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WELCOME TO THE FUTURE...

Az the world’s feading manufacturer of micropracessor-based
board games, Fidelity Electronics is proud fo bring you the Sensary
Chess Challenger “5." The Sensory "8" contains the most advanced
stale-of-the-grt programming and engingering fa create an amaz-
ing computerizad cpponent that can play chess at tha laval of the
ciub or fourament player, vet aliows you o select and confrol the
feved of difficulty to match vour own shifity and experience.

Your Sensory Chass Challenger "2 is dafintely not 2 conlrived
chess board that has beesn gimmicked willy ighls and push-
buttons—as you will quickly leam, Sensary “0'is, in every aspect of
the game of chess, a vory varsatile and talenfed apponent that will
defight and challenge you on svery movs,

It addition to its cutsfanding chess playing abiffty Sensary "8"
provides numerous special funclions and oplions that enfhancs
payabifity and incregse itz educational value, I iz ighly recom-
mendead Fal you read SECTION [—BASIC OPERATION befora
starting fo play Lafer you may wish io read SEGTION Il and SEC-
TION il describing ali the special featuras the machine has fo offer
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KEYS AND INDICATOR

PIECE KEYS— Used to varify the
leoation of a pigce tyoe.| Also used
In Protlem Mode to add or remove

places on the board.

INTRODUCTION

The sensory playing surface, light emitting diodes (LED's), and
beep tone are used as a means of communication between the
human player and Chass Challenger. These inslructions describe
how to operate snd communicate with Challenger, and do nol relate
10 the actual playing strategies of the game of chess. For the begin-
ner @ handy booklet antitied “Let's Play Chess™ is provided with the
ATE

The Senzory Chess Challenger "8" contains many exciting fea-
tures in its control functions and varous playing mode options. You
can lock inta these in SECTION I|I—SPECIAL FEATURES and
SECTION I=START-OF-GAME OPTIONS, This saction provides
all the infarmation you will need to play a game of chess.

SECTION I—-BASIC OPERATION
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RESET- Resats Challengerto
start a now game.

CLEAR—Used to clearan
urwanted FROM square, Also used
in Problam Modea to clear a piece
from the board.

PROBLEM MODE — Permits the
Player 1o setup special mave
situations.

POSITION VERIFICATION —
Verifies positon of all pieces.

LEVEL SELECT—Changes lavels
ol play.

TAKE-BACK —Takes back a move
and other fealures as describead in
manual

DISPLAY MOVE — Used to display
a recommended move and other
features as described in tha
manual.

REVERSE — Lzed to change sides
with Challenger and other features
as described in the manual.




POWER ON

You may operate the gsmea in the Battery Mode (place the Power
switch In the Baltery position), or in the AC mode, which uses
ordinary house current, For AC aperalion, plug the Transformer inlo
an AC wall outlet and plug the Transfarmer ine cord inta the game
(see Fig. 1), Place the Power switch into the AC pasition. To lum
game off, ramove the Transformer from the wall outist and leave the
Powsr switch in the AC position.
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FIGURE 1=Power Supplies.

A rew game s started when power Is first Wrned on or when
RESET is pressed. Turning the game off and then on again, or
pressing RESET aulomatically rasets the program 1o pre-game
concitions and removes all previously selected options.

When RESET is pressed, or when the power is first turned on lo
start a new game, Challenger always indicates a rocommended first
mave far While by lighting the FROM and TO indicatars (usually
squares D2 and D4), You may make this suggested first move, or
lgnore (L and simply make any move of your choice. The D2 and D4
indicators Will go out and normal play will continue,

For lengthy games, power may be left on, as Challenger is all soiid
state ard isdesigned o be iefton for long pericds of time. as desired,

THE GAME BOARD

Set up the chass pieces with the Black pieces at the tan of the
board. Esch square on the chess board is designated, in accordancs
with international chess notation, by a lettar of the alphahet designat-
ing the vertical raws (the Files), and = number designating the
horizonial rows {the Ranks). When the game s about ta begin, the
White King is on square E1, the Black King is on squars 8,

THE PLAY

Playing chess against Sensory Challenger 8 is ke playing with a
human apponent—you make your move and Challenger responds
with its move. The obvious difference. of coursa, is that vou must
maks the actual physical move of the piece for tha computer

