DEFECT OR DAMAGE

I & part of your game 15 damaged or something has been left
out. DO NOT RETURN THE GAME TO THE STORE. The

store doesn’t have replacement parts, Instead, write to us at

INMGER ELECTRONICS UK LTD

CR) CONSUMER PRODUCTS DISTRIBUTION
CUSTOMER SERVICE DEPARTMENT

UNIT 2

LOXLEY ROAD, WELLESBOURNE
WARWICKSHIRE, CVAS Q)Y

In your pote, mention the name of your game, the game'’s model
number, and tell us beiefly what the problem is. Also inclade
sales shp, dme of purchase and price pard, We wall do our best
to help.

WARRANTY 12 MONTHS FROM DATE OF PURCHASE

PI-789VOE-05




i -M!-l ny without
1he et and the compu-
fer will functece corretly.

RESET SWITCH

Sometimes  computers malfunction due to
electrostatic  discharge or other electrical
disturbances, or when batteries are inserted. If
this happens push a thin rod into the RESET hole
in the base of the computer and press down for
about one second. This Resets the computer,
clears its memory and returns it to normal
operation. '

INSTANT START

This ts a brief introduction lo your computer. To wnderstand
its operation  fully, it s necessary fo READ THIS
INSTRUCTION MANUAL CAREFULLY.

CHESS RULES The rules of chess are explained in

"Leam Chess”, later in this manual. Your computer
knows the rules of chess - IT WILL NEVER BREAK
ANY OF THE RULES, so if you think the computer
has “cheated” check this instruction manual, especially
the section on SPECIAL MOVES,

INSERT BATTERIES Insert the batteries in the base
of the computer as specified by the label near the
battery compartment. Make sure that the positive tip of
each battery matches up with the + sign in the
compartment.

POWER ADAPTER If your computer can work from
an AC/DC adapter, check the rating label on the
underside of the computer and make sure that any
adapter which you use has the correct voltage and
polarity. Of course you do not have to use an adapter
if you do not want to. You may prefer to use batteries.

SET UP THE PIECES Place the computer in front of
you with the control keys on your right. Set up the
pieces in the initial position (see next page) with the
white pieces nearest to yoar,




beginners or fairly new to
the game of chess, the chess
pleces and their symbols are
sdentified in a chart on page
1 of the instruction manual.

DISPLAY The computer indicates moves and other
information using a lguid crystal display (LCD), which
is located on the right of the chessboard, above the
control keys. Once the batteries are installed or the
adapter is connected, the computer should give a
sound signal (three rising "beeps”), and the display
should show the following:

0 0:00:00

IFTHE COMPUTER DOES NOT RESPOND IN THIS
WAY, PUSH A THIN OBJECT INTO THE "RESET"
HOLE IN THE BASE OF THE MACHINE AND
PRESS DOWN ONCE.

MAKING MOVES We suggest you play your first
game with the white pieces. Each square of the
chessboard is identified by co-ordinates (a letter and a
number), for example E2. (Your computer actually
carries these markings on the squares.) Press down
with the piece you wish to move - there will be a

and the co-ordinates of the square will show in the
display (together with symbol corresponding to the
piece type). n

IF YOU ARE USING PIECES WITH MAGNETS IN
THE BASES AND THE COMPUTER DOES NOT
APPEAR TO REACT, PRESS DOWN WITH THE
EDGE OF THE PIECE.

Complete your move by pressing the piece down on its
new square. The computer will then indicate its reply
by displaying the symbol of the piece it wants to move,
followed by the co-ordinates of the “from” and “to”
squares (e.g. (PAWNI|e7¢5). The co-ordinates of the
“from"” square will be "flashing™ on and off. At the same
time, the red lights at the edge of the chessboard will
“flash” to indicate the rank (= horizontal row) and file
(= vertical column) in which the piece is located,

Press down with the computer’s piece - there will be
a beep and the co-ordinates of the “from” square stop
flashing and those of the "to" square start flashing. The
“to” square will also be indicated by the red lights.
Press down with the piece on its new square to
complete the move.

$o/ed 6, 4

CAPTURING A PIECE To make a capture, press
down with the piece you want to move. Remove the
captured piece and press your piece down on the
square which the captured piece occupied,

Examyple of move shown in
LCD display.

SPECIAL MOVES Sometimes inexperienced players
do not understand the special moves — in particular
EN PASSANT and CASTLING - which are explained
in detail in this manual. REMEMBER - THE
COMPUTER MAY ALSO MAKE THESE SPECIAL
MOVES.




