefore, and you
go bac* into Option Select Mode, their LEDI will NOT be on, even though they
were selected.

3.1 EASY MODE (Square Al)
Press Option, Square A1 , and Clear.
Easy Mode is an option whicfr weakens all playing levels without affecting

the computer's time controls. This is accomplished by restricting the compute/s
use of its allotted time. Ordinarily, the computer will do some ol its thinking on
your time-while you are contemplating your next move. This feature is part of
what makes your computer such a tough opponent. For example: lf you set the
computer on Level 41 to give it roughly five seconds per move, but you take two
minutes to consider your move, and the computer guesses what you are going
to play, the computer would have used the whole two minutes to think about its
reply. You might as well have selected a mucfr higher levell

Seleaing Easy Mode will prevent the computer from thinking on your time.
Since this weakens all of the skil l  levels, you are thus given many more playing
lsvels to choose from.

3.2 SOUND OFF (Square Bt)
Press Option, Square Bl , and Clear.
For completely silent operation of the game, press Square 81 to select the

Sound Off option. To turn the sound on again, go back into Option Select Mode
and press Square B1 again to deselect this option. The sound can be turned off
or on as often as desired during a game.

3.3 MONfTOR MODE (Square Cl)
Press Option, Square C1, and Clear.
This option allows humans to play both sides of the game, whilethe computer

acts as referee, checking each move for legality and keeping track of times taken
per move by each player. Certain other features remain active during Monitor
Mode, as follows: Time, Replay, Take Back, and Move will funaion, but after
the computer makes a move, Monitor Mode will remain in effecl. To exit
Monitor Mode and continue playing the game against the computer, press
Option, Square C1, and Clear. Then simply make your nexit move and the
computer wil l respond as in a regular game.

3.4 BLACK FROM THE BOTTOM
(Square Dl)
Press Option, Square D1, and Clear.

Selecting Black from the Bottom
allows you to play with the Black pieces set
up at the boüom of the board. When you
choosethis option, be sureto setthe pieces
up correctly, as shown in the diagram (note
the positions of the Kings and Queens).
Once you have set up the pieces, press
Move to make the computer start thinking.

Note: Switching to this option during a
game is not advised. 
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3.5 CHANGE COLOR WITH MOVE (Square El)
Press Option, Square El, and Clear.
This option is primarily used in conjunction with Problem Mode (see Sectjon

2.2). After exiting Problem Mode, you may change the colorto move by entering
Option Select Mode and pressing Square E1.

3.6 ALL OPENINGS (Square Fl)
Press Opfion, Square F1, and Clear.
Choosing Option Fl expands the computer's Tournament Opening Book

Library. When this option is in effect, the computer will select from a greater
varietyofbookopeningl ines. l f thisoptionisnolselected,theco,.nputerwil l  play
only those opening l ines i t  feels are best.

Note : lf the All Openings option is in eff ect when you use the Alternate Key
to see the computer's alternate moves (see Section 2..12), the computer will
cycle through al l  ot the avai lable book moves for that posit ion. l f  the Al l
Openings option is notin effect when you ask for alternats moves, the computer
will only cycle through the moves that are present in i|.s Tournament Bcak.

3.7 CLEAR BOARD (Square Gl)
Press Opton, Square Gl, and press Clear twice.
This option removes all the chess pieces fi.om the board in the computef s

internal memory. This Clear Board feaiure is especial iy va!uable for sett ing up
problems that involve few pieces.

Note: After pressing Clear ihe t irst t ime, the Disoiay Windovr wjl i  show
G] for "draw" srn,.e there are,rc Kir.Js on t ie )ocrC ar.d.. i  lega, i , : .rsi l ;ct i- ,
requires a King for each side. At this point, pi 'ess Clear again 1o clear the Craw
display, and then enter Problem Mode and place the Kirrgs ir i  their desired
posit ions, along lvi th ihe other pieces of yr,-,r  chc,:e. For detai i l ,  on usi jq
Problem Mode, see Seci ion ;) 2.

3.8 ü\CUNTDOWN CLOCK (Square Hi 1
Press Optian, Square H !, and Clear.
This feature is especial ly handy i f  you piay tf ie compuler at i1s i i igher levels

and want to be at; le to walk away irom the board {or a iew n:ini.r tes. r l /hi le this
optron is engageo, the compuier vr i l l  display lhe anl,rrrt  ct totai . i i , IB tt  expecti
to iake for ihe mova, and wil l  counr down thc. !rne irstearl  cf up. The oomputef
Knows the approximate amounl cf t inte rt  wi i i  al iot r lself  b;rseC irpon the levt:
selected and is. therefore. able io lei i  you aheaci of trme approximately now iong
it wi l l  take to inove. l f  t fre computer sees any nraior ob-qtacle-s lyhi l6 1:.s3rqh!ng
for the best rncve, i t  may al lot i tseif  more t ime arrd the crr:ck uri i i  change to rei le.;1
th is .