Tomake a movs, il the plecs and press gently o the canter of the
square using the edge of the piece, (see Fig. 21 Prass first on the
FROW squara, then on the TO squars

-

FIGURE 2—To make a move, press gently on the sguare.
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For example: Il you want to mova the White Pawn from D2 to 04,
first till the pawn and press on square D2 (he LED in squars D2 will
light); then press on D4 (the LED in square D2 will go-out and the
LED in sguare D4 will light for an instant). In that instant, Challenger
will recognize your move. After Challenger censiders its move, ibwill
light an LED in the sguare of one of its own pieces and flash the
square where it wants that piece to move. Make the mowve for Ghal-
lenger by tilting its piece anc pressing down on the lighted FROM
equgre (that LED will go out and the LED in the TO squares will come
onl; hen press on the TO square. When that LED goes out, the
compuier's move 15 complete. it is now your turm-agam.

ACCIDENTAL WRONG MOVE

If you press down on a piece and the FROM square is it, but you
decide not to make that move, simply oress the CL pusbutton.

If your change vour mind atter you have entered the whole move
(FROM square and TO square), than Challenger has accapted your
miove ard is already considering its counfermaove. You will have o
use the TAKE-BACK feature to corract vour mistaks, Wail until Chal-
lsnger announces its move, Make Challengars move in the usual
way, Mow press the TR pushbulten. Back up Challengers move by
pressing the lighted squares. Challenger will guide you through the
take-back in the same way it guides you in making moves, by first
lighting the sauare the piece is on and then lighting the square the
pice should go back 1o, When you have deleled Challengers move
press the TB pushbutton again. Back up your move in the same way.
You can now anter any move of your choice.

ILLEGAL MOVE

Ghallenger nelifies you of an illegal move by peeping and flashing
the TO square. Te undo that move, simply press the piece down first
on the flashing TO sguare —that Indicator will go out and the orginal

FROM sguare will begin to flash—then press down on the flashing
FROM sguare. The FROM indicator will go ouws, signifying that the
plece is back on its properoriginal square,

yeu are sure of where the piece came from, you can remaove an
egal move by simply pressing the CLEAR pushibulton. In this case,
it i up to you to gel the piece back where it belongs.

EN PASSANT

Challenget will capture a Pawn En Pasaant whenever it deems
such a move is desirable, and will also recagnize when you choose
to do so. When performing an En Passant capture, Challenger will
first indicate the Pawn move in the usual way, by lighting the FROM
square and then the TO square; then it will ight the square of the
captured Pawn to remind you to remove if, Simply press dowrnian the
captured Pawn and remove it from the board,

CASTLING

Challenger will castle by internally first performing a King move
and than s Rook move. First, the King move must be acknowledged
inthe usual manner by pressing the FROM square and then the TO
square. Than the Rook move must be acknowladged by pressing its
FROM and TO squares.

Youw may castle your King in a similar manner by pressing down on
the King's FROM sguare and then its TO sguars. At this poing,
Challanger will recognize that you wish 1o castle, and will light the
Rook's FROM souare to prompt you to move it in the same way.

Rememhberthat casiling i=.2 King move, I you attempt o casile by
moving your Rook first, Challenger will acknowledge the Rook's
move znd then imediately begin “thinking? To recover from such a
mistake, s2e the paragraph ACCIDENTAL WRONG MOVE.




PAWN PROMOTION

Asin & normal game of chess, when 2 Pawn redches the eighth
rank, it may be pramoted to a higher valued piece (usually 2 Quesn
ar a Knight}. Whan your Pawn rzaches the eighth rank, Challenger
will lash the square it slands on until you identify your selecticn by
pressing the key next to the pisture of the piece you wish to promots
in.

When Challenger's Pawn reachas the aignth rank, it will automati-
cally be promated without further notice. If you suspect thal the
promotion was nol lo a Queen, use POSITION VERIFICATION (see
SECTION I -SPECIAL FEATURES) 1o identify the promoted pieoe.

CHECK AND MATE

When Challenger has vou in a CHECK situatian, the LED indicator
in the upper rfight corner of the game board will flash continuausly,
and Challenger will beep repeatedly until you enter its move.