EN PASSANT captures An EN PASSANT capture is
possible when an enemy pawn, on its first move,
moves two squares and crosses over a square attacked
by your pawn. Your pawn may act as if the enemy had
moved only one square and capture it en passant, but
ONLY ON YOUR NEXT MOVE.

- W a e e
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Black advances tuvo Wiite caplures

squares; E7 to ES. “en passant” by
mowing fis e
from D5 to E6.

CASTLING  'This special move allows the King to be
brought to a safer position near a comer and at the
same time brings the rook into play. This is done by
moving the king two squares (in either direction, left or
right) towards a corner and the rook in that comer

jumps over the king onto the square next to it. For the
conditions in which castling is allowed, read the section
on CASTLING in "Learn Chess” (pages 7-8).

NN aeaVS N
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Before After
castling castling

NEW GAME  You can stast a rww gamwe any tane you like
Press the key marked NEW GAME, and when the display shows
Nuew ganwe 77 pross the OK ey (which is also marked HINT)
Then if you want the compater 10 play White, press the MOVE
key.

SWITCH OFF AND SAVE THE POSITION When
you want to stop playing, press the ON/OFF key. The
computer switches off but still remembers the position.
To resume play, re-press the ON/OFF key.

If four minutes pass without a press on a square or
key, the computer switches off automatically. Again,
press ON/OFF to continue,

REPLACING BATTERIES If the LCD display goes
dim or the computer appears to act abnormally, the
batteries probably need replacing.

v



KEYS AND DISPLAY

THE SIX "PIECE TYPE" KEYS

<KING> <QUEEN> <ROOK>
<BISHOP> <KNICHT:» <PAWN:

These are used to verify the locations of the pieces or
to select the piece for a pawn promotion, When “setting

up” a position, you use these keys to specify which

type of piece you want to insert next,

NEW GAME

Press NEW GAME followed by OK in order to start a
new game.

ACTION CHESS

Press this key followed by OK if you want to start a
new game at the “Action Chess” rate of play (30
minutes per player for the whole game).

THE TWO "ARROW" KEYS
These keys ane used to retract and replay moves.

If the display shows an item on a "menu” (e.g, one of
the machine’s special functions such as “Set up..” or
"Coach...”), you can press >> to view the other items
one by one. By pressing <<, you view the items in the
opposite order.

vi

If a number on the display is flashing, you can increase
it with >> or decrease it with <<,

THE "MENU™ (ENTER) KEY

When you want to use one of the more complex
functions of the computer, you start by pressing
MENU.

When the LCD is displaying data relevant to one of the
special functions, a press on this same key enables you
to alter the data or bring further details onto the

display: -

{a) If the display incorporates a "+ or ™" sign, a press
on ENTER enables you to select or cancel the function.

(b) 1f the display incorporates a number that can be
altered, pressing ENTER causes the number to “flash”
on and off. It can then be increased or decreased with

>> 0Or <<.

(c) If the display incorporates .", pressing ENTER
will generally display a further menu (ie. a "sub-
menu”) of items.

THE "MOVE" (CANCEL) KEY

If it is your turn 1o move, you can press MOVE to
change sides with the computer. At the start of the
game, this key makes the computer play White.

If the computer is thinking about its move, pressing
MOVE makes it cut short its calculations and play the
move it currently considers best.

Vi




The same key allows you to cancel an operation. If you
have just altered a number on the display (and have
not confirmed the alteration by pressing OK), a press
on CANCEL restores the number to its previous value,
If the display incorporates a question mark (preceded
by a space), e.5. "New game ?7, press CANCEL if you
want to answer “no’.

THE "HINT" (OK) KEY

Press HINT if you want the computer to suggest a
move for you.

When operating one of the special functions, 8 press on
this key tells the computer that you are satisfied with
the data on the display. By pressing OK as many times
as necessary, you restore normal playing conditions
and enable the game to continue. When the display
incorporates a question mark (preceded by a space),
press OK if you want to answer “yes”™.

THE "ON/OFF" KEY

Press this key to switch the computer on or off. When
you switch on, the game can be resumed from the
same position as before,

LCD DISFLAY

The liquid crystal display (LCD) has space for 16 letters
or symbols. It shows the computer’s moves, the clock
times for the players, the result of the game, and all
other information you need for making use of the

computer’s features, o

LIGHTS

In some cases, in addition to using the LCD, the
computer points to a square by using the red lights
(LEDs) at the edges of the chessboard,
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1 LEARN CHESS -- THE RULES AND
HOW THE PIECES MOVE

_-_—NWe NS N

Chesss s & ganw for two players which & played on an 8 x §
board. Al the start of the game the chwess board is placed so that
there is a white square at cach player's bottom right-hand comer.

