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FEATURES

Your RadioShack Master 2200X
Chass Compuler is one of the most
varsatile chess compulers availabla.
With its advanced features and chess
progeam written by 8 world computer
cheas champion, the computer is ide-
al for everyons from the baginner or
casual player to the professional and
loumament chess expert. You can sal
the computer so it plays wilh the cun-
ning of a grandmaster or as lamealy as
an absolute beginnar.

The computer's options ket you simu-
late the sights, sounds, and intensity of
championzhlp and toumnarment play.
You can let the computer a¢i as a rel-
efea while you play against anciher
person, lum the computer's sound an
or off, and dsplay and hear a fticking
gama clock durng play. The compuler
alse displays information that can help
you improve your chess skills,

The computer's many fealures in-
clure:

Special Sansory Playing Surface —
the computar sanses a move when
WOu press a pieca against a square.

Liquid Crystal Display — shows cur-
rent mave, piece position and verfica-
tion, lavel, position set up, search
depth, principal wvaration, position
saarch, rotating display, and elapsad
game tlime information,

Rotating Display Oplion lals you
get the computer o display move
sirateqy, search depth, time per move,
move [otals, evalualion rating, and
move possibiliies per second whiba
the computer is thinking.

Buili-in Chess Clocks — et you set
the computer to display the elapsed
time since the compuler or an oppo-
remnt kast moved, and the remaining
time hefore the computer ar an oppo-
nent must make a mova. The comput-
ar can also display count-up and
couni-down game timers.

Rank and File Board Lights — lol
you easily see where a piece cama
froen and where It should go during a
D

Sixty-Four Play Levels — lgl you
choose from 64 game types and lov-
els of difficutty, including beginner,
fraining, regular play, mate seasch,
sudden daath, and Wourmamant levels.

Selectabls Search Algorithms — lst
you sef the camputer 1o search onby for
a move masl likely to be successiul, o
spead up the computer's respansa. Qr,
you can select the compuler's brute
force aption to search all move possi-
biitias thomughly.

Taka Back — lets you take back and
raplay moves,
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Rule Enforcement — prevents illegal
aVEs.

Save — als you turn off the computer
without  Interrupling the game in
progress 50 you can continue playing
later,

Move — lets you force the computer
o make a move, change sides wilh
ihe computer, or learn by watching the
computer play against itself,

Move Suggestion — lets you use tha
computer fo suggest moves, fo teach
you fhe best respanse 1o an oppo-
nent's mava.

Problem Set Up — lets you set up
spacial chess problems, so you can
practice sohving problems publishad in
newspapers, chess literature, or histo-
y books,

Opening Book Memory — contains
most majer cpeaning strategies so the
computer can respond more rapidly
during & game's opaning moves, 1o
spead up play and halp you play mora
prafessionally, You can sat the come-
puter to use none, some, of all of
these moves during play, or select
tournament opening books lor the
mast challenging play.

FPosition Verification — lels you
check the current position of the plec-
es il thay are accidentally moved or
misplaced.

Evaluation — shows the computer's
assessmant of which player has the
advantage and how much of an ad-
vantage that player has.

Power Off Option — lets you save
baliery power by setting the computer
to tum itself off if you do not press a
key or board square for about 15 min-
utes. The computer saves the game in
progress.

Two Power Options — let you power
the computer from batteries or from
AC power with an aptional AC adapt-
er.

We recommend that you read these
instructions thoroughly bafore using
your RadioShack Master 2200X
Chess Comgputer.
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ABOUT THIS MANUAL

This gwners manual is divided inlo
the folbowing major sections.

+ Preparation
* Basic Chess Instructions
+ Basic Dperation
* Play Levels
+ Advancad Funclions
+ Viawing Game Infarmation
* Game Options
» Troublashoating
* Maintenance
"Preparation”™ on Page 8 dasciibas tha

powear options you have with your
chass comnputer.

“Basic Chess Instructions” on Page 10
describes how pleces move and the
fules of chess.

‘Basw: Operation” on Page 15 con-
lains general instructions for wsing
your chess computer, Including how to
sal up and play games.

“Play Levels" on Page 24 describes
your chess computar's play levets and
how to set a level that s right for you.

“Acvanced Functions” on Page 31 de-
soribes how o verify piece pasitions,
take back movas, and set up and play
gaMme scenanos.

“Wewlng Game Information™ on
Page 36 shows how to sebect and
view strateqy and evaluation informa-
tion. This saction aleo shows you how
to sed, view, and reset the computer's
chass clocks.

“Game Options” on Page 41 explains
how to customize your chess comput-
er's play.

‘Troubleshoating” on Page 50 de-
scribes steps you can take if you have
any kind of problem with your chess
computer,

“Malntenance” on Page 51 provides
important care and maintanance in-
structions.




PREPARATION

INSTALLING BATTERIES

Yaur chess computar uses six C bat-
teries (ot incloded). Fresh alkaline
batteries, such as RadioShack Gal
Mo. 23-551, can provide up lo 200
hours of playing time.

1. If the computer is on, press and
hald down GOVSTOP until tha dis-
play s blank to fuem it o,

2. While pressing and holding dawn
tha tab on the battery compartment
cover in the direction of the arrow,
lift up the cover fo remove il

4, Insent six G balleries as indicated
by the palarily symbaols (+ and <)
inside tha comparment.

Cautions:

+ Lsa only fresh batteres of the
required size and typea.

= Do not mix old and new battar-
ias, differant types of batlerles
(standard, alkaline, or ne-
chargeable), or rechargeable
batteries of differanl capacities.

4, Replace tha cower.

Cautions:

* Mever leave dead or weak batter-
ies in the computer,

+ Batteries installed incormectly might
leak and damage the computear.

= If the computer will not be pow-
ered from batleries for several
days, and you do not wanl 10 save
a game, remave the batlenes,

= Dispose of batterles propearty; do
not bury ar busn
thaim,

Hote: Saved gams information is lost
when yau remowve the batienes.

If the computer does not furclion prop-
arly, replace the batieries. i it silll does
not function properly, you might need
io resat the computar. See “Rasetling
the Chess Computer.”

Resetting the Chess
Computer
i your computer does not werk prop-

erly after you replace the batlores,
you might nead to reset it,



To reset the camputer, insest a point-
ad object, such as a siraightenad pa-
per clip. inta the ACL (all cear) hole on
the botiom of the computer. The com-
puter beaps and the display shows O
and 0:00:00.

Mote: Resatting the chess compater
arases any game you stored.

USING AN AC ADAPTER

With an oplional AC adapter, such as
Cat. Mo, 2731650, you can operale
the cormpLitar from standard AC power,

Important: To save game informa-
tion, you must install batterias in the
computer even if you are using an AC
adapler.

Cautions:

= el must use an AC adapter that
supplies 9 volts and delivers af least
100 milliamps. s center fip must ba
sét 1o negative, and its plug must
comectly fit the oW 100mA jack on
the back of the computer. The rac-

ommended adapter mests these

specifications, Using an adapler

that does not meal these specifica-
fions could damage the computer
or the adaptar.

= Turn off the computer by pressing

GOUSTOP before youw unplug the
AC adapler or Its barrel plug.

* Unplug the AC adapter from the
AG outlet before you unplug its
barrel plug from the computer.

Foliow these steps 1o use an AC
adapter.

1. If the compuler is on, press and
hold down GO/STOP until tha dis-
play is blank to turn it off.

2. Set the AC adapler's 5.5 mm
outer diameter2.1 mm nner di-
amater barrel plug to nagative.

3. Insert the bamal plug nte tha av
100mA jack on the back of the
carnputar.

4, Plug the AC adapter info a stan-
dard AG outhat.




BASIC CHESS INSTRUCTIONS

THE GAME BOARD

Follewing intermational chess notation,
the game board is made up of 8 verti-
cal rows called files, and 8 horizontal
raws called ranks,

Each file (it to right) is designated by
a file board light and a letter of the al-
phabet (& through H), and consists of
B squares aiternately colored black
and whita.