When Challangar determines that you are soon to be mated, the
hoard lighls up as describad in SECTION IV—MATE AND DRAW
AMNMOUMNCEMENT. If the entire board is 1, then you are in
GHECKMATE. If less than the whole board is Iit, and you desire to
play on to the inevilable mate. press the CLEAR pushbutton to
extinguish the Indicators. Challenger will then announce its maove in
the usual way

When Challenger loses a game, the entirs array of LED's on tha
board will flash continuously. :

Ifyou see the board LEDS fitin the shape of a triangle, the game is
drawn or Challengar Is offering you a draw. For specifics, refer to
SECTION IV—MATE AND DRAW ANNOUNCEMENT

BOOK OPENINGS

You may nofice hat at the beginning of the gama Challenger
sesms to move very guickly, The reason Challenger responds so fast
is thal It contgins a library af nearly 3,000 opening positions from
granc master play. If the current board set-up is in Challengers
lierary, it will play one of the proper responses to thal positian fram ite
collection of moves and will nat hava to “think® about that move
choice. You can see whzl Challenger has in its lbrary and actually
select the opening line of play for yourself. To do so, refar to the
paragraphs on the DM and RV Keys in SECTION l—SPEGIAL
FEATURES.




PLAYING WITH THE BLACK PIECES

Afer RESET or Power On, Challenger assumes that you wish 1o

play with the White pieces. Whits always makes the firsl move, and.
this gives White a slight initial advantage. Maormally, the board is set-

up with tho White pieces at the boltom. If you would rather piay with
thi Black pieces at the hottom of tha Doard, vou may oo so. Just set
the board up with the Black pieces gt the bettom of the board and

press square 01 Lo lel Challenger know that you have chosen to play:

with this sat-lp

You st press sguare D1 before the first move of the game.is
made. Scguars 01 can be used incombination with-any other pre-
game options. (See SECTION [[I—START-OF-GAME OFTIONS:)

@ REVERSE

The Reverse pushouiton has severaldifersnt uses, cepending on

when you press it Pressing the BV Key when RUisyvourturn 1o maove.

changes sides with Challenger. Challenger will taxke over your piaces:

andmake a move, For example: Supposeyou are White and itis your-

turn to move. |t you press AV, Challenger will make-thiz move: for
White, You may now continue fo play Black until AV is pressed again.
By alternately pressing AV after sach move by Challenger, youcan
watch Chalenger play itsalf.

Fressing the AV Key while Cnallanger is thinking will force:Chal-
lerger lo make its mave immediatehy,

The BY Key can be used o select a parlicular opening line from
Challengers open library, To do this, wail lor Challenger to announce

its move. Mow, instead of entering that move in the ususal way, press.

the BV Key. Challenger will display ancther meova chaice (if another
choica is avalable), By conlinuing o press BY, you cansee all of the

SECTION II-SPECIAL FEATURES

cholces avallahie to Chaliznger (see the paragraph an Book Open-
ings IN SECTION |—-BASIC FEATUHES).

Other: uses for the: BV Koy are described in SECTION 11—
STAHT-OF-GAME QPTIONS.

DISPLAY MOVE

Likethe-RY:Key, the Display Move key has differant uses, depend-
ingprewhen you pressit i you press the DM Key whan it i your urn
lemowe; Challergerwill recommentd a move for you o play 1T yeu are
pleying -from Challengers Opening Book (see the paragraph on
Book Openingsin SECTION 1-BASIC OPERATION), the sugges-
ted move will befrem- Challengers book. |f vou press the DM Koy
again, Challenger will show:yol another book choice (if another
chicice is available). You can continue pressing OM to sae all of the
book choices that Chalienger recommends in the currgnt position.

If:7t s your furnto move.and you are nodlonger “in ook pressing
the-DMKay will still giveryou. a recommanded move, bul only che
moverchoice wil be availabla. :

When its-Challengserzturm 10 play, pressing DM will gisplay the
move Challengerds-currently ihinking of making. The move wil be
shown on the-board LED's: Both the FROM and TO squares of the
moveswill: fiasns Qneeyou have pressed DM while Challenger is
thinking, itwill continrue o show you e move 1t is considering. |f
Challenger changes its-mind aboul the bast move, a new mova will
begin lo Hash on the board. When Challenger makes its mave and
vou make your responsa, Chalienger will automatically resums
showing you what it is thinking: You need never press DM again 1o
continueto lopk Inte Chalienger's mind. To cancel this feature, press
the CL Key while Challenger is thinking.