Eachy player starts with an army of 16 picces. In the following
chart, the two deft-hand  columns show how ihe picces are
represented in the diagrams in this instruction manual. The two
nght-hand columns show the symbols used in the computer’s
LCD display

Manual Display LOCD Display

T .

B &3l ®
G ome o
g
:
O 38 F 30 b
o bE 2 W

We call the two players White (the player who is moving the
white paeces) and Black (the player who is moving the black

preces). White always moves fisst and then the players move
alternately.

WINNING A GAME

The object of the game &5 10 “checkmate” your opponent’s king.
This means putting it n a position where it cannot escape from
attack

A move which attacks the enemy king is called & "check”, and you
may never make a move which leaves your king ; check. In
friendly games a player will usually say “check™ when he makes
a mone that gives check,

Checkmate s a move which gives check and to which there s no
reply that gets the opporent out of check. A move which gives
checkmate wins the game at once!

DRAWING A GAME

It may happen that although your king ks sof in check af present,
your cannot move any of your pieces without exposing your king
to check, This situation is called “salemate”; when it occurs, the
pame ends aimmediately = a draw.

A game can be drawn by agreement between the players; or f
both players make 50 successive moves without moving a pawn
or capturing an enemy piece; or if the same position occurs 3
tisnes with the same player 80 move each time (for example, if the
players move the same picoes back and forth 3 times)
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THE KING AND HOW IT MOVLES

The king is the most important phece in chess and must be
guarded with great care. It moves around slowly, one square at
time in any dinction. Bt may not move 10 & square which is
attacked by an encmy piecr, and it may not move 8 & square

occupied by ane of its own paeces.

in the above posation White's king can move 1o any of the squares
marked O and Black’s king to any of the squanes macked B

Like most other pieces, the king captures by moving in the same
way as when it makes an ordinary move. So the king may capture
any enemy piece =« provided it would legally be able to move to
that same sqquare if the square was empty

N WeOn>uwo
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THE QUEEN AND HOW IT MOVES

The queen is the most powerful prece on the dhesboard because
Hcan move across any number of emply squarnes o a e @ any
direction — honzontally, vertically or diagonally — and can captare
an enwmy plece when it armives on ity new squane. [n the Lat
diagram White's queen can move to any of the squares marked O
of 1t can capture the black pawn,

_-_N N enes N

abecdefgh

THE ROOK AND HOW IT MOVES

The rook s the second mwst powerful plece. It can move or
captare in & horizoedal or vertical dinection, over any distande, as
oy s it is ot obstructed by asother picce. Here the white ook
can move to any square marked C or capture the black queen.

- NwWeneous
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THE BISHOP AND HOW IT MOVES

The bishop is dess powerful than the rook because it moves
diagonally and is restricsed to squanes of anly ane colour during
the whole game, Bishops can move or capture over any distance
as long as they are not obstrocted by another paece. In the kst
diagram White’s bishop can move 80 any square marked O] or
capture the black rook.

—Nuaqua'
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THE KNIGHT AND HOW IT MOVES

The knight &s the only piece which may jump over an occupied
square. The knight's move cossists of two parts, kke a letter L.
First, @ moves two squares in a barzzostal or vertical directive
then it moves or makes o Gipture one square at right anghes 1o the
first part of sts move. Hore White's knaght can move to any square
marked O or capture the black bishop,

abedeflf gh

THE PAWN AND HOW IT MOVES

The pawres are the least valuable of all the paeces on the boand,
partly because they can never move backwards. Feom its starting
square, vach pawn may advance one square of two, at the player’s
chowe; but after it has made its finst move, it may only advance
one square at a tine. Another unssual thing about the pawn s
that it does not capture in the same way that it moves, Pawns
move vertically forwards, e oe two squares, but they capture
diagonally (one square only, even on their fiest move). Here the
White pawn may move o vither of the squares marked T3 oe
captuse the black kanight. The black pawn may move to the square
marked B or ot may caplure the white rook

PAWN FROMOTION

Although a pawn &s the maost lowly of picces, # it advances all the
way 10 the far side of the board it &s immediately promoted, as
part of the same move, iMo a queen, rook, bishop or knight -
whichever its owner chooses. Since a queen is the most powerful,
it & owarly always <hosen s the promotion plece.