Each rank {bottom to top) is dasignal-
ed by 8 rank board lght and a number
{1 through 8}, and also consists of &
squares allermately colored black and

THE GAME PIECES

Description

There are 16 white and 16 black pise-
a5, 32 in ali. Each color has these
placas:
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« 1 KING a
' 5

+ 1 QUEEN ﬁ

&

= 2 BISHOPS &

Setting Up
Hera's how to set up the game board,

Set the beard in front of you so the
display and buttons arg 1o the right.
Sal up the white pieces an the side of
the board closest to you this way:




* Place the rooks on A1 and H1
* Placa the knights on B1 and G1
= Place the blshops on C1 and F1
+ Place the queen on D1
* Place the king on E1
* Place a pawn an gach Sgquarng
AZ-H2
Set up the black pieces on the oppo-
site side of the board this way:
* Place the rooks on A8 and H8
» Place the knights on B8 and G&
* Place the bishops on ©8 and FB
* Place the queen on D8
+ Place the king on EB
* Place a pawn on each square
AT-HT7

Maote: The queen always begins cn a
square of her own color,

MOVEMENT

Each kind of piece moves In a differ-
ent way.

The rook can mave amy nember of
sguares verlically or horizontally, but it
cannot mave past a squara occuped
by another piece.

The knight movas in an L-shaped
patarm. |t moves 2 agquares horizontal-
Iy or vartically, then moves 1 addition-
al sguare at & right angle from its first
move, Al the end of its move, the
knight must land on & square of a dif-
ferent color than the one it stared
from.

The knight can move even if the
squares it movas through are oocu-
pied, The knight is the only plece that
can "jump” analhar piaca.

11



Thea bishop can move any number af
squares diagonaily, bul it cannot move
past a sguare occupied by another
piace.

The queen can mowve any number of
squaras vartically, harzontally, or di-
agonally. (The queen’s moves are 8
combination of the rook's and bishop's
movas.) The gueen cannot move past
a sguare occupied by anather piece.

Tha King can move only 1 square var-
tically, horizontally, or diagonally,
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The pawn can mave only 1 {or 2)
sguares diractly forward, excepl when
capiuring another plece. it captures a
piece by moving diagonally forward 1
square, except when capluring en
passant (see “Capturing En Passant®
an Page 13). When it moves from its
ariginal position, it can move 1 or 2
squares forward. On  subsequent
moves, it can only move 1 square.

A pawn can be promated o & plece of
higher rank. See “Promoting a Pawn”
an Page 13,

GAME RULES

Checkmate — The Object of
the Game

The object of the game is to position
your pieces so your next move would
capture the opponent's king, and your
opponent cannot move, protect the
king, or capture your plece, This is
called checkmate.



Check

Check oeeurs when a player's ploce
directly threatens to captura the oppao-
nent's king, but the opponent can
mawve he king, or anoiher pisce, fo as-
cape caplura.

Capturing

To capture a piece, you mMove your
pigce into the sguare occupied by the
piece youw ara capluring, except when
capturing an opponant’s pawn en pas-
sant {see “Capturing En Passant’).
Remove the captured piece fram the
board.

Capturing En Passant

A pawn can caplure an opponent's
pawn that has Just moved 2 sguares
from its criginal position.

Here's an axample of an en passant
caplure.
1. The white pawn advances from
E4 to ES. The black pawn is still in
its oniginal posttion (D7),

2, The black pawn advances lrom
D7 to D5.

WEZeD
- M ow E @ o

FILES

3. The white pawn advances to D&
(one square behind the black
pawn's pasition). The black pawn
ks captured by the white pawn,
aven though the exact square it is
an is not occupiad by the white
pawn,

PROMOTING A PAWN

When a pawn crosses the entire
board, it can be promated o & quean
or another piece, evan if the quean or
other plece is still on the board,

13
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CASTLING

Casiling protects the king from a po-
tential chieck or checkmate situation
by hidirg i behind a forified position
of moving it out of immediate danger
of attack.

You can castle if all of the following
conditions axist:
= Tha king has not moved from his
original position.
+ The rook that you want to move

by castling has not moved from s
original position.

= The king i2 not placed in check on
its current square, the square to
which It is going, or the square il
passes over,

+ Tha squares between the king
and the roak are not occupiad,

In castling, the King moves 2 squares
in he directicn of either rook. The rook
thal is closest to the king after the King
has moved now moves 1o the square
right next o and on the other side of
the king. Castling counts as 1 move.

Qaen Sxde Castling
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Motes:

+ |If & rook is on the same side of the
board as the king's square, this is
called a king's side castle. If tha
rook Is on the same side of the
board as the queen’'s square, this
is called B queen's side castle.

= In castiing, the king always moves
first, then thea rook.

DRAW GAMES

In & draw, naither opponent can win or
lose without making an illegal move.
There are three types of draws, and
your computer recognizes all three of
them,

Draw by Stalemate: If the king can-
not move anywhere without being
placed in check (sea “llegal Moves®
on Page 15), the king iz nat in check,
and o other piece on the board can
miove, the computer claims a draw by
stalemata.

Draw by the 50-Move Rule: If 50
consacutive moves are played in a
gama where neither side moves &
pawn or captures a piece, the comput-
er claims a draw by tha S0-move rubg,

Draw by 3-Time Repetition: II a
pieca returns to the same location on
tha board three times in a row, the
computer claims a draw by 3-time rep-
atition.



BASIC OPERATION

STORING/REMOVING
GAME PIECES

1. Press and hold down both tabs on
the piece storage compartment
cover in the direction of the
arrows, than lift and remove the
COVET,

2. Remaove or replace the pieces in
the compartment.

3. Raplace tha cover,

TURNING THE GAME
BOARD OFF

MASTER 2200X

T AW fomru TN — |

A M DM e

Press GO/STOP fo turn on the game
board. If you were playing a gama be-
fora the comgputer tumed ofl, the com-
puter automatically returns to the last
gams it was playing.

If you replaced batteries or pressed
ACL to reset tha computer, it resets it-
sell fo laval D1. After that, the comput-
ar ramalins on the last selecled level.
For more Informatlon, see “Play Lev-
els" on Page 24,

Press GO/STOP fo save the current
game and lum off the computsr. The
computer stores all the game posi-
tlons and any nexi-move caleulations
it was computing.

Mote: To save game informaticn, bat-
teres must be installed in the comput-
er even if you are using an AC
adaplter.

15



ADJUSTING THE SOUND

You can adjust the computar's sound
level any time by shiding the switch to
the teft of the function keys. Slide the
swilch up to Increase the scund, or
dowm to radues it

STARTING A NEW GAME

To start & new game and erase any
game stored in memory, press NEW
GAME, or prass CLEAR and ENTER at
the same tima.

- et
|Fm |
| MASTER 200N
Il T e

Mote: The computer always slarls a
new game with you playing white plec-
es and your opponent playing black
pieces.

VIEWING THE GAME
TIMER

The compulers game fimer slars
counting up from 0 ¢ @01 00 when you
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press any key or press any board
square aftar you press NEW GAME.

MNoles:

* The game timar slars counting up
even if the first move s an illegal
RavE,

* The game fimer continues o
count up after a chackmate, draw,
or stalemate uniil you press NEW
GAME.

If you are playing a tournament
or sudden death gama, you can
set tha game timer 0 It counts
down. See “Tournament Levels
(A3~ H3)" on Page 28 and "Sud-
den Death Levels (Ad4-H4)" an
Page 29.

ENTERING MOVES

Playing chass against the computer is
like playing with a human cpponant —
you make your move, and the compul-
&1 responds with its move. The only
diffarence is that you must physically
move both your pleces and the com-
puter's.

To make a move, press down gently
on the center of the FROM square,
then the TO sguare. The FROM
square is the current location of the
pieca you plan to move; the TO
sguare is whara you are maoving the
pieca.



+ On the display, Ondicates it &
white's tum to mowva, whila Il indi-
cates it ia black's turn 1o mowa.