. TAKE BACK

The Take-Back feature allows taking back a move mades by Chal-
lenger or & move made by the player. If the game is still in lha
Opening Book (sse SECTION |—BASIC OPERATION), taking back
one or more moves will not disable the apaning library:. Maves will
continue to be played from bock. While In book, you can iake back a5
many roves as you wish and you can oven take back all the moves to
the beginning of the game. Once play is out of book, you can take
back up to 22 ply (a ply is a move by elther you or Challanger).

The Take-Back featurs can be used whenever it is YOUr Trn @ play,
To use the Take-Back fealure, prass the TB Key, Challen gar will fight
the last plece moved. Press down on that piece. The light in thal
square will ge eut and Challsnger will light the square to which that
plece should be returned, Move the plece back and press that
square. The lights will go aul. You have completed the take-hack of
thiat mave.

You may now press TB again lo continue taking back maovas,
moving each plece back in turm, or you can ge on from this paint to
continue play.

I you have just taken back one of Challenger's moves, you may
now get Challenger to move again by pressing the RY Key, or if you
wish, you may choose a move for Challenger. Challenger will accepl
your chaice without complaint and let you go on from there making
your own next mave. Making Challenger's move after a take-back will
not result in changing skdes with Challenger. If you were playving
White, you will still have the White Pieces.

NOTE: When iaking back moves, if you are unsure of where 1o
replace captured pieces that should be put back on the board, you
may use Position Verification lo identify the proper pisce (sea the
paragraph on Position Verification in this section). This may be done
by pressing PV after a move take-back has heen execuled. Then
press each place type key until the missing plece has been iden-

tified. Fress CL afler the pisce s replaced, snd continue with TE or
cenlinue narmal alay,

PLAYING LEVEL

The Sensory “9" has nine levels of playing difficuity, Whear first
turned on, or whan RESET is prassed, Lovel One {the leas! difficuitis
autcrnatizally selected.

To change lavels, press the LY Key Sguare H1 lights, indicating
Level Cne. Each lime LY is pressed, the next higher level is selactod,
indicated by H2, H3, etc. Level Nine is indicated by all H squares iit,

To exit the LV mode, press the CL Key after desired level indicatar
I 1It, or simply make your next move, You may change levals al any
time during s game.

NOTE: for an easier game 21 all skill levels, saa the paragranh on
Easy Mode in SECTION Il —START-OF-GAME OPTIONS.

CHESS AVERAGE RESPONSE ACTUAL TIME
LEVEL TIME CONTROL
1 5 seconcs B0 moves!s minutes
2 12 seconds 60 movas1s minutes
3 30 seconds 80 movesi30 minutes
4 1 minute B0 movesi1 haur
5 2 minutes 30 moves!5s minutes
5 3 minutes 40 moves hour 50 min.
rd 3 min. 45 sec. 40 movaes/2 hours 30 min,
a B minules 30 moves{d hours
=] Infinite M Limit

A.built-in internal clock enables Challanger to stick 1o the stated
actual time controis for oach ievel. The time taken for each individual
move may vary, however from instanianeous response o moves
taking uo o 2z times the average time remalning per move,
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POSITION VERIFICATION

You may verity the positions of all pieces—both White and
Hlack—at any time before or during & game, whanaver it is your turn
to move. To verify the position of any plece type, first press the PV
tay. and then press the key next to the picture of the piece you wish
to verify, All squares with pieces of that type will light; squares with
Wihite pieces will be lit continuously, and squares with Black pieces
wili flash.

You may continua verifying piece locations by pressing other
piece lype keys. To tarminate Pasition Verification, press the CL Key
or simply enter your next move.

PROBLEM MODE

Problem Mode premits you, the player, to alter the board set-up at
any time before or during a game. By using Problem Mode before
starting, a game, it is possible 1o st up various chess problems and
mate puzzles, as desired. Additionally by using Problem Made during
gama play it is possible to alter the direction of the game, strengthen
your side or Challengers side, resurrect lost pieces, or even move
vour King out of an imminent checkmate situation. You may entor
Problem Mode whenever it isyour turn to play.