EN PASSANT CAPTURES
i an enemy pawn advances two squanes to land on a square
alongside your own pawn, the latter may capture i just as if it

had only advanced one square. This is called an e passand
capture (ew passant bs French for “in passing”)
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In this position, o Black advances his pawn two squares 10 the
square db, the white pawn may coptuee it en passand. To make the
en passand capture the white pawn moves 1o the square dé and
White captures the black pawn, taking it off the board.

An o passant captune may only be made as the reply to a double
pawn move, and only by a pawn which s side-by-side with the
enemy pawn whach has just made the double advance,

CASTLING

Castling & another spoecial move. It allows the king to be moved
1o a safer part of the board, vearer to the comer, and at the same
time it brings a rook into play. In cewe move, the king slides two
sguares towards a comer square and the rook in that coemwr jumps
over the king and kuwds next to i Each player may “casthe” coxe,
at most, during a game.

Ins the next position Whise may casthe by moving his king to either
of the squares marked by the arrows and then jumping the nearby
rook over it Black has already made the castling move ~ his king
has moved two squares sideways and his rook has jumped over
the king, landing on the adjascent square.

- NwWwWennooum

There are a number of restrictions that apply 10 castling and it is
important that you learn all of theny

i You may not castle &f your king has already mnoved.

2) You may not castle with a rook which has alrcady moved.

(3 You may not castle if you are “in check”

4) You may not castle if your king would land on a square
wherne it is "in chack”,

(5) Your may not castie if the square that your kang crosses

over is attacked by an etwmy piece.

(&) You may only castle of the squares Between your king and
rook are all vacant.

HINTS FOR BEGINNERS

The most obvious way 10 work towards vicloey & 0 try o
increase your own fighting force relative to that of your opponent.
We call this “winning enatenial™. It & usually a good idea to
capture any of your opponent’s pleces that are undefended or
insuffickently defended. The bigger your material advantage, the
casaer it will noemally be for you to dominate the game and to
foroe & wen.



The pheces do ned all bave tve same value and power becasse
some are more mobile aad control mone squanes than others. The
following table of matesal values will serve you as & useful guide

PAWN = | point

ENIGHT -3

BISHOP =)

ROOK =5

QUEEN -9

KING = beyorsd material value

The most commen mistake that begmnens make is 10 put a plece
on a square where it may simply be captured at ance. So every
thene that you arv about Lo make a move, spend a few seconds 1o
ask yoursll

() Can your oppanest safely capture the plece that you ane
goung 0 eove”

(b} Dhd bas last monve threaten ane of your pleces?

(<) Has your opponent been carcless and made a move which

allows you to win material, possibly by capturing the
privee he bas just moved?

Matceral is not the only smpeortast factor in dhese. Dating the first
10 o 50 moves of the gamwe you should try to bring out both of
yosr knights and both bishops so that they are active, and you
should try to castle. And fisally, try o we your picces to altack
the central squascs « the player who conteols the centee asually
s thw advantage.

2 WHAT IS A CHESS COMPUTERY

A chess computer s a traditional board and picces operatiog with
ehectronic careuits which respond 1o the position of the picces on
the board. An advantage of the computer & that you can play
chess against it whim a bumsan opponent is not available; you can
play at any tiooe, as often as you Bke, You can even switch off in
the middle of a game and start again laer; the compater will
remember exactly where all the pras are, even when 8 s
swilchwed off,
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You must ot thind that you have mo chande against the consputer.
It bas many differont Jevels of skifl If you stan off by playing on
the lowost bevel (where the computer makes its moves aliest
instantaneously), you should find that as yos get used to playing
the computer, you will leam moee about the game and have a
good chance of winsing. As you improve and want a mone
challmging game, you simply mcrease the level of kil (ie. you
sot the computer to play at a slower eate),

Your chess computer & an sdeal opponent. It is ready to play you
at any time, as often & you like, at whatever level of skl you

choose.

3 THE CHESS MECES

For those of you who are begioness or falely new to the game of
chess, you will find the chwss pieces and their symbols shown in
a chart on page 1 of this manual.

Set up the pieces in their starting positions as shown in the
following diagram.

-—NoWwene N2

Hourd set wp at the beginning of a gewe,

NOTE: For portable mixdels the paeces should be inserted into the
holes i the contee of each square.




Chess Notation

The computer communicates s moves 10 you using a system
called “algebraic notation”.

The files, or vertical columns of squases on the chessboard, are
identified by the letters a-h (looking at the board from White’s
side, and reading from left to right). The ranks, or horizontal rows,
are pumbered 148, stasting from the Whate ond.