O
alalalelsl
L L LI LS

RRIEINE-1 )

| ]
L L
L L L |

* f you fry to use any key other than
GO/STOP or MEW GAME belore
you complete a move by pressing
the TO sguare, the computer
sournds an arror beap.

Foliow these steps to enter moves.

1. When it is your turn to mowve,
press down the pieca you wanl 1o
move on the FROM square. The
display shows [, the piece's
symbol, and the FROM square
and ---, A rank board light
shows the rank the pieca is on,
and a file board light shows the
file the pieca is on. Togethar,
these lights show the FROM
suare.

[

AE—/?:DEFEH

. Gently press the piece down on

the TO square. The computer dis-
plays the FROM and TO squaras.
Then B flashes an the display,
and the game timer cownls up
while the computer plans s
oVE.

Notes:

= [f your move capiuras an oppo-
nents piece, . the atnacking
piece’'s symbol, the FROM
square, X, and the TO square
appaar on the display.

= Tha computer might respond
Instantly, so you might not sea
M fiash and the game timer
count up.

miginiaiml
LrLILrg

= I you do not want to wait for the
computer to calculate its move,
press ENTER to force the com-
puter to make a mowa.

17



H

Whan the computer is ready 1o
mowve of if you pressed ENTER to
force a8 mave, the display shows
W, the piece symbol for the pieca
the computer wanis 1o move, tha
FROM square, and the TO
square, The rankfile beard lights
shaw the FROM square,

. Press the computer's piaca down

on the FROM square, The rank
file board lights show the TO
square.

. Press the computer's piece down

an tha TO sguare. The display
shows [ 1o indicate it ks your fum
to move, and the game timer con-
tinues to count up.

Mote: If the compular's move cap-
turas one of your pleces, l, the
attacking piece's symbol, the
FROM square, X, and the TO
square appear on the display.

Hera's an example of how to move
pieces and communicate with the
computer. Try it now!

1.
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Press the white pawn on square
E2. The display shows [J, a pawn
piaca symbol, B2, and ===, and
tha rankfile board lights show
square E2,

E2---

2. Move the pawn to square E4 and

press it on the square, Il flashes
on tha display and the gama timer
counts up while the computer cal-
culates its move.

-
aialala il
LI

. The computer, for examgpla, might

dizplay M, & pawn piece symbol,
and C7-C5 to indicala that f
wants o move a pawn from
squara 7 (the FROM sgquare) to
square C5 (the TO square}, The
rank/file board Bghis show the
FROM sguara C7.




4, Press the black pawn on the
FROM square. The rankfile board
lights show the TO square C5.

5. Press the black pawn on the TO
square. The computer displays
O to indicata il is your turn 10
mova, and the gama timar contin-
uas fo count up.

nooog

For each move, remember the three
basic sleps: press, move, and press
again.

CORRECTING
ACCIDENTAL WRONG
MOVES

If you press down on a piece and the
FROM square information appears on
the display, but you decide not 1o
make that move, prass the piaca
down on the FROM square agaln, The

compuler displays O, the gamsa timer
continues to count up, and you can
enter anather mave.

If you change your mind after complat-
ing a8 maove, you must wail lor the
computer to indicata s move, Enter
the computers move, then press
TAKE BACK. The computar shaws you
how to take back its last move. Press
TAKE BACK again, then the compular
shows you how to take back your last
move, (Saa "Taking Back Moves" on
Page 31).

ILLEGAL MOVES

The computer only allows maves that
comply with the rules of chess. If the
computer detects an lllegal move or
gror, it sounds an emor tone (if the
sound & on). The display stil shows
the FROM squarg, and the rankfile
board lights also remain unchanged.

Hera are the moves that cause the
computer to indicate an illegal move:

+ Prassing on a pieca of tha wrong
color (for example, I Is white's
wrn and you press on a black
phace).

* Pressing on the wrong sgquara
whan making the compular's
mave {for examgple, the rankfile
board lights show square G5 and
you press sguara B5).

18



= Pressing on an empty squars
wilhout having first pressed a
plece that can move to that
SOLErE,

s Moving a piaca thal puls or leaves
yaur awn king in check or check-
male.

FORCING THE
COMPUTER'S MOVE

When It is the compuiers turn and the
game timer is counting up, you can
press ENTER to force fhe computer (o
make an immadiate move.

Mote: Attha mate search levels, press-
ing ENTER does not cause the comput-
ar to make a move. Instead, the
computer sounds an aror baap, and
the display shows Bl and ====- G
dicating that it was interrupted before
it could find a checkmate. To continue
the game, you must change io anoth-
ar level of play. See "Mate Search
Levels {A§—HE)" on Page 30.

CHANGING SIDES WITH
THE COMPUTER

To change sides with the comguber,
press ENTER when il s your turn to
move. O flashes on the display while
the computar takes cwer your pieces
and makes a move. Then you can en-
ter moves for the compuier's side and
continue 1o play the same gama.

20

To watch the computer play against i
seli, simply press ENTER every lima it
|3 your turn to move.

GAME INDICATORS

Checkmate

Whenever a checkmale occurs on the
board, MATE alternates with the previ-
ous display for about 10 saconds.
Press NEW GAME {o starl a new game,

When the compuler discovers an op-
portunity fo chackmate s opponent
during & gama, it first indicates is
mova as usual. When you make the
mova for the computer, the computar
then flashes a checkmale annouwnce-
ment for about 10 seconds, For ex-
ample, if an opponent makes a
mowva, then the computer finds an
opportunity to checkmate the oppo-
nanl in 2 moves (for sach play-
ar), F in 2 flashes on the display.

Mote: The game limer continues to
count up after a checkmate wniil you
prass NEW GAME,




Check

Whenever & check occurs on the
board, CHECK alternates with the pra-
wvious display for about 10 seconds, in-
dicating that a king ks in chack,

[CHECY

Draw Game

Whan the computer datects the condi-
tions for a draw game, End flashes on
the display.

R 1
‘E nd |
[

It the draw game is & stalemate, tha
game |s over and cannot be contin-
ued, If tha draw game is not a stale-
mate, you can lake back moves (see
“Taking Back Moves" on Page 31) or
change pieca positions (see “Problem
Setup™ on Page 32), than continue
play by making wour next move of
prassing ENTER.

Mote: The game timer continues o
count up after 8 draw game until you
press NEW GAME,

MAKING SPECIAL
MOVES

En Passant Capture

The computer recognizes when you
capture a piece en passant, and it can
decide lo capiure a piece en passant,
as well.

When performing an en passant cap-
fure, the compuier first indicates the
maove for its pawn. Then the compuler
displays the square of the captured
pawn with X, and tha rankfile board
lights also show the location of the
captured pawn. Press the squars and
take away the captured pawn.

Mote: For more information about
capturing en passant, see “Capturing
En Paszant® on Page 13,

Pawn Promotion

When one of your pawns reaches the
opposite side of the board, press the
quesn's piece symbol key after you
press the TO square (o register it as a
queen. Il you choose 1o promote the
pawn o & plece other than a queen,
press that piece symbol key instead.

If one of the computer's pawns reach-
@s the opposite side of the board, the
computer promotas ils pawn to the
piece it considers most advaniageous
and displays that piece's symbol,
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Note: You can substitute the promot-
ed piece if one is availabla, but you do
not need lo. The computer accepls
the pawn as the piece It was promated
1. All you need to do is remambar
which pawn is your or the computer's
promoted piecea. (To make this sasier,
you can put a piece of tapa on top of
the promoled piece 10 mark iL.)

Castling

The computer castlas whenaver Il de-
termines that such a move |s desir-
abla. The computer castes by
displaying 0-0 for a king side castle,
or 0=0-0 for & gueen side castla.
You must then move the compular’s
king first, then its rook.

The computer recognizes when you
choose 1o castla. Castle by moving
yvour kirg first, When wou properly
move your king two squares, the com-
puter recognizes the move as the first
part of castling.

Motes:

= Castling Iz a king's move. i you
attempt to castle by moving your
rook before maving the king, the
computer accepts the rook’s move
as a valid mava, but will not let
you complate the castle by mov-
ing he king. You must take back
the rook's move, then castle by
maowing the king firsl. Saa “Taking
Back Maoves" on Page 31.