To learn how o use Protlem Mode, try the following practice drill:

1. Press AESET and set pieces on the board in thelr Initial posi-
fions.

2. Press the PB Key, You are now in Problem Made. Note that the
White King's indicator light on square E1is lit continuously, and
the Black King's indicator light on square E8 is flashing. This
means that Challenger recognizes thal the White King is on
sijuare E1 and the Black King is on square EB.

3. Press down on square E1. Note that the square Ef indicator fight
is now flashing—Challenger thinks that a Black King s on that

snuare. Press E1 again—the indicator goes out and the com-
puter thinks there is no piece on square E1. Press E1 once mare
and Challenger Is back to thinking that a White King stands on
that square.

Theretore, by the abova illustrations, itis seen that;

1. Na indicator lit means no piece of that type on that square.

2. Steadily lit indicator means White plece of that type on that
square.

3, Flashing indicatgr means Black pisce of that lype on that
souare.

To set up the pieces in any arrangement you desire, you need only:

1. Prass PB.

2 Press tha key next to the picture of the piece type you wish to
change.

3, Make changes as follows:
a. Press an empty square and it becomes a White piece.
b. Press a White piece and it becomes a Black pisce.
. Press a Black piece and it becomes an empty sguare.

To exit Problem Mads, press the CL Key, Note: To clear all of the

pleces from the board at once, see the paragraph on Clear Board in
SECTION lII—START-OF-GAME OPTICNS.

CLEAR

The CL Key (CLEAR function) is dsed to clear an illegal move; g
change your mind about your move when you have entered only the
FROM snuare: to terminate Position Verification and Problem modes
{see paragraphs on those features in this section); and to turn out all
LED indicators,

RESET

Resets Challenger to start a new game. Clears all previous level and
option selections.

SR e
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In addition o the Control Keys and Special Features described
previously, a number of additional oplions may be sslected at the
start of a game. These options are available only immediately after
RESET is pressed and belore any function key is used or a move
is mads, i}

The Start-of-Garme Options are selacted by pressing one or mora
squares on Rank 5 of the chessboarad, (sae Fig. 3). When an option
has been selecled, that sguare will light. The Start-okGame Opticns
can be selected in any orcer and any combination of options can

e used,
Gide Giuo \ide @iz
' v 7
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FIGURE 3—To selact an option press one or more;sguare on Rank 5.

A5 BEEP OFF

Pressing board square AS lurms oif all beep lones. If this oplion i
selected, the game will cperate completely without sound until the
RESET Key is pressed.

B5 BEEP LESS

If board square BS is pressead, the beep fone will only be used to
announcea the compulers move. All keyslrokes will be silent and the
game will aperale silenthy, excepl thal when Challenger has finished
“thinking" apout its move and is ready © play, cne beep will sound,

SECTION LlI—-START-OF-GAME OPTIONS

C5 CLEAR BOARD

Board square C5 is used to halp selling up problems. Pressing this
sguare emptics Challenger's internal chessboard. If you press
souare C5 and then use PV {Position Verify), vau will see that there
are no pleces on the board,

D5 RESIGN SELECT

If board square 0§ is pressed, Challenger will announce forced
mates against itsell, and will resign it it can ses mate coming. For
details on how Challenger announces mates, ses the paragraph
on Mate Anncuncement in SECTION |WV—MATE AND DRAW
ANNOUNCEMENT

ES EASY MODE

For beginners, children, or just for a casual game aflor a hard day's
wark, pressing square E5 will weaken all skillievels without changing
the time control.

Parl of what makes Challenger such a tough opponent Is that i
continues "thinking” when s your tum lo move, You may have set
Challenger on Level1 to glve it roughly & seconds per mave, but you
ok 2 minutes to consider your move and Challenger guessed what
yourware going 1o play, Challenger would have used all 2 minutes o
“think” about s reply. You might aswell have setil on Level 51 When
you select Easy Mode, Challenger will not “think™ an vour time.