Since Levels B1-88 are aiready Countdown Levels, act ivat ing Cption
H1 while using one of these /eyelswill provide ycu with a different oplion.
Normally, the ccrtrpr,: ter wri l  Crsplay hoth players' t ime remaining us! 'rg a spl i t
c/ocA fornrat (two-digit  d11;play foi each player side by sioe) while usiag üre
Courrtdown Levels. l t  Option Hi is act ivated ir i  ccnjunction wrth cne of t l rese
leveis, however. the clock wil l  show only one playei. 's t jme remaining (whilo i t  is
tha tp layer 's tu rn to rxove)  ina four - i ! .g i t l r l r ra t  Th isw i ; ienab le thep layer tosee
the more exact t ime that remains for his sicie because seconds wil l  also be
shcwn. For mo.e int rm:rt ion on Countdown i-evels. see Section 2.7.2.



ROTATING DISPLAY OPTIONS (Display shows GspII )
The Rotating Display Options al lol  you to obtain information about the

computer's thought and search processes as they take place. Once you have
chosen one or more of the Rotating Display Options as described below, the
requested information wil l  show in the Display Si indow while the computer is
thinking at:out i ts move. The Display can show you various pieces of information
aboutthe computer's current nove'. the move time, the search depth, the scgre,
the current rnove being searched, and tne lirst four moves of the computer's
principle variation (the line of piay the computer currently believes to be best).
You wlll be fascinated as you watch the computer think about one move, then
change i ts mind and consider another; as you see how the score changes as
various moves are considered; as you note exactly how deep the computer is
searching at any given moment; and as you watch the computer's best l ine of
play unfold before your eyes.

When the computer is f i rst turned on and you oegin to play, the Display wil l
autcmatic,r l ly show t ime for the player lo move while each side is thinking. To
set up lhe Rotating Display Options, sirnply press the Option Key at any t ime
durinq t lre game unti l  C@ shows in the Display Window. Note that the "2'

l- .ED is atso on at this point, reminding you that al l  Rotating Display Options are
chosen from Squares 42 through F{2 Ai this pcinl.  you may choose from the
f cl iowing Rotating Dispiay Oplionl:

Each option ofyour choice is selected by pressing down onthe square
designated for that particular option. As eacir option is selected by pressing
the desired square, the LED below thar square wil l l ight to indicate the selected
option. You may choose any number of display options at the same time. lf you
decide afier selectrng an opiton that you rvouid rather not have that option in
ettect, simply press the option square again. The LED below it wil l go out to
indicate that it is no longer in etfect. After selecting your option(s), always press
the Clear Key to exit Option Select Mode.

lf, turther into the game, you choose to tum off a Rotating Display option you
selected earlier, simply enter Option Select Mode again by pressing the Option
Key. Make surethe Display Window shows G s p rl 1if necessary, press Option
againtogetthisdisplay). NotethattheLEDsareonfortheoptionsquareswhictr
are currently in effect. To turn any of frese options off , simply press down on the
desired square(s) and the LED(s) will go out. Pressing each square repeatedly
will toggle any partiotlar display option on and off. When you have made your
cl-roices, remember lo press Clear to exil Option Select Mode so that the
computer will register your ctanges.

Note: lt you have not chosen any of the display options, he computer
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automatically delaults to display move time. You annotdeactivate move time
(Square 42) if no other display features are activated. You may, however, wish
to deactivate move ttme if you are using many of the display features and are nol
interestedinthetimedisplay. Inthiscase,tumthemovetimedisplayoffasnoted
in Section 3.9.

lf you have selected multiple display features, the information willbe rotated
in one-second increments.

It you wish to see this same information afterthe computer has already made
its move, use the Info Key (see Section 2.10).

The lollowing is a more detailed description of each individualdisplayfeature.
Note that once you have entered Option Select Mode as described in each of
the following sec{ions, you may set any number of display options at once.
For the sake of clarity, however, each individuat section will describe the full
procedure, as if you were selecling only that one option.

3.9 DISPLAY MOVE TIME (Square 42)
Since move time is automatically selected when the computer is tumed on,

there is no need to 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 GTEll, then press Square 42 so that the LED below it turns off ,
and finally press Clear. lf you later wish to turn the move timo display back on
again, press Option, Square 42, arrd then Clear.

Note: You cannot deadivate move time if no other disoiav features are
activated.

3.10 DISPLAY SEABCH DEPTH (Square 82)
lf you would like to see how lar ahead he computer is looking as it ponders

a move, press Option until the Display shows IITFT), press down on Square
82 sothatthe LED belowthat square ison, and press Clear. Whilethecomputer
is thinking, the Display will show the ply depth and the number of computer
moves in that ply whicfr have been examined thus far. A display of (l-Z-il, for
example, would mean that üre computer is cunently examining the third ply and
has reviewed 12 moves so far. To deactivate the search depth display, press
Option, press Square 82 so that the LED below it turns off, and press Clear.

3.11 DfSPLAY SCORE (Square C2)
ll you would like to see the computer's opinion of the cunent board position,

press Option until the Display shows GTFD , press down on Square C2 so
that the LED below that square is on, and press Clear. While the computer is
thinking, the Display will show the current game score, with a positive number
showing if the computer thinks it has the advantage, and a negative numbr
showing if the computer feels that it is at a disadvantage. The numerical values
indicate the extent of how good or how bad th ing s are f or tre com puter. Material
scores are based roughly on the valus scale of 1.0O points for a pawn, 3.0O
points fora Knight or Bishop, 5.00 points fora Rook, and g.OO points for a Queen.
The score is also interpreted in terms of positional value-whetherhe computer
considers its position good or bad.