# |f you move your rook incorractly
when casiling and you moved
yvour king first, the display shows
Er and the corect TO square lor
the rook, and the ranifile board
lights also show the comedt TO
square. Press the rook on the cor-
rect TO square.

For example, follow these steps o
parform a white queen's sida castla.

1. Prass the white king on square
E1, The computer displays O,
% ,and E1 ===, and the rank/
file board lights show squara E1.

r

Maove tha white king to sguara C1
and press it on the squara. The
computer displays O, & , and
0-0-0, and the rankfile board
lights show square Al.

3. Press the white rook on sguare
A1, The compuler displays 0O,
& . and 0-0-0, and the rankfila
board lights show squara D1.

4. Move the whila rook to square D1
and press it on the square. The
computar displays B to indicate it
is black's turm 10 move.

it the computer casties during a gamse,
foliow these steps to perform a black
king's side castie.

1. The computar displays ES as the
FROM square. Press the black
king on sguare E8. The computar
displays B , ,and 0 =0, and
the rankfile board lights show
square G8.



2. Move the black king to square GB
and press it on the square, The
computer displays B, T . and
0-0, and the rankfila board lights
show square HB.

3, Prass the black rook on square
HB. The computer displays .
&, and 0-0, and the rankfila
board lights show soquare F8.

4. Move the black rook 1o squanz F8
and press it on the sguare. The
computer displays O to indicate it
is white's tum to maove.

HAVING THE COMPUTER
SUGGEST A MOVE

The computar can suggest moves for
you during a game,

Te view the maove the computer sug-
gests for you, press INFO during your
turn. The computer displays =--==
while it computes the move, then dis-
pays O and the FROM and TO
squaras far the suggastad move.

To continue tha game, simply enter
your maove,

Note: I you press INFO during the
compuler’s turn, It displays counter-
meove information. See “Principal Var-
ation™ on Page 36,
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PLAY LEVELS

When you play against the computer, you can salect a play level that matches your
skill level. You can also select from many lime-controlled play levels, including sev-
eral that simulate tournament play. Some of the levels even let you use the comput-
ar to leamn chass strategies or analyze chess problems.
The &4 differant play levels include:

= 16 training levels (A7 through HE)

* B mate search levels (AS through HE)

+ B beginner levels (AS through HS)

* & sudden death levels (A4 through H4)

* 8 tournament levels (A3 through H3}

* 1 indefinite response lme leval (HE)

= 15 normal play levels (A1 through G2)

TRAAINHG
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When you install batteries of press ACL to reset the computer, it resets itsalf to lev-
el D1. After that, the campuler remalns on the last selected level.

To sae the current level, press LEVEL. The computer beeps and the display shows
the code for the currant lewvel.

LEVEL CODE DISPLAYS

Whan you selact a level, the display shows information about that level.

For example, if you choose level B2, the display shows L 1: 00, L means that the
computer is sat o a normal play level, and 1:00 (one minute) is the maximum
amaunt of time the computar has to calculate each move during & game. See
"Chioosing a Level” on Page 26.
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CHANGING THE LEVEL

To change the current level, press
LEVEL, then press the sguare on the
game board that coresponds lo the
level you want, Or, press /e or
i/ urtil the display shows the level
you want,

To quickly move through the levels,
rapeatadly press LEVEL to skip over
aight lavels at a tima.

Whan the computer displays the level
you want, simply press ENTER, than
continue the current gamea. Or, prass
CLEAR to remain on the last sslected
level. You can change he level at any
tirma during & game.

CHOOSING A LEVEL

If you are a baginner, start out with the
beginner levels (AS through HS5) or
training bevels (AT through HB). The
computer purposely makes mistakes
an tha beginner levels so you can baat
the computer and learn while youw
play. The training levels restrict the
computer's search depth, resulting in
weakar play.

i you are an Intermediate or ad-
vancad player, try the normal play lev-
als (A1 through G2). These range
from aasy all the way up to difficult,

Mote: When you set the level, keep in
mind that the more time the compuler

has to think about fts moves, tha bat-
tat it plays.

Beginner Levels (A5 — HE)

The eight beginner lavels let begin-
ners and average players play (and
win) more easily than in other levels.
The computer makes common mis-
takes swuch as leaving pleces wnpro-
tacted, failing to capture unprotacted
pieces, and capturing piecas while
leaving the king unprotacted.

Level AS is the easiast, and the com-
puter's playing strength  Increases
gradually up through level H5.

The following teble shows:

* The square you press o select
the level (after you press LEVEL)

« The average amount of time fhe
computer takes to determine its
e

+« What the computer displays
when you salect the level

Square | Time Per Move | Display
A5 1 second bEG: 1
BS 2 seconds bEG: 2
o5 3 saconds bBEG: 3
D5 4aamn&s bEG: 4
ES 5 saconds bEG: &
F& 4 seconds | bEG: &




Square | Time Per Move | Display
T ;35 T seconds bEG: 7
HS B seconds bEG: B |

HNota: The time-par-move figure is the
avarage tima tha computer takes to
make a move. During the opening
movas of a game, the computer might
move more guickly.

Training Levels (AT — HB)

Tha 1€ iraining levels are designed
aspacially for beginners, At the lower
training levels, the compuler moves
almost instantaneously, not allowing
itself to study & move in any depth.

Level AT is the easiest, and the com-
puter's playing strength increases
gradually up through Level HE.

The foliowing fable shows:

+ The square you press o salact
the level (after you prass LEVEL)

# The number of ply the computer
will saarch to find a movea

Bquara Display
AT PLY: 1
B7 PLY: 2
Gr FLY: 3
o7 PLY: 4
E7 PLY: 5
F7 PLY: &
a7 PLY: 7
H7 PLY: 8

PLY: §

PLY: 10

BB
Ba
ca PLY: 1l
DB
EB

PLY: 12
FLY: 13
Fa PLY: 14
Ga FLY: 15
Ha PLY: 16

Note: A ply is one of your moves ar
cne of the computer's movas.



MNormal Play Levels (A1 - G2)

The 15 normal play lavels increase in
dilficulty frarm laval A1 (the easiest) 1o
lavel G2 (tha mast difficult).

Tha loliowing lable shows:

+* The squara you press 10 sabect
the level (after you press LEVEL)

* The average amount of time the
computer takes to determine s

move

« What the computer displays
when you select the leval

Squre | TeRe" | ey
Al 1 sacond L 0:01
B1i 2 seconds L 0:02
c1 3 seconds L 0:03
o1 5 seconds L 0105
E1 10 seconds | L Q:1d
Fi 15 seconds L 0:15
G1 20 seconds L 0:20
H1 30 seconds L 0:30
AZ A5 secontds L 0:45
B2 1 minute L 1:00
G2 1minuta 30 | L 1:30

seconds

D2 2 minutes L 2:00
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Square | TP | Display
E2 3 minutes L 3:00
F2 & minutes L 5:00
G2 10minues | L 10:00

Mote: Tha time-par-mave figura i tha
average time the compuler takes to
make each move. During the cpaning
moves of & game, the computar might
move mone quickly.

Tournament Levels (A3 — H3)

At these levels, you must make a
spacified number of moves within a
given amount of time. If you exceed
the allotted time before making the
specifled number of moves, the com-
puter beeps, £ InE flaghes on the dis-
play with the elapsed fime, and the
game is over,

Motes:

* When you play at a toumament
level, you can sat the compuler's
chess clock o display the count-
down lime inslead of the slapsed
time. Ses “Count-Down  Clock
{E1)' on Page 44.

