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Keys and Functions (Dia.1)

S

Chessboard

Chess piece compartment

Display

ON/MEMORY switch

Control Panel Keyboard

— Keys to select move, verify pieces on chessboard

— EXIT: clear entry

— MULTI-MOVE/SET UP: Computer does not reply when
this is on

— FIND POSITION: where the pieces are on the chessboard

— TAKE BACK: the last 2 individual moves

— NEW GAME: keeps level unchanged. Resets
“Multi-move” 1o off

— LEVEL: allows 8 levels of playing strength

— PLAY: enters move displayed on LCD or forces the
computer to think for your side

Computer module

1. Introduction

The Rapier is a table-top battery-operated chess computer
which contains the fatest in efficient, low-power electronics,

It has a unique tong-term memory that allows you to interrupt
a game and play on whenever you like.

The computer is battery powered and runs an a Lithium
Microcell battery {(Maxell CR2032 or equivalent} that will give
you about 150 hours of play. Insert the battery. As shown in
Diagram 2. Make sure that the + and — ends are the right way
around.

Turn the computer on by sliding the power switch from
MEMORY to ON. In the display you will see
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This means that the computer is ready to play and is waiting
for your first move.

Note: H at any time you encounter difficulties in getting the
computer to respond to your moves, you may clear its
memory by pressing (use a pencil or a pin to activate
this key in the rear of the computer).

2. Making moves

In order to communicate with you the computer makes use of
the international Chess Notation. Each square on the chess-
board has its own unique combination of refarence number
and letter. The eight ranks (harizontal lines of squares} are



numbered 1 to B, and the eight files (vertical lines of squares}
are lettered A to H. You will probably find this notation
around the edge of your chessboard.

To identify a move unambiguously you must tell the computer
from which square a piece moves and to which square it is
moved, Thus, if a white knight moves from square B1 to
square C3, it is necessary to enter “B1 C3”. If the knight
captures an enemy piece in the above move, “B1 €3 will still
suffice, as the computer knows there was a piece on C3 and
will automatically delete it from its memory.

You must use the eight muitifunction keys ( to )

to teli the computer which move you have made. It will always
interpret the first keystroke as a letter, the second as a number,
the third as a letter and the fourth as a number. If, for
example, you wish to begin the game with 2 knight move from
B1 to C3, press
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flashing [ ~~ "7 | sign means that the computer has
accepted your move and is computing a response for biack.
When it has finished, the computer will display its move,

ET ES

This means that the computer has decided to move the piece
tocated on E7 {a black pawn) to the square E5. Make the move
on the chessboard to keep track of the game (the computer
keeps track of where all the pieces are in its memary).

3. Special moves

Captures: When entering a capture move you only need to
enter the FROM and TO squares of the capturing piece. When
the computer makes a move that captures one of your pieces,
you will see an X' (the international symbol for a capture} in

the display. e.q.:
d5XES

Castling: When you castle you only need to enter the King's
move {e.g. E1 G1}. The computer will also display its own
castling moves in the same way. Don‘t forget to move the rook
on the chessboard. The computer will automatically move it in
its memory.

Pawn promotion: i a pawn reaches the opposite side of the

board the computer will automatically change it into a queen.
In certain rare cases the computer will underpromote its pawn
to a rook, bishop or knight. Find what has been done (refer to



section 11 — Verifying the Position) before playing on.

4, Correcting moves

If you make an error while entering a move, you may correct
it by pressing . This will clear the disptay and you can
begin entering your move again. If you attempt to enter a
move that is impossible according to the rules of chess, the
computer will sound an error beep and refuse to continue the
game (this is likely to occur if you ignore a check or if there is
an error in the board pasition), Just press and enter a
legal move.

5. Taking back moves

When it is your turn to move you may take back the last move

by pressing . The display will show the last

move taken back.

8. Check, Mate, and Stalemate

When the computer puts your king into check it will
alternately flash the move and "'ch”. If 2 game ends in
checkmate the last move will flash and the checkmate sign
" # " will appear in the display.

If you make a move that stalemates the computer it will
alternately flash the move and “dr” (for “Draw"}.

7. Setting the level of skill

The Rapier has 8 levels of skill. Response time depends on the
Jevel set and may vary considerably depending on the '
complexity of the position. The following tahle gives the
average time it will take the computer to evaluate and respond
to a move at each leve! {the longer it thinks the better its play):

Level Average response time
3 seconds {speed chess}
b seconds
15 seconds
60 seconds
90 seconds
2 minutes
3 minutes {tournament}
unlimited {analysis): solves Mate-in-3 problems
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When you first switch the computer on Level 1 is automati-
cally set. To change levels press . The current level of
play is shown in the display:

| B |
| |
If you wish to |eave the Jevel unchanged press .To
change the level of skill press again until the level
you want is displayed. You may change the levei setting at
the beginning or at any time during a game (but oniy when
it Is your turn to move},




8. NEW GAME
To start a new game simply press . A game may

be terminated at any stage by pressing this key, The level of
skill remains unchanged.

9. Changing sides

If you wish to change sides during a game just press
when it is your turn to play {instead of entering a move). The
computer will make the next move for you and you can carry
on playing for the opposite side.

You may change sides as often as you like during the game.
{If you press after every move the computer will
play the entire game against itself!}. To start a game with the
black pieces simply press | PLAY | instead of making the first
move for white, The computer will make the first move and
you can go on playing for black.