F5 BOOK PRACTICE MODE

Pressing square FS puts you in Book Practice Mode. This mode
lets you Use Challenger for drill on opening lines. Book Practice




Mode zllows Challenger to play a much wider range of maove
choices, including weak cpening moves. In normal play Challenger
will not play a weak move, but will know the correct countarmove if
yau should do so. In Book Practice Mode, however, Challeriger may
play a weak opening move 5o that you may learn the correct
response.

In Book Practice Mode, Challenger will glive you a warning (T you
attempt to play a move nolin book or if you reach the end of a book, If
you enter a move not in book, Challengar will beep three times and
give you an illegal move indication. You can then take the mave Dack
and try again to play one in book. When you reach the end of book,
Challenger will warn you fy beeping twice and giving you an lllegal
move indication.

It you play a move that i net In book and Challenger asks you (o
take it back, you may, if you wish, force Challonger to accept tand go
on playing from that position. To do so, simply prass tne RY Kay after
antaring your move. Challengar will fall cut of book and begin "think-
ing” about its respanse. [fyou force Challengerto accepla nan-book
move, you cannat get back into book by using the Take-Back feature.

G5 PLAYER MODE

Praessing board square G5 selects Playsr Mode. In Player Mode,
humans play both sides of the game. Challenger acts as 2 referse
and checks each move for legality.

Fressing AV cancels Mode and instructs Chalienger to make the
riext mowe,

if the moves piayed are in Challenger’s Opening Book, Challenger
will follaw along in book, and the DM Key will give suggested ook
moves, [Fthe RY Kay is usad o cancel Player Made while Ghatlenger
iz still in ils Opening Book, then Challenger will make its nexi move
from book.

Player Mode oan be used incombination with Book Practice Mods

1 provide an excellent way to learn opening lines, When both are
used with the Take-Back feature, multiple variations can be studied.

-




Challenger can indicale forced males against the apponent, and
(it Resign Selectwas pressed al Lhe starl of the game) against ilseil.
Up fa Mate-in-Bevan can be indicated, In addition, Challenger can
recognize and claim four different types of draws, can recognize and
rezpand {o an opponent’s offer of a draw, and will itselt propose a
draw, il in Challengers estimation, ngither side possesses sufficient
rescurces o [DFE{? mate.

MATE ANNOUNCEMENT—AGAINST OPPONENT

When Challenger discovers a forced mate agianst its opponent, it
lights the board squares to shaw that mate i3 coming. The numbear of
ranks left dark indicates how {ar off the mate |5, Thus if Challengar
sees 8 "mata-in-thrae," all of the board squares would be it excent
[or the sixth, seventh, and eighth ranks, (zee Fig, 4). When mate has
been announced, the player can gither resign, press RE, or go on
playing by pressing CL. After CLIs pressed, Challenger indicates its
maove in the usual way. If the move Challenger indicatad s the actual
mating move, once the maove is enterad on the board, the whole
board is lit
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SECTION IV—-MATE AND DRAW ANNOUNCEMENT
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FIGURE 4 —Mate Announcement against opponent.
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MATE ANNOUNCEMENT—-AGAINST
CHALLENGER

When Challenger sees a forced mate agains! itself, it may or may
not announce it ahead of lime I Resign Sslect was chosen as a
Start-ot-Game Option, Challenger will anngunce the male and offer
its resignation. Challenger does this by flashing the board squares in
a marner simifar to mate announcements, The number of ranks left
dark indicates how far off the mats s

o acoept Challenger's resignation, press RE. To play on, press CL
Challenger will then indicate its move In the usual way. If your |ast
move defivered mate, Challenger will llash the whole board,

DRAW ANNCUNCEMENT

Challenger can recognize and claim draws In four different
calagaries. |t can also offer a draw and respand to the offerof 2 draw,
The basic teaturs of draw announcement is the illumination of a
triangle of lights on the sensory playing surface. Besides the tnianale,
each tyoo of draw or draw offer haz its own defining characteristics
as fallows!