= When you play at a tourmnament
leval, the computer times [tself
and you. See “Remalning Time in
a Sudden Death/Tournament
Game" on Page 39,



The fallowing fable shows:
« The square you press to select the level (alter you press LEVEL)
+ The number of moves you must make within the allotted time
s Tha allotted time for the game
= What the computer displays whan you select tha level

Square Moves Time Per Game Display {Alternating)
AJ 40 1 Howr 30 Minutes tr -I.ID!:L:SD:DE:
B3 as 1 Hour 45 Minutes tr 35/1:45:00
c3 40 1 Hour 45 Minutes tr 40/1:45:00
b3 35 1 Hour 30 Minutes txr 35/1:30:00
E3 40 2 Hours tr 40/2:00:00
F3 45 2 Hours 30 Minubes tr 45/2:30:00
] 50 2 Hours tr 50/2:00:00 ]
H3 40 3 Hours tx -:.u.-fa:uuzi':l'n

Sudden Death Levels (A4 — H4)

At these levels, yau muzt finish the game within a given amount of time. if you ex-
ceed the allotied time, the computer beeps and £InE flashes on the display with
the elapsad time.

Motes:

= When you play at & sudden death level, yeu can set the compular's chess
clock to display the count-down time Instead of the elapsed tima. Sea “Count-
Down Clock (E1)" on Page 44.

= When you play at a sudden death level, the computer times itsalf and you, See
“Remaining Time in & Sudden DeathvToumament Game” on Page 38.
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The fallowing lakle shows:

« The sqUAMe you press 1o select
the level {after you press LEVEL)
= The maximum amount of fime

allowed for the game

= Whal tha computer displays
whien you salact the lavel

Tima Per

Seguare Game Display

EMinutes [ BL : 5

15 Minutes 115
20 Minutas 120
E4 30 Minutes | BL :30

Ad
B4 10 Minutes | BL :10
Cd
D4

e B

F4 45 Minutes | bL :45
Gd 60 Minutes | bL :&0
bL

Hd a0 Minutes

:90

The following table shaws:

+ The sguare you press to select
the level {after you press LEVEL)

* The mate problem the compuier
will fry to sohve

* Whal the computer displays
whan you select the level

square

Mate Search Levels (A6 — HE)

The aight mate search levels allow you
ta set up a pasition (see “Problem Set-
up” on Page 32) and let the computer
try to checkmale the opponent's king
within 1 to 8 moves, regardiass of tha
oppanent's  defense. The computer
searches for the shortest possible solu-
fiocn 1o checkmate problems, IF no
checkmate is possible or the computer
canndt find a checkmate, it sounds an
arrar beap. Then you must change lev-
als 1o returmn o nomal play.
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Problem Display
AS Mata in 1 F in: 1
B& Mala in 2 F in: I
C8 Malain3d | F in: 3
] Mate im 4 F in: 4
E& Mata in 5 F in: ®
Fi& Mateing | ¥ in: €
GE Mate in7? | ¥ 4in: 7
Hi MateinB | F in: &
Indefinite Responsa Time

Level (H2)

Al H2 (the Indefinite responae time lev-
al), the computer searches until it finds
a forced mate or you stop the search
by pressing ENTER. Use this lavel o
hawve the computer analyze complical-
ed posgitions for houss or even days.

When you select this level, the com-
puter displays 9:99:99,

To stop the search and forca the com-
puter to maks a mowa, press ENTER.



ADVANCED FUNCTIONS

VERIFYING PIECE
POSITIONS

I wou wani to verify the location of any
pisce on the chess board, you can usa
the piece symbol keys any time o find
the position of all pieces. Each tima
you press a piece symbol key, the
computer displays the piece's color
and location, and the rankfile board
lights indicate the plece’s location.

The plece symbol keys look like this.
'@ — locates [ and T

-ﬂ’ — Ipcates [ W and W &

! — locates (] & and W X

™ ] —tocates I 4 and 1B &
* " — locates (14 and Il 3

2
=8 jocates [J & and M &

For example, if the white gueen Is on
squara D1 and you want to verify its
lecation, press the gqueen pisce Sym-
bol key once. The computer displays
O 4 d1i. Or, if the black queen is
on sguare F& and you want o verify
its locafion, press the gueen piece
symbol key twica, The computer dis-
plays l W F6.

To locate all pleces of the same typa,
repeatedly press the piece symbal key
for the type. If thera is more than one

of the sama color plece of that type an
tha beard, the display and the rank/file
board lights show the lacation of each
like piece each time you press the
plece symbol key. If you confinue to
press the piece symbol key, the dis-
play and the rankfie board lights
show you tha location of each of the
ather color's pleces of the same lype.

Mote: If you press a piece symbol key
maore times than the lolal number of
pieces of thal type on the chess
board, the display shows the piece
gymbol anly.

Press CLEAR 1o return 1o normal play.

TAKING BACK MOVES

This function lats you take back any
move made by you or the computar
after the move has been completed.
Tha computer even reminds you 1o re-
turn a previously capturad piecea to the
board or a castled rook to its original
square.

MNotes:
= If you ara not sure aboul the posi-
tion of a previously capturad piece
or castled rook, see “Varilying
Flece Positions.”

If you change your mind aboul a
move before pressing a plece
down on its TO square, follow the
procedures in “Correcling  Acci-
dental Wrong hoves” on Page 18,
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* To take back your awn move, you
must 1ake back the computer's
countar-move first,

1. Press TAKE BACK. The rankfile
board llghts show the TO square
of the last move, and the display
shows Hl or O, the place symbaol
for the lasti-moved plece, the
FROM square, and the TO squane
of the last move.

2. Prass the piece on the ndicated
TO square. The rankflle board
lights change to show the FROM
square of the last mave,

3. Move the pece from the TO
srjuare 1o the FROM sguars.

4. Prass the piece on the ndicated
FROM squara.

Mote: The game timer shows the
total amount of time the computer
has laken to move during the cur-
rent garme,

5. Repeat Steps 1 through 4 10 take
back additional moves. You can
take back up to 30 ply of moves (a
ply iz one of your moves or one of
lhe computar’s movas),

PROBLEM SETUP

You can use the setup mode:

* To erase, re-enler, or ralocate
phacas any time befara ar during a
game

* To set up problems or puzzles for
the computer to solve

a2

Note: H you have already stared a
Gama, you must press POSITION dur-
ing your turm to anter the setup moda,
I you have not yel stared a game,
you can press POSITION any time.

Befora using this mode to create your
own positions, familiarize yoursall with
this procadure by satting up the board
positions described in the following

examples.

Full Board Setup

In & full board problem setup, the com-
puter recards the positions you enter
inic memary and assumes all other
pieces remain in their initial positions.
You anly need to go through these
steps for pieces that you want to re-
move o move from their initial posi-
tiains,

Fallow these steps io set up a gamea
with most of the chess piecas in their

original pasitions.

1. Set up all ol the pleces on the
board.

2, Pross NEW GAME,

3. Press POSITION. The computer
displays -POS-.

-PO5- |




4. Press ihe pieca symbol key for the

piece you wanl 1o move or remaove
and [ll/= or /= 1o change the
colodr, if necessary. The computer
displays B or [0 and the piece
symbol for the plece you want 1o
THONE O FEmavE.

. Prass the piace you want to rmove
or ramove on its FROM square.
The compuier displays B or O
and the pieca symbol, -, and the
sguare the piece is on. The rank’
file board lights akso show the
pisca's FROM square.

.0 you want o move the plece,
mova the piece to the desired
square, then press It on the
sguare. The computer displays
or O and the plece symbol, +,
and tha TO sguare the pieca s on,
The rankfile board lights also
show the piece's TO square,

If you want to remove the piece,
just ramove the plece from the
board. The display does not
changa.

. Repeat Steps 5 and @ lor any
olher pieces you wani o maove or
remove,

. When you finish satfing up the
pieces, press /= until the com-
puter digplays B or O for the
color that will starl, then press
CLEAR. Or, simply press CLEAR,
then choose the level you want
and begin tha game,

Mote: If the computer beeps an arror
tona, one ar more pieces wera moved,
removed, or entered iHegally. To cor-
ract the set up, see "Correcting lilegal
Selups” on Page 35.

Partial Board Setup

Fallow these steps to clear the chess-
board and set up only a few piscas.

1, Press NEW GAME.