Thas means that every square can be named by giving the letter of
#ts file and B number of its rank - like a grid reference on a map.
For instance, at the start of the game the white king is on e) and
the black queen s on d8

To make o casser for you 10 identify cach of the squares on the
chessboard, they are all marked with their algebrax co-ordinates
(for example E2, D3)

Ir this instruction manual we wse O and @ to describe the whate
and black rectangudar symbols that sppear on the computer's
display. The display itsedl & called an “LCD" (liquid crystal
display)

There ase also two rows of red lights, at the bottom and left-hand
edges of the chessboard. These lights are used by the computer as
an additional mvethod of Indicating a square.

The piece panws <PAWNS, <KNIGHT>, <BISHOE>, <ROOK>,
<QUEEN> and <KING> dencte the six red operating keys which
are marked by “paece type” symbols.

We use >> and << lo repeesent the arrow keys whach are used for
taking back and replaying moves, and for other purposes.

ki THE BATTERIES AND POWER SUPPLY

Yosur chess computer works froen batteries as specified on the label
rwear the battory compartenent on the base of the computer. When
you wish to insert new batteries, remove the plastic battery cover
on the base of the computer and insert the batterics, making sure
that the polarity is cornect.

Wihen the LED display starts to go diny the batteries should be

as so0n as convensent, There will still be a cortain
amount of battery Jife remsaising, but if the replacement is delayed
for 100 Jong you nuy run out of power dunng a game.

Some snodels may be operated using an AC/DC adapder, in which
case mnformation concerning the adapter is mdicated on the rating
label on the base of the wnit.

5 STARTING A GAME

Set up the pieces on the chess board in their startang position, and
switch on the computer. Press the NEW GAME key. The LCD will
show "New game 7. Now press the OK key (also labelled HINT).

The O symbed on the LCD willl comwe o since it is White's tum to
move. The level setting (e section 20} will be the same as that
used for the previous game.

1f you are using wew batteries for the first tim, Or if you are using
a power adapter and do not bave any batteries in the computer,
the compater will be playing on its “adaptable” level

OCCASIONALLY WHEN YOU INSERT NEW BATTERIES YOU
MAY FIND THAT THE COMPUTER ACTS ABNORMALLY, IN
WHICH CASE PUSH A THIN OBJECT INTO THE "RESET” HOLE
IN THE BASE OF THE COMPUTER AND I'RESS DOWN ONCE

6 MAKING MOVES

We suggest you play your first game with White. To make a
move, press down gently on the square occupiod by the piece you
want to move. IF YOU ARE USING PIECES WITH MAGNETS
IN THE BASES AND YOUR MOVE DOES NOT SEEM TO
HAVE REGISTERED, FRESS DOWN WITH THE EDGE OF
THE PIECE

The computer gives a beep and you will now see the Jetter and
number indicating the “from™ squase appear on the LCD, foe
example "e2*. At the same time the computer displays the symbol
cormesponding 10 the piece an that square.
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Now place the piece on the square you wish 1o move to, and pecss
It lightly down again. The compater will give ancther beep, It has
now registered your move, and starts computing its reply. On its
fiest move it will play almost mstantancousty

7 COMPUTER MOVES

While the computer is thinking, it will flash the O symbxd of the
B symbal on the LCD, depending oo which side it is playing

Bowill also display the thinking time {in hours, minates and
seconds), lowrementing every second. If you are playing “Sudden
Death™ or “Active Chess™ or have & "Tournament” time
control (see sction 20), the time displayed will be the dtal tinse
taken. Othwrwise # will be the tinw taken for the current move,

When it s your move, the computer will samilarly display your
thanking tinw, together with the O or B symbol (not flashing) foe
the colour you are playing.

Al the begmning of the gamw the compater will be able 10 move
smmediately because of its opening tniry. When the computer has
deckded on its move, it gives a beep, and displays oa the LCD the
etters and numbers cormmponding o the “from” squace (lashang)
and the 1o square (st fashing) for its move. It will also display
the symbol for the ploce it &s moving,

I adittson, a pair of sed lights will “flash® —~ namely the light at
the bottoen of the file (or vertical column of squanes) and the oo
to the Jeft of the rank (or homzontal row) in which the computer's
plecw is located,

P'ress gently on the “lrom” square and pick up the paece. The letter
and namber of the “from™ square stop flashing in the LCD and
those of the “to” square start flashing. The lights also change to
ndacate the square that the computer wants 1o move to

Set the plece down on the "W07 squase, pressing it gently again.
The coenputer will now display your colous symbol on the LCD,
indicating that it &s your turn 0 move,
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Displaying the Score