As an example, a display of (ll-FT) would indicate that the computer is up
a Rook, and a display of tril:T i-ndicat€s that the computer is down a pawn.
To deactivate the score display, press Option, press Square C2 so that the LED
below it turns off, and press Glear.



3.12 DISPLAY CURRENT MOVE BEING SEARCHED (square D2)
lf you nould liketo seewhat movethe computer iscr.inentlyexamining, press

Option until the Display shows faTilil , press down on Square D2 so that the
LED below that squara is on, and press Clear. While the computer is thinking,
the Di splay wil I show the o: nent ply one move bei ng searcfred. Whereas the fi rst
moveof thecompLrter's principlevariation(s& Sestion3.13) isalwaystheb€st
move the oomputer has found so far, watching its thought procsss with Square
D2 activated allows you to see a//the moves fre computer is considering as it
searches for the bsst move. Note frat the trivo displays will sometimes be the
same. To deactivate the current move display, press Option, press Square D2
so that the LED below it tums off, and press Clear.

3.13 DfSPLAY FIRST MOVE OF PRINCIPLE VAR|AT|ON (Square E2)
The principle variation is the line of olay whicl-r the computer curently

believes to be best. lf you would like to see the first move of this principle
variation,press Option untilthe Display shows Cd sTLl , press down on Square
E2 so that the LED below that square i s on, and press Clear. Whi le the com puter
is thinking, the Display will show the first move of the line of play whictr the
compuler cunently 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 VAR|AT|ON (Square F2)
lf you would liketo see the second move of the computer's principle variaton,

press Option until the Display shows fi-5Fr-l , press down on Square F2 so
that the LED below that square is on, and press Clear. While the computer is
thinking, the Display will show the second move of the line of play which the
computer cunently believes is best. To deactivate 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 VAR|ATION (Square G2)
lf you would like to see the third move of the computer's principle vaiation,

press Option until üe Display shows (-?-iFI) , press down on Square G2 so
that the LED below that square 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 cunently believes is best. To deactivate this display, press Option,
press Square G2 so that the LED below it turns otf , and press Clear.

3.16 DISPLAY FOURTH MOVE OF PRINCIPLE VAR|AT|ON (Square H2)
lf you would like to see the f ourfr move of the com puter's prin ciple variation,

press Option until the Display shows (-a-s FD , press down on Square H2 so
that the LED below that square is on, and press Clear. While the computer is
thinking, the Display will show the fourür move of the line of play which the
computer cunently believes is best. To deactivate this display, press Option,
press Square H2 so that tre LED below it turns oft, and press Clear.

Note: lf you would like to see the computer's entire prln ciple vaiation after
it has announced its move, us€ the lnfo Key after the computer has announced
its move, as described in Section 2.10. The principle vaiation shown will not be
restricted to four moves, but rather the entire line of play the computer has come
up with wil l then be displayed.
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SECTION FOUR: MATE AND DRAW
ANNOUNCEMENTS

The compuler has the abilityto announce forc€d mates against its opponent.
ln addition, the computercan recognize and claim trreediffeienttypesoidraws:
draw by stalemate, draw by the So-move rule, and draw by three-time repetition.
Please refer to the following sections for details regarding specific draw
announcements.

Note: Whenever the computer indicates a mate or draw in the Display
Window as described below, you must always press ths Clear Key to dear thä
display.

41 CHECKMATE
Any time there is a check situation on the boarC, the Display will show a dot

in the csnter below the area where the colon (: ) normally appsars.
lf the computer determines that you will soon be mated, il will show f. - l

in the Display Window (where x is equal to the number of moves until
checkmale). Press Clear to see the computer's move. Once ths computer,s
mating move is entered, the Display Window will read O.

lf you checkmate the computer, the Display Window will read C;--l

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 mov€s, but his King is not in check. The computer claims this draw
by displaying ad-;--] in the Display Window. lf this occurs, the game is over
and cannot be continued. lf desired, however, you may replay the game (see
Section 2.8), take bac* moves (see Section 2.9), or change the position in
Problem Mode (see Section 2.2).

4.3 DRAW BY THE sO-MOVE RULE
lf 5O consecutive moves have been played in a game without either side

having moved a pawn or captured a piece, a SO-move rule draw may be claimed
by the side whose turn it is to move. lf tfre computer detecls that 50 such moves
have been made, it will c-laim a draw by displaying @D in the Display
Window.

4.4 DRAW BY THREE.TIME REPET]TION
ll the same position occurs three times in a game of chess where the same

side has the move each time, the game is drawn by repetition of position. lf the
compuler is about to make a move that will resuh in the same position being
repeated for the third time, it will display GiTn. lf the comput€r recognizei
that its opponent has made a move that results in a third repetition, it claims the
draw by displaying (-ä-;Tll .
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