2. Pross POSITION. The computer
dizplays -POS-.

-PDS-

3. Press ENTER. The computer dis=-
plays [Z27] and clears the posl-
tions of all pieces fram the board.

4. Prass ENTER again. The com-
puter displays .

6. Press the piece symbal key for the
piece you want to add and Bl
ar /= to change the color, If
necassary. The computer displays
W or O and the pieca symbaol for
the piece you want to add.
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B. Press the piece you want fo add
on s TO square. The computer
dispdays l or O and the pieca
symbol, +, and the square the
pigca is on. The rankdile board
lights also show the TO square,

7. Repeat Sleps & and 6 for any
other pieces you wanl 1o add.

8, When you finish setting up the
piecas, press [Clf'w until the com-
puker displays Wl or O for the
color that will stanl, then press
CLEAR. Or, simply prass CLEAR,
than play the game,

Note: If the computer beeps an ermor
lone, one or maora pieces weare added
ilbegally. To correct the sst up, see
“‘Corracting  lHegal Setups™ on
Page 35.

Adding Pleces During a Game

Foliow these staps o add pieces dur-
Ing a garme.

1.

a.

Press POSITION. Tha computer
dizplays -PO8-,

-POS-

. Prass tha pieca symbol key for the

plece you want to add and [/
or []/m to change the color, if
necessary. The computer displays
M or [ and the piece symbaol for
the piace you want to add,

Press tha new piece aonto the
sauane whara you wanl 1o add it.
Tha computer displays Bl or O
and the piece symbol, +, and the
square the piece is on. The rank/
file board lights also show the
Squans.

. Repeat Steps 2-3 for any olher

pleces you want 1o add,

. When you finish setting up the

piacas, press CLEAR,

Mote: If the compuler beaps an arror
fone, one of mome pleces wara addad
ilegally. To comect the set up, see
"Comecting  llegal Setups®™ on
Page 35.



Removing Pleces During a
Game

Fallow these steps lo remove pieces
during a garme.

1. Press POSITION, The compuler
displays -P0O8-.

2. Prass the piece symbol key for the
piece you want o remove and
W'e or C/m to change the
color, if nacessary. The computer
displays B or O and the pisce
gymbol for the pece you wanl 1o

remava.

3. Prass the piece you want fo
remove onto its square, then
remove (L. The computer displays
W or O and the piece symbol, =,
and the square the pisce was on.
The rankfie board lighls also
show the square.

4. Repeal Steps 2-3 for any other
pieces you want to remove.

5. When you finish satting up the
pieces, prass CLEAR.

Mote: If the compuler besps an error
fone, one of more pleces were re-
moved ilegally. To correct the set up,
saa “Corracting llegal Setups."

Correcting lilegal Setups

To be legal, a satup must meet the fial-
lowing conditions.

= Each slde has one king.

# The king for the side which is 10
move is not in check.

= Thers are no pawns on the first or

eighth rank.

If the computer beeps an arror tone,
ane or more pieces were set up k-
gally. To correct the sal up:

i. Press the plece symbol key for
each piece on the board to verify
piece positions. See "Verifying
Pieca Positions” on Page 31.

2. Set up a piece, remove he llegal
piece, or replace an incormacthy
placad piece with the comect
piaca for that sguare. See "Adding
Pieces During a Game” on
Page 34 or "Removing Pieces
During a Game."

3. Press CLEAR.
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VIEWING GAME INFORMATION

Your chess computer displays infor-
mation aboul ifs caloulations during
play. Studying this information can
help you eam mode aboll chess,

You can view game information at any
time during & gama. If you view it
while waiting for the computer 1o
mewva, you can walch the information
change as the computer considers the
best response (o & move you macde,

Mote: You can sed the computer fo au-
tomatically display game information
as it computes it next move. See
"Rotating Display Optlons (A3 — H3)"
on Fage 48,

You can view the following types of
game infarmation:

» Principal variation

* Search information

* Chess clocks

= Move counter

PRINCIPAL VARIATION

The computer predicts the moves it
thinks an oppanent will make (W o 4
ply ahead), than computes courter-
moves lo those moves, These coun-
termoves are called principal var-
iations,

To view the first principal variation,

press INFO during the computer's turmn.
W flashes, and the display shows the

a6

FROM and TO squares for tha first
counfermove the computer is consid-
aring. Then press We or /s 1o
see addifional countarmowves, i any
(up to 4},

Motes:

= i you press INFO during your tum,
the computer suggests a move for
you. See "Having the Computer
Suggesi a Move" on Page 23.

* Tha computer displays -----
as you press [l/e or s if it
has not yat compuied a second,
third, or fourth countermaove.

To continue the game, simply anier
the compuier's move when the com-
puter displays it.

SEARCH INFORMATION

Evaluation Rating

The computer can evaluate the cur-
rent board position, To view the com-
piters evaluation, press INFO iwice.
M flashes or O is displayed, and the
display shows + or - andn.n.

Cy
+ OO

-

|




+ of = and n. 0 |8 an evaleation rating
that shows the computer's assess-
ment of the current game based on
the following factors.

* & of — shows the player who the
computer thinks has the advan-
tage. I + is displayed, it means
that white has an advantage over
back. If — is displayed, it means
that black has an advantage over
white,

+ n.n shows a combination of the
following valuas:

— The palnt value of the piaca
the computer thinks it might
win or lose, The computer
assigns these point values
fo the pieces:

+ Pawn {1 paint)
= Bishop (3 points)
= Knignt {3 points)
= Rook {5 points)
« Quean (9 points)

The computer's genaral
assessment of ihe position
of all piecas on the board,

Motes:

* Tha evaluation rating might
change during the computers
move because fthe computer
explores different strategies in its
analysis.

= The evaluation rating might be a
fractional number,

= The computer will not display an
evaluation rating while set to a
mate search level.

To continue the game, simply anter
the computer's move when the com-
puter displays it, of enter your move
whien it is your turn,

Current Search Depth

The computer responds 10 an oppo-
nent's moves by predicting the oppo-
nent's next several moves, then
counterng those moves,

To view the current saarch dapth (the
number of piy of a players moves the
computer is Iooking ahead and the
number of passible countermoves it is
considering), press INFO twice, then
press /= once. [l flashesor O is
displaved, and the display shows the
saarch dapth,

y
i

o i
!

For axample, il the computer displays
7_ 1, the computer is searching ¥ ply
of moves ahead for a player, and is
considering 1 possible countermove,



Motes:

= The computer displays ----- as
vou press 1= if it has not yel
completed a search.

* The ssarch depth might change
during the computer's mave,

= The computer will not display
search depth Information while set
to & mate search leval,

To continua the game, simply entar
the computer's move when the com-
puter displays it, or enter your move
whan if is your turn.

Current Countermove

To view the coumermove that the
computer is currently  considering,
press INFO twice, then press [1fm
twice. W flashes or O is displayed,
and the display shows fhe FROM and
TO squares for the countermave,

Notes:

* The cumant countermove might
change during the computer's
move  because the computer
explores different strategies in its
analysis.

The computer will not display cur-
rent  counbtermove  information
whilg sel 1o a mate search level,

To continue the game, simply enter
the computer's move when the com-
puter displays it, or anter your move
wihen it is your turm,

8

Position Total

To view tha number of positions par
second that the compuler |s checking
while detesmining s counlermove,
prass INFO twice, then prass [le
three timas. B flashes or O is dis-
played, and the number changes on
The display.

To continue the game, simply enter
the computers move whean tha com-
puter displays it, or enter your mave
when i is your turn.

CHESS CLOCKS

Tha computer's chess clocks keep
frack of the elapsed time and remain-
Ing time for both sldes during a game.
You can view any chess clock any
time during a gama.

The chess clocks slop whenaver you
take back a move, change the playing
leval, salect options, verify or set up a
pasition, or press GOVSTOP to tum off
the: computer, When a game is saved,
the computer also saves the settings of
the chess clocks in memory and tums
them back cn whan play confinues,

Mote: The complter resels sl chess
clocks to 0:00:00 when you press
NEW GAME.,

Ta continue a game after viewing a
chess clock, simply enter the comput-
ar's move when the computer displays
it, or enter your move when it is your
tum,



Elapsed Time Since Any
Move

Tao view the elapsed time sinca aither
you or tha computer mada a move,
press INFO thrae times. ll or O and
the clock s displayed.

