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/Uelcome to the CXG SPHINX CHESS COMPUTER

Thank you for buying our latest product. It has been our
intention to prowde you with value beyond comparison, an
extremely strang chess program in an attreotwe and: easy to
use housing. :t:-;afo,.*.:
¢ SOVOIT 18TUCHITIC

Naturally, your chess computer knows all the rules of. chess and
will not make illegal moves. It has a large opening book from
which:you can select your,own lines, or add new lines to it, and
it will.not be fooled if you transpose the moves of aparticular
line. During a game all the moves are stored in memory so:that
you'can replay all the moves from the begmnmg to:the’ end
(max 250 single moves).: vs'qgeib noiteamoial B
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The oomputer allows you:to examine its analys:s and ‘Keep
‘track' of the time .used By both players: It will- make move
suggestions and will monitor -games between: humans on' its

board.. A final. possibility is to.program: positions:and move'

sequences of your choice into  the computer and to Iet the
computer analyse these. -

Although all these features are easy to use, we strongly

recommend that you read this manual first, in order to get the
most out of your computer, |

1. The batteries.

To insert the batteries, open the battery door at the bottom of
the unit and place the batteries as indicated by the +and — signes.
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If you want to use an adapter, first check that the voltage
specified is the one used in your country. The adapter socket is
located at the back of your computer. Note that you must only
use the adapter specified for your computer The use of another
automatically invalidates the warrenty. - |

2. Starting a game. -

Set up the pieces on the chess board in their starting position,
and switch on the computer. You will hear the characteristic
tones and the COLOR light  wiJl come on, indicating that it is
your turn to move. There are two color lights, one for white
and one for black. Remember that the color lights always show
who is next to move. You should also notice the two digital
chess clocks. These clocks show how much time white and
black have used for thinking. When you start a game, the
chess clocks are of course set to zero. -

3. Making moves.

Your computer has sensory switches under each square, which
detect your moves.

To make a move, first press down on the center of the square
occupied by the piece you want to move. The most convenient
way is to tilt your piece slightly and press down with the edge
of its base. The machine ‘beeps’ when you press down on the
center of the square. |

Now move your piece to the square where you want it to go,
4



ing .down-on: the center. of. this square as before.:The
machme beeps. again. It has. now. registered your . move, and
starts computl@ Its reply - -
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4 Cornputer moves

Whiie the computer is computing its reply; it will flash the
colorlight of the side it is playing. At the beginning of the
game.the computer: will; be able to' move immediately: because
of: its: extensive opening library, with more-than 8000. moves
in it.-When the computer has decided its move, it sounds two
beeps, and flashgs the two squares that indicate the move.-

5. - Special mo{'és.' g

CAPTURES. can be performed just like any other move. Just
remove the captured piecesfrom the board, before or after you
move your own piece.

EN.PASSENT €APTURES are performed in the same way. The
computer will remind you to remove the captured pawn.

CASTLING is done by first making the king’s move in the usual
way. The computer wil automatically remind you to move the
rook, -

PAWN PROMOTION is performed automatically by the
computer, |If your pawn reaches the 8th rank, the computer
asks you to select a piece by flashing the knight, bishop, rook

and queen light. When the computer promotes one of its pawns,
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it will indicate which piece it wants by lighting one of the piece
lights. |If you did not pay attention you can always check by
testmg the position (see sectionT 6)

6. Illegal moves.

If you try to make an illegal or impossible move, or try to do
something else that is not possible, you will hear the error
signal, and the error light will come on. Whenever you hear
this signal, it means that you have done somethmg wrong,

and that your last entry has been ignored

7. Check, mate, draw and resign. h

When the computer checks you, the checklight Mil fl.ash. .
A checkmate is indicéted by the mate light.

If a draw occurs, the draw light will flash. The computer
recognizes draw- by stalemate, 3rd repetition and the 50 move

rule.

If the computer decides to resign, the resign light will flash. The
computer will resign if it is heavily behind in material, or if it
cannot avoid an upcoming mate. When the computer resigns,
you can always choose to ignore the resignation, and continue
the game.



up the pieces u? the start up position again. You can always
reset the computer by pressing the NEW GAME key.