Whens the compuler makes s move it tells you how well or badly
it thanks it s doing. = just the same way as when it is in
“analysis” mode (we soction 28], It does s by dsplayisg sts
"wore” in points. A pawn s worth 1 point, a knight or bishop Is
3 points. a rook is 5 and a queen is 9 ponts. The score you see
displayed on the right of the LCD willl be shown 10 a0 accuracy
of one-handredth of a pawn This is because the material situation,
based on the values of the peleces, is not the only factor which
affects the score. There are many aspects of chess which the
compuser lakes into account when assessing a position, including:
how many squares cach side attacks near the opponent’s king:
which player has better control of the centre of the board; . efe.
Retmwinber that when the computer displays a score greater than
0 it thinks it is ahead, while if the score displayed is negative the
computer thinks that you are abead. A scoce of 0 means that the
comgpruter thinks the game is level and likely to end in a draw,

L] CAPTURING MOVES

Captures are performaed just like any other move. The movieg
pince in pressed down on the “lrom”™ and "t0” squares, while the
captared piece i removed from the board without being pressed.
1f the computer makes a capture move, it displays the “x™ symbal
n between the from”™ and 107 squares oo the LCD.

9 SPECIAL MOVES
CASTLING

1 you wish to castle, move your kg finst and then your rook.
When you have peossed your King on s “Trom” and "to” squares
the computer will automatically display the “from” and “t10°
squares of your rook. For example, if you are playing White and
you deckde to castle king's sade, you press with your king on the
square ¢l followed by the square gl, and the computer will
display b1 (flashing) and (1 to remind you to move the rook to
the square 1.
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When the computer castles, the move is carried out i the same
way. Here is how the board will look before and after this

example.

- eV N
N WeeNnNE

. o [ £Y)

abedeflgh

In the positson shown in the left hand diagram imagne that you
are playig White and you decide to castle king's sade. First you
press down with the white king on the square o] and your
comnputer will dusplay the fact that you are moving from the el
sqpaare. Then you press down with the white king on the square
11 This wils the computer that you are making the castling move
(since any other move by the king may oaly be o & square
adjacent 10 is current square).

Once the computer knows that you ane casthing it will resnind you
10 make the secoed hall of the castling move with your rook. In
this case the conputer will dasplay [ROOK] h1f1, with k1 flashing.
Now peess down with your rook on the hi squase. On the display,
A1 s now static, while 1 begins flashing. Move the rook to 11 and
press down with . Once you have done so, the computer knows
that the castlisg move has boen completd.

When you have finksheded making the casthing move in this

example, the chess board will look Eke the position in the right
handl diagram,

EN PASSANT CAVIURES

Yo carry owt an on passant captune (for vither side) by pressing
the “from” and "%0” squares of thw capturing pawn in the usaal
way. The computer will then flash the square of the pawn being
captured, together with the “pawn” symbol and the - sign. You
should now press the square of the captured pawn as yosi remove
it from the board.

Here is an example.

_N W e VS N

N WeNno N

abedefl pgh abecdeflgh

In the position in the left hand diagrasn bt us imagine that the
computer is Black and has just advanced its pawn from 7 10 5
This double pawn move, landing on a square next to yowr pawn
on d5, allows you %o make an en passemt capture. (If you do not
understand  why, take another look at the paragraph “EN
PASSANT CAPTURES” in section 1.}

To capture the black 5 pawn, move your pawn froen d5 o o6
i ihe usual way by pressing down with the pawn
first on d5 and then on ¢6 (as though the black pawn had
advanosd st ane square, 0 o6, nstead of two squares to eS)
Then press the o5 square (s directed by the computer) and
remone the black pawn froe the boaed. The position will now be
as shown i the right hand diagram.

16



PAWN PROMOTION

1f you advance one of your pawrs (o the far side of the board you
must promote it, as pact of the same move, into a queen, rook,
bishop o knight, wiichever you peefer.

When you complete a move which puts your pawn on the
furthermost rank of the board, a flashing question mark asks you
which piece you want 0 promote the pawn (o, foe example:

[PAWNpTe8=?

Press the <QUEEN>, <ROOK>, <BISHOP> or <KNICHT> key.
The co-ordnates of the 10" square now flash in unison with the
symbol of the piece you have chosen. Pross down on the square
as you place the newly promoeted paece oo the board.

H the computer promotes ooe of its own pawns it will display tor
example:

(PAWNL2a1={QUEEN|

When you have pressed the “from” and “10” squares, the symbol
of the reqquised piece will flash, together with the “1o” square. Re-
pevss the sguare as you place the computer’s piece on the baord.