= —
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Elapsed Time Since
Computer Started Current
Game

To view tha elapsed time since the
computar starled the curent gama,
press INFO fhree limes and proess
/= once. M or O and the clock is
displayed,

boes

Elapsed Time Since You
Started Current Game

To view the elapsed time since you
gtarted the current game, press INFO
threa times and press /= twice, Il
or O and the clock is displayed.

B0808)

REMAINING TIME IN A
SUDDEN DEATH/
TOURNAMENT GAME

In a8 sudden death or tournament
game, both you and your opponent
have a specific amount of time to com-
plete all moves, As you and your op-
ponant play, you might make your
moves faster or slower than the ocppo-
nent. Therefora, the chess clocks
keep track of youwr remaining time and
the computers remaining fime sepa-

rately.




Computer's Remalning Time

To view the time the computer has re-
maining before sudden death or tour-
marmant lime axpires, press INFO thres
times and prass /= three times. 1l
of O and the clock is displayed,

o
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Mote: If you are not playing a suddan
death ar toumament leval gama, the
display shows - ---- :

Your Remaining Time

Ta view tha time you have remaining
before sudden death or tournamant
lime expires, press INFO three timas
and prass /= four times. Il or O
and the clock is dispiayed,

5328

Mote: If you ara not playing a sudden
death or tournamant level gamea, tha
display shows ——==~ .

Resetting the Chess Clocks

Prass NEW GAME to reset all chess
clocks o 0: 0000,

MOVE COUNTER

The computer counls tha lotal number
of your moves during a game. You
can view the move counter any lime
during a game.

To view the move counter, press INFO
four times. no and the number of
movas you have takan are displayed.

o

To coniinue a game after viewing the
move counter, simply enter tha com-
puter's move when the computer dis-
plays it, or enter your move whan it is
yaur turn,




GAME OPTIONS

The computer's game oplions letl you select the computer's optional features any
tme bafore or durlng a game. These options control how the computer warks, se-
lects mowvas, and dispiays information during play,

The gamea opticns are diviged into the following groups:

+ Operation Mode

+ Playing Mode

+ Rofating Cisplay
The above chart shows the avallable game options, Each group of game options
conlaing 8 difterant satlings. The Playing Mode group Includes opening book op-
tions.
MNotes:

* When the computer displays an opfion, it also displays + or = befora the
opilon. + shows thal the option |s on, and - shows that the option is aoff,

= The chart shows the default setting for each option when you install batteries or
prass ACL 1o rasal the computer.

+ The anly two options that reset to the default when you start a new game are
Aute Angwer (A1) and Play White from the Top (H1).

41




SELECTING AND
CHANGING OPTIONS

1. Chooss the option group contalin-
ing the setting you want to change
by prassing OPTION:

* Onca lo select the Operation
Moda group (see "Operation
Moda Cptions (Ai-H1)."

* Twice Io select the Playing
Mode group (see “Playing
Mode Options {A2-C2)" on
Page 45},

= Three times io select the Rotat-
ing Display group (see “Rolat-
ing Display Opbons (A3-H3)"
on Page 48},

The display shows the first option
in the oplion group you sebecied.

. Aepeatedly press e or [/m
urtll the display shows the option
you ward io change. For example,
If you want to change ogption C1
(sflent mode), prass ek fwica,

The display shaws + (if the option
is on} or = (It the oplian s off),

. Te change the oplions sstting,
gither press ENTER of the board
square corresponding o the
cption.

. Press CLEAR to continue a game,
of rapeat Steps 1-3 to sabact and
change another option.

OPERATION MODE
OPTIONS (A1 - H1)

Playing Against Another
Person (A1)

+ Ayt

The computer normally displays a
cauntermove when you enter a move.
However, you can sei the compuler so
it will ot answer with 8 countermove
when you make a move by safting this
oplhon 1o -

This option lets you use the computer
as a referee when you play against
another person, enter 8 series of
movas, or raplay a part of 8 game.



Motes:

= |{ you are playing agalnsi another
parson and =sat this option to =
eilhar player can still use the com-
puler 1o suggest a move by press-
ing INFQ. The display shows the
suggestad move,

+ If you ara playing against ancthar
person and set this option 1o -
gither player can lat the somputar
arter a mava for tham by pressing
ENTER. The display shows the
move entared by tha computear.

Sound (B1)

+ 5nd|

The computer normally beeps whean-
SVEr You press a key or squara, How-
aver, you can set the computer so it
will not beep when you press a key or
aquare, by satting this oplion to —.

Mote: Il you sal this option to -, the
computer still beaps when it moves or
whan you make an ilegal move or
press a wrong key,

Silent Mode (C1)

=5 (L)

The computer normally beeps when-
ever you make an illegal mova or
Press a wrong kay. Howeaver, you can
set the computer so it will not beap al
all, by setting this option to +

Ticking Clock (D1)

LY

The computer's clock is normally si-
lent. Howewver, you can st the com-
puter so the clock ticks like a real
chess clock, by setting this option fo «.

Mote: The computer's clock ticks au-
tomatically if you tum on ona of the ro-
tafing display options. Ses “Rotating
Display Options (A3-H3)" on Paga 48.



Count-Down Clock (E1)

= cdn

The computer's clock nomally counts
up the aelapsed tima as you play, How-
ever, if you ara playing at a touna-
ment or suddan death lavel, you can
sel the clock so it counts down instead
of eounting up, by satting this option to
+*o

Test Program (F1)

~EESE

A garvice person can display trouble-
shooting information by seting this
aptian 1o +.

Prass ENTER and CLEAR af the same
time to stop the test.

Automatic Power-Off (G1)

- 3Pd

Tha computer normally stays on undil
you press GOMSTOP. Howeavar, wou
can set the computer 50 It tums itsell
off after 15 minuwtes if you do not press
a key or make a mave, by setting this
option to +.

Hotes:

= The compuier saves game infor-
mation if it turns itself off (if batter-
ies are installed).

* The computer will not fum itself off
whiila it is computing a move,

After the computer furmns itsalf off, you
can press GO/STOP to tumn it back on
and eontinua playing the same gama.



Playing White from the Top of
the Game Board (H1)

= ki

The computer normally plays the
black piecas on the top of the game
board and you play the white pieces
on the bottom. However, you can set
the computer so you can play the
white pleces from the top of the game
board, by setting this option to +,

Whan you sat this oplion to +, set up
the board with the black pieces clos-
est to you.

PLAYING MODE
OPTIONS (A2 - C2)

The computer's playing mode options
lat you control how the computer se-
lects moves during play.

Search Algorithms (A2)

' BEL

The compuler containg two types of
search algonthms it can use 1o search
for mowves during play: selective
search and brute force,

The selective search algorithm helps
the computer limit its search for
moves to only those most likely to be
succassfiul.

The brute force algorithm allows tha
computer to check every move possi-
bility during play, but results in slowear
play,

The computer normally vses the se-
lactive search algorithm (except dur-
ing mate search play). However, you
can sol the computer so it uses the
brute force algorithm to search for
moves, by setting this oplion 1o -
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Easy Mode (B2)

The computer nommally uses the time
while you are thinking of 2 move 1o
compute its own maove, However, you
can sel the compuler so it computes
only during its awn tum, by sefting this
option to + This makes it easier for
you to beat the computer,

Random Mode (C2)

=R

The computer nomally selects moves
that are sirmilar in type and difficulty
during a game. However, you can sel
the computer so it chooses moves
randomily during its own tum, by sat-
ting this option to +. This lels you see
and react 1o a greater variety of moves
during a gams, and results in more dif-
ficult play.

48

OPENING BOOKS (D2 -
H2)

The computer’s opening book meamao-
ry containg most major cpening strata-
gies =0 the computer can respond
more rapidly during a game’s opening
moves.