9, Levels.
Normal Levels A1—A8.
The first 8 levels: A1—A8 are the normal playing levels. When

-s§lecting one of,"these 8 levels, you select an average response
time for the conf'puter. - |

LEVEL __ TIME PER MOVE| Prsplecy
Al ot s 2 sec. Ltoeed
A2 5 sec; Lese
A3 - | b <10 secs: G =R
Ad A >30: seC.haih [letnn @
A5 1 min. G 8
A6 2 min. e
A7 3 min, L ey
A8 6 min. L 2

Analysis levels B1—BS,

The Levels B1—B8 are meant to analyse positions by allowing
the computer to think for a long time. These levels are
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To start a new game, simply press the NEW GAME key and set
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particularly. useful in combination with the autoplayer mode
(see section'21). By selecting an analysis level in combination
with the autoplayer mode you can set up the computer to show
you: how. the game progresses from a-certain position at a very
high level of play;, while not even atterding the computer.:' -

- LEVEL . TIME PER MOVE
"B 10 min. 2'4-“---
B2 P ¥20 ‘min. 4333

B3 : S8 O || e
- B4 | 1 hour _'z
Bhy s 2 hour |
B6 JRE.C3 hour Lt
B - 6 hour .-;
B8 _ infinite |

In-.finite level BBE.

Level B8 allows no limit to the time used in making each move,
The computer will continue to search,. looking deeper and
deeper until it finds a forced mate or until the search is halted
by you. When halted, the computer will make the best move
it has found thus far in its search. You can halt The computer’s
thinking at any time by pressing the move key (see section 16).

Tournament levels C1—CS8.

There are 8 preprogrammed tourament levels: C1—C8. Should
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F’ of the players exceed the allowed time for a given number
f moves, the computer will sound a beep and flash the display.

If however you wish to continue the game, simply continue,
When a tournament level is selected the digital clocks will
display the countdown time rather than the total time used. At
first, the time will be displayed in hours and minutes. When

there is no more than one hour left, the clock will switch to
displaying minutes and seconds.

LEVEL MOVES TIME Drep bxey
C1 40 1 hour 30 min. [tn Yo
C2 g 35 1 hour 45 min.| | 3¢
C3+=5 40 1 hour 45 min, | | ,
C4 35 1 hour 30 min, 3¢
C5 - 40 2 hours | Lo|
CO el e 45 - 2 hours 30 min, 4
& 50 2 hours =2 = 4 gy
C8 - 40 Shouts 7 1"

~Speed chess D1=D8, ~-=- -+ » .~

1 you wish to play speed chess against your computer, you may
-select :-from 8 levels: D1—D8 that set the total time for the
whole game. When a tournament or speed chess level is selected,
the chess clocks will display the countdown time, showing you
how much time is left,. —The other ‘levels will show the total
time used

LEVEL TOTAL TIME | Displany
D1 = ' 1 iR TPy
D2 5 min, i
DI e e == 30 -min. |
Pi== 15 min.

- D5 20 min.

D6 30 min.
D7 45 min. / |
D8 60 min. .zinlio

Mate problems G1—G8. .
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Levels 'E‘I E8 are specael levels for novice p!ayers WL— en playmg
one of these levels, the computer will .play, at a_much lower
Ievel than usual, and it may choose inferior opening moves.

Test levels F‘l F8. {i&j Ea

On these Ievels the s(c?ereh Hepth IS Im*uted to the number ef
moves corresponding to the level set, Fer exemple on !evel ]
the computer will only look one move ahead, and thus it will
often overlook mate in_one:from the opponent..This gives

Novice Ievele E1—ES.

_weeker play, end thus gives everege, players a. better chance

of winning aga:nst the computer

. -..\,_-q.- Ilr::‘- ! = a '. f"l )
h.
i
Lo

The levels G1—G8 are for solving mate preblem%’f--'Che'ck mates
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