10 ERRORS

1f you press a piece on s “from” square but then deaide not to
move this pice after all, simply press the same square again,

In general, if you press an inappropriate key of squase, you will
hear the emmor signal (a Jow buzz). This will chear the “from”
square of onw has already been selectod, Start your move again, or
(if it o the computer’s move) continee noemsally by pressing the
square indicated by the LOD and the lights,

”

i CHECK, CHECKMATE AND STALEMATE

If either side puts the opponent’s king in check, a “+" sign will
appear on the dosplay, 1o the right of the O or B symbol. If the
computer & cheching you, it will also sound § quick beeps
nmeduately after you finish maoving its piece.

The display will show “Checkmate” or “Stalemnate” if either side
beisgs about such a position. I the computer checknates you, it
will also soand 17 guick beeps. If you checkmate the computer, it
wall sound 12 beeps.

1l the computer sees that one player can force checkmate, it will
display a message 10 1his offect. The message will appear on the
m.uuumwmmmwmmmw
“score” for its move. The display “+M4™, for example, owans that
waletmm&mm4m(ﬁdughmm
anpounced), while “M3" pwans that you can checkmate the
compulter i three further moves,

12 DRAW BY THREEFOLD REFETITION OF POSITION

OR FIFTY-MOVE RULE
The rules of chess give a player the rigivt 1o claim a draw if the
sune position (it must be the same in all respects, with the same
sade to move) occurs theoe tinws.
If #t detects a threelold repetition, the compuser will display:

3 timses = Daaw

A draw may also be claimed if no capture is made and no pawn
is moved during a sequence of fifty moves by vach playver, To
indicate a draw of this type, the LCD will show:

Draw 50 moves



13 NEW GAME

You can start a new game at any time. Press the NEW GAME key,
and the LCD shows

New game 7

To answer yes, press the OK key, The mext game can then begin
If you want the compuler to play White, pross MOVE.

Instead, of you pressed NEW CAME by mistake, you can answer
"’ by pressing the CANCEL/MOVE key. The situation will then
be the same as before you pressed NEW GAME

4 CHECKING THE POSITION

Somwetimes you may want 1o check where the paeces shauld be (for
Instance after knocklog some of them over). You do this by using
the “plece type” keys (the six red keys below the LCD). For
example you may press the <PAWN> key, and if there is a white
pawn o the a2 square, the display will show:

Veridy: [PAWNJ2

At the same time the sed lights foe the a-file and the secorsd rank
will come on

If you now re-press the <PAWN> key repeatedly, the computer
will display the positsan of cach pawn in tum, starting from the
“White” end of the board and proceeding from Beft to right along
cach rank. When verifying a black pawn, the red lights will flash
oo and off. When the computer has verified all the pawns on the
board, the next press on the <PAWN> key will retum you to
normal playing conditions, with the O or B symbod and the cdlock
time displayed. (Another press on <PAWN> would begin the
venfication process all over again )

You can similarly verify any of the other pleces by using the
correspornding key
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While "Veridy:™ & displayed, you may also press any square on the
chaessboand; if a paece & on this square, the computer will display
its type and colour. (U the square Is vacant, you will simply bear
the “error” buzz)

The “verify” process can be broken off at any teme by pressing the
CANCEL/MONVE key. This clears “Verify:™ from the dusplay and
restores normal game condatioes.

15 CHANGING SIDES

You may change sides whenever o is your tarn to move. Press
the MOVE key and the computer starts to think about the next
move for the side you bave been playing. When it makes its move,
you can cootinue the game by playing for the othwr sile.
Alematively you can press the MOVE key again. In this way you
could make the computer play the whole game itself.

At the begisning of the game, press MOVE of you want the
computer o play White.

16 MOVE NOW

I you do not want to allow the computer the full we of its
thinking time, press MOVE whide it i thinking. The computer will
cut short its search and make the best move it has found so far.

17 TAKING BACK AND REFLAYING MOVES

If you press down one of your pieces but then decide nol to move
it, press the square & second time. The letter and number of the
“from” square will disappeas from the LCD, as will the sysbol of
the piece on that square. You may now move any piece you like.

You may also retract a move you have alseady completed. If the
computer is still thinking about its seply, simply press the << key.
You will then see your last move displayed again, with the “to”
sqpuare flashing, Pross down on this square, and the “from” square
flashes. Move your piece back and peess 5t down again



U thw compuler & alecady displaying its reply, you muast first
carey out the move indicated. You can then press <<, retract the
computer’s move in the manner described, then press << again 1o
take back your own move,

In the same way it is possible to take back a sequence of several
moves. At any point i the sequonde you may reseme play by
makang a move for the side whose tum it is, or by pressing MOVE
to make the computer do so.

If the move you have just taken back was a capturing move, the
LCD {and the red lights) will instruct you to replace the captured
piece, for example:

S| KNIGHT)

This tells you to replace a black knaght on ¢35, pressing it down on
the square. Note that n the case of an on pussant capture, the
captured pawn is not replaced on the "10" square of the capturing
pawn. Instead it = replaced one square further up the board, to
the sade of its captor.

Note also that when you retract a castling move you must first
take back the move of the king, which will be the first move
indscated by the LCD, and then you take back the rook’s move. If
you take back a pawn prometion, the computer directs you to
replace the promotixd piece with a pawn, pressing down a secoend
time on the “froen” square.

STEFPING FORWARD

Alfter retracteng one OF More MOVes, you may use the > key to
“step forward”, Le. to repeat the same moves as before. Each time
you press >, the computer directs you Lo canry out the next move
in the sequence. You may continne playing from any of the
positives reached i this way, simply by making a move or
pressing the MOVE key.

15 HINT

If it is your tum to move and you press the HINT key, the
computer can give you sdvice on what to play. The LCD will
show something like this

CIHB1C3 b4 bS04

The move following the “H™ is the suggested pext move foe White.
Then comes a possible reply for Black, and a suggested reply to
that. The display may change as the computer continues with its
analysis. The secodd and third moves may be replaced by “—
the analysis has ot reached any conclusaons.

To proceed with the game, make your move in the nosmal way.
Thas can be either the "hint” move or a move of your own choice.

19 THE "MAIN MENU"

The remaining sections of this manaal describe some of the more
complex Jeatures of your chess computer. To make use of any of
these features, you will need to use the MENU key. A press an
this key displays “Set up..”. You will now find that by presseng »>>
repeatedly, you can display the following options in rotation:

Set up...

Play enode...
Level...
Rating..
Style...
Evaluation.
Preferences...

These options constitute the “main menu”. By pressing <<, you can
display them i the opposite order,

From now wntil you retum to nosmal playing conditions, the
MENU, MOVE and HINT keys will thear altemnative

functioess: ENTER, CANCEL and OK, The << and >> keys will
also have special wwes



The keys work iy similar ways irrespective of which feature you
wish 10 operate. We suggest that at first you try setting vanous
“Jevels” as described i e twext section. You should then find the
other featuzes casy to understand and use.

For reference, the uses of the keys are summariaed in the "KEYS
AND DISPLAY” section at the start of the sanual.

Usually yous will wiant to use the “menu” when it &s yoar turn to
move. You may, bhowever, press the MENU key during the
computer’s thinking time. The computer will still carry oo
thinking unless you make a change such as resetting the level
(e next section), and it may interrupt you by announcing its
move. Alter carrying the move out, you may re-press MENU and
operate whatever feature you want.

o LEVELS

Your compaiter has a large sumber of widely dalfering bevels of
skill. You seloct its level by telling it how much thinking time it
s allowed for its moves. This instruction can take vanous forms.
You may tell it {for instance) bo play at an average of ten seconds
per move. Or you can make it play "Action” chess, with a total of
thirty misubes foe the wiole game. Or it may play “Tournament™
chuss a1 a rate of foety moves in two hours - etc.

THE "LEVEL" SUB-MENU

To inspect the current Jevel or switch to 2 different ane, you will
first need to press MENU as describad in the previous sectioen.
This erables you to display the items in the “main menu”™. Now
press 5> 0f << as many tlimes as nocessary until the display
shows:

Level...

Then press ENTER, You will now find that fusther peesses on o>
or << will dsplay the following ems in rotation:

Thew iseons constitute the Tevel” sub-mems. They represent the
varsous classes of kevel from which you can choose. You will see
that one of the above words or abbreviations is followed by "+
Thas tells you which dass of leved s cusrently selected. The "+
may be followed by mose information, for mstance:

Averages 0010

This shows you that the computer is currently set to play at an
averago of ten seconds por move. The other items in the sub-menu
will all be accompanied by "7 in place of "+,

If you row samply press OK (or CANCEL), the computer will
display "Lewel.” again — that is, it will return from the “sub-
menu” 1o the “main ments”, and the lovel will remain unchanged.
(You can then use >> or << 1o