If you press while the computer is working on a move
it will stop computing and play the best move it has found so
far. This is especially useful in the higher levels when the
computer takes too long to make its move.

10. MULTI MOVE/SET UP

You may sometimes wish to begin a game with a special
opening or to set up a special position. To do so first press
[ MuLTI MOVESET Up | . In the display you will see

UnC

indicating that the Multi Move Function is on. You may now
enter moves for both sides until you have reached the position
you wanted. The computer will check that the moves you
enter are legal {illegal moves get the error beep as usual} and
in the right order (white — black — white — black etc.).

To resurne normal play press | MULTI MOVE/SET UP | again
(Display: o FF | }and enter the next move.

11. Verifying the position

if you upset the pieces during the game or for some other
reason are not sure whether the position on the board is
correct, you can always make the computer show you the
right location of each piece. To do this simply press

. In the display you will see

FF

You can now press a piece key, e.g. to find the position
of the rooks on the board. The computer will tell you which
squares are occupied by that piece, e.qg.

f [}
o A
which means that there is a white rook on the square A1, Press

the key again to find the position of the other rooks. When att
rooks have been located the computer will sound an error beep




and display | FP to irdicate that there are no more
rooks on the board.

In the same way you can find the correct position of any
other piece. The first digit in the display will always tell you
the colour of the piece:

i [ |
3 i White queen on D1

TS 48 |

Before you resume the game press to terrminate Find
Paosition.

1l

Black queen on D8

12. Game memory

You may interrupt a game at any stage {even when a move is
being computed) by moving the ON/MEMORY switch to
MEMORY. Play will be stopped at that point and battery
power conserved. The computer will “remember” the position
and resume play when you switch back to ON. With a fresh
battery the position will be retained for up to three years!

13. Care and Maintenance

Your Rapier is a precision electronic device which should not
be subjected to rough handling. Protect it from extreme cold
or heat, and keep it away from excessive moisture. Co not use
chemical cleaners as these may damage the plastic.



WORLDWIDE SERVICE CENTRES FOR SCISYS CHESS COMPUTERS:

AUSTRIA
Heinz Alt
Favoritenstr. 8
A-1040 Wien
Austria

AUSTRALIA
Wheelite Pty Ltd.

16 Hertford Crescent
Wheelers Hill
Victoria 3150
Australia

DENMARK
Mercato En Gros
Marielundvej 29
2730 Herlev
Denmark

FRANCE
S.E.R.E.P.E.

103-115, rue Charles Michels

93200 ZAC de 5t-Denis
France

GERMANY

Electronics Internationai
{Deutschland) GmioH
Augustinusstrasse 7-11

D-5020 Frechen — Koénigsdorf

West Germany

HOLLAND, BE LGIUM, LUXEMBOURG

Electronics Nedertand B.V.
TFijnmuiden 15-19
NL-1046 AK Amsterdam
Nethertands

HONG KONG
Maxpro International (HK] Lid.
Block 2, Unit No.

15/F, 5.7.T7.L. 6566 Kinho Ind. Bidg.

Shatin, N.T.
Heng Kong

ITALY

Marlin Electronics
Via S. Spirito |}
Firenze 50125
Italy

SINGAPORE

INC Enterprises [Pte] Ltd.
1 Colombo Court, #04-16
Singapore 0617

SOUTH AFRICA

Television & Etect. Dist. (Pty) Ltd.

P O Box 10525
Johannesburg 2000
South Africa

SPAIN

Unimport

Calle Dos Amigos 3
28015 Madrid

P. O. Box 8398
Spain

SWEDEN

Mastarting AB

Box 6002

5172 06 Sundbyberg
Sweden

SWITZERLAND
Kiipfer Electronic AG
Soodstrasse 53
CH-8134 Adliswill
Switzeriand

UNITED KINGDOM
Servonics 1984 Ltd,
Unit 8, Harvey Works
Shelah Aoad, Halesowen
West Midlands

UK.

US.A.

SciSys Computer Ing.

359 East Beach Street
Inglewood, CA. 80302
U.5.A,

** Service Centres are correct at the time of going to press but may change from time to time. Please consuit guarantee card **



SciSys Chess computers are the only chass computers endorsed by FIDE, the World Chess Federation
Les jeux d’échecs electronigques SciSys sont les seuls a £tre homologués par la Federation internationale des Echees

SciSys schaakcomputers worden sanbevolen deor de Wereldschaakbond (FIDE)
censumasumus  Las computadoras de ajedrez SciSys son las unicas aprobadas por FIDE, la Federacion Mundial de Ajedrez

SciSys-W Ltd.,

124, Chung Mam Centre
4714 Kwun Tong Boad
Kowan Tong,

SciSys Computer Lid.
Suite 8, London House

- 266 Fulham load

London SWI0 9EL

SeiSys Computer Inc,

359 t-ast Beach Street
Inmewood, CA. 90302
IS A

Hong Kong Jnited Kingdom
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sf a Nur SciSys Schachcomputer werden vom Weltschachbund (FIDE) empfohlen
ﬁ-‘.‘." SciSys chess computers are the only chess computers endorsed by FIDE, the World Chess Federation

censunasumus | compater per scacchi defla SeiSys sono gli unici approvati dalla FIDE, Federazione Mondiale Scacchi Art No.130
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