DRAW BY THE 50-MOVE RULE

It 50 moves are played in lhe game without either side having
pushed a Pawn or caplured a peece, the game is drawn by the
50-move rule. Il Challenger detects that this has happenad, it will
ciaim adraw by lighting the big triangle solidly and also lighting alittle
wiangle using scuares A7, AB, and BE. {see Figure 5)

G O 8]

o o O

o o O

O 0 O 0

0 0 O 0

O O O 0O O O

C O 0 0O O 0 0
Q O O 0 0 O © O J

S e

S

FIGURE §— Draw by 50-move rule.
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STALEMATE

A game of chess s drawn by stalemate if the piaverwhosatum itis
te move has no legal moves. Dut his King is not in check. Challenger
claims a draw by stalemate by lighting the triangle solidly. No other
lights are lit. (se2 Floure &)

O O O

D 0 QO O

O O 0 0 O
0 0 O 0 C 0 O

O 00 O O 0 0 O

o O
& 0 O

O 0 ©

FIGURE 6—Stalemate.
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OPPONENT'S MOVE HAS REPEATED
THREE TIMES

When the same pogition ccours thres times in a game of chess
where [he same zide has the move sach time, then the game is
drawn by repetition of pasilion. When Challenger recognizes thal ins
oppanent has made a move thal results in g third repetition, it claims
tne draw by lighting the triangle solicly and alse lighling sguare AB,
rsea Figura 7

o

|

FIGURE 7— Opponent's move has repealed three times.
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CHALLENGER'S MOVE WILL REPEAT
THREE TIMES

When Ghallengsr is about to meke a mave that wll resull in the
sarme position being repeated {or the thisd time, i first flashes the
trizngle and alse flashes square AB. Whan the CL Key is prossed,
Challenger will display the drawing move,

CHALLENGER OFFERS A DRAW

Challenger will oifer a draw whanever, in ils estimation, neitner
sice posesses sufficient maternal lo bring about & mate, Challenger
makes it draw offar by fiashing the triangle. No other ights ars lit. To
acoepl Challenger's draw offer, prass BE; to decling, press CL

OFFERING CHALLENGER A DRAW

You may offer Challenger a draw at any time that it is your tum o
move. To make the draw offer, press down on your King and then
press down on Challenger’s King. Challenger will flash the trlangle to
ask if you intended o offer a draw. If not, press CL. if yes, oress RY.
Challenger will answer with the upper triangle an lor "ne” and the
lower triangle on for "yes! In sither case, you can resume play be
pressing CL.



e SECTION V—-GENERAL INFORMATION o
I
Al
USING MODULES BATTERY REPLACEMENT i
Cirie ol e mosl exciling gspecls of your new Sengory 9" s jis Tainstall or rEL!p‘f.Elﬂ? batteries: el _ .
ability 1o accept modules that add to its basic capabilitg Each mocule - Bevsice transtunnetm UNbILGOsH At Da Uil -
will contain a separate instruction manual ceseribing the added EaiiGaoily Justs, dowi. Wia Slg gL DINR ). SOuer SRApaEkE-on
lzatures. The dizgram oelow ilustrates how the module is installed, boltom of Sensory Chess Challanger 4 :
3. Slids the batlery cover clear of the guida neichas in the case,
] 4. Removeand discard old batleries:
L L ) 5. Ensure that hattery olins are clean and rust-free,
i d——':-?\'\‘“\\\ 8. Install four {4 batleries so that thelr positive (+} terminals all
iy /)— point toward the side of the game with the BatteryiAC switch,
! S 7. Replace battery cover,
o o~ B
b
BATTERIES
Expacied useful life of the batteries is approximately six hours.

Weakened or damagsd batteries can causes inaccurabs operation or W
rallunction. Lse four "C"eize alkaline battarias only
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TRANSFORMER

The transformer provided with this unit has baen specifically de-
signed lor use with this product. We strongly recommend against the
use of any power source other than the ranslormer provided by the
manufacturer.

SPECIFICATIONS

POWER: Operates on 110, 220, or 240 volf AC house power
idepending upon transformer used), 50-60 Hz, 2 watls,
cantinuous use. Batisries: 4 "C" size, Alkaline.

INPUT: 50 pressure-sensitive switches (30 playing squares, 9
function keys).

SIZE: 105" % 11" x 287

WEIGHT: Housing, Transformern, Chess Pleces, and Shlppmg Mate-
rial: 4 ths., 12 ozs. .
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