The computer has the following cpen-
ing books:

* Passive
= Aciive
= MNarmal

= Abnormal

You can influence the compulers
siyle of play by changing any of these
oplions, When you select an option,
the compuler selects positions mora
often from thal option. When you de-
salect an option, the computer selects
fewar positions from that option,

Mote: After you play through the com-
puter's epening book, changing these
options has no eflect on how the com-
puter plays. However, if you played
activaly during the game's opening
moves, the computer uswally contin-
ues to respond actively even after it
complales the opening movas.



Passive Book (D2)

-k P

The computer nomally chooses
apening moves thal fallow active
openings and open positions. Howew-
@7, you can set the computer 20 1 can
choose moves that follow more pas-
sive and closed strategies, by satting
this cpficn to +,

Mote: I you set this option io +, the
computer automatically sets option E2
{Active Boak) o -,

Active Book (E2)

-bE R

The computer normally chooses open-
ing moves that stress active plays and
gambits, However, you can set the
computer 50 it can choose moves that
stress more passive plays and gam-
bits, by setling this option to —.

Mote: I you set this oplicn to -, the
computer automatically sets option D2
{Passive Book) 1o +.

Complete Book (F2)

- 7

The computer normally chobses onby
some of the moves from its opening
book. However, you can st the com-
puter o it can choose any move from
its cpening book, by setting this opticn
1o+,

Mote: K you set this option o «, the
computer might make questionable or
ifogical moves during play. This is ba-
ceuse its opening book contains re-
sponses to many known lines of play
[evan illogical anas), in case the oppo-
nanl plays tham.

Tournament Book (G2)

-bE b

The computer nomally chooses from
8 wide variety of moves, ranging in dif-
ficutty fram easy fo difficult. Howewver,
you can sat the computer so it can
choosa only the most allciant moves,
by satting this aption Lo +
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Mote: If you sel this aption 1o +, tha
computer plays extremaly well and is
almost unbeatable. Howaever, this op-
tion also namows the compuber's
choice of moves, and makes the com-
puters responses to moves more lim-
ited,

Book On/Off (H2)

+b00E

The computer normally salects moves
froan one oF more opening books dur-
Ing the first few moves of a game.
Howevar, you can sl lhe compuler 50
it cannot use any of its opaning books,
by satting this option to -,

Hote: If you set this oplion to —, the
computer must compute a response ko
an cpponent's move “from scratch,”
resulting in slower play.

ROTATING DISPLAY
OPTIONS (A3 - H3)

Tha computers rmotating display op-
tions let you continuously wview the
gama information dascribad in “Viaw-
Ing Game Information™ on Page 36
whila if compules a move, wilhout in-
lerrupling the game in prograss.

As It computes ts move, tha compaites
displays each statistic you select, one
at & tima, at 1-second inervals,

Hotes:
* The computer doas not display
the count-up game clock while

displaying rotating display infor-
matian,

* The compuler displays =-=----
and the rotating display option if it
has not yet computed the option,

Fallow the steps in “Salecting and
Changing Optians" an Page 42 to se-
lect the statistics youw want the com-
puter to display,

If the computer displays the statistics
foo quickly, press INFO fo freeze the
display, then repeatedly press [/w or
H/w=to view each stafistic one at a
fime. To unireeze the display, press
OPTION, then press CLEAR.



Wou can salect any of the fallowing op-
tions:

L

-

Principal Varation, First Move
{A3) — the firsl counlemove and
the first ply the computer is cur-
rently considering (see “Principal
ariation” on Page 386).

Principal Variation, Second Move
(B3} — the second countermove
and the sacond ply the compular
is currently considering.

Principal Variation, Third Move
[Z3) — the third countermawva and
the third ply the computer is cur-
renthy considering.

Principal Variation, Fourth Move
{D3) — the fourth countermove
and the fourth ply the computer is
currently considaring.

-

Posltion Evaluation (E3) — the
computer's current evaluation rat-
Ing (see "Search Information” on
Page 38).

Mote: The computer will not dis-
play an avaluation rating while sat
o a mate search kevel,

Current Search Depth (F3) — the
computer's current search depth.

Mote: The computer will not dis-
play search depth information
while set 1o a mate search level.

Position Total {G3) — the current
number of positions per second
that the computer is checking
while determining its courter-
Move.

Elapsad Time Per Move (H3) —
the elapsed time since the last
move (sea °"Chess Clocks™ on
Page 38).
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TROUBLESHOOTING

if ywour computer is ot working as it should, lollow the suggestions balow 1o see if
you can eliminate the problem. If you cannol, fake the compuler o your local Ra-

dioShack store for assistanca.
PROBLEM SUGGESTION
The display Is dim cr blank, or tha Check the batieries and AC adapter [if

eompuler does not work at all.

usad).

The computer does not accept a legal
miove, oF displays an unexpeactad
move,

Varlty the position of all pieces, black
and white, See “Verifying Piece Posi-
tions” on Page 31.

During & gama, the computer will not
display an evaluation rating, search
depih, or current move information.

The computer is set o a mate search
level. Choose anothar level.

During & game, the computer will rat
beep when & key or square is
pressed, or will not beep at all,

The compuler's sound is off, or is selto
the silent mode (see "Sikent Mode® on
Page 43). Changs the options.

Tha comiputer unaxpectadly turns
itself off during a game.

The eompuler's automatic power-off
aption & on. i dasired, turn this option
olf. Sea "Automatic Power-Off (G1)" on
Page 44,

The compuler lakes a bong tme 1o
respond 1o & move,

The computer might be set to a high
play level, ar the compuler's search
algorithm opfion might be set 1o = SEL
{brute force). i desired, change the
level or select + SEL (selective
search). See "Choosing a Level” an
Page 26 and "Search Algorithms (AZ)”
on Page 45.




MAINTENANCE

Your BadicShack Master 2200% Chess Camputer |2 an example of superior design
and crafismanship. The foliowing sugpestions will help you care for your computer
50 you can enjoy it for years.

sl
‘a

X
%

Keep the computer dry, I it gats wet, wips it dry immediately. Liquids
might contain minerals that can corrode the alectronic circuits,

Use and store the computer only in normal temperature environ-
ments. Temparature extrames can shorten the lite of electronic da-
vices and distort or melt plastic parts.

Keep the computer away from dust and dit, which can cause prema-
fure wear of parts.

Handle the computer gently and carefully. Dropping it can damage
eireult boards and cases and can causa the computer o work improp-
arly.

Lise only fresh batteries of the required size and type. Old batleries
carn leak chemicals that damage your complter's electronic parts,

Wipe the computer with a damp cloth occasionally to keep 11 bxoking
new. Do not use harsh chemicals, cleaning scivents, or strong detar-
gents to clean tha computer.

Modifying or iampering with the computer's internal compenents can cause a mal-
function and might invalidate its warranty. i your computer is not performing as i
should, take it to your local RadioShack stare for assistance.
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RadioShack Limited Warranty

This product i warransed against defects for 90 days from date of purchase from RadicShack com-
pany-craned siones ard aulharized AsdioShack franchisess and dealers. Within this panod, we will
rapalr It withoul charge lor paris and labor. Simply bring your RadioSheck saies silp as proof of
purchasa date b any RadicShack slore. Warranly does not cover traensportation costs. Mor doas i
ouwar a product subjactad to misuse or accidental damage.

EXCEPT A% PROVIDED HEREIM, AatioShack MAKES NO EXPRESS WARRANTIES AND ANY
IMPLIED WARRANTIES ARE LIMITED IN DURATION TO THE DURATION OF THE WRITTEN
LIMITED WARRANTIES CONTAINED HEREIN. Soma states do not parmit imitation or exclusion
of implied warantias; themelone, the aforesssd limilefon(s) or exclugsion(s) may nal apply 1o fa pur-
chaser,

This warmanly gives yi epacilic lagsl nghls and you may also have offer ighis which vary bom siaie o maa

W Service Whal We Sey 1085

RadioShack
A Divigion of Tandy Corporation
Fort Worth, Texas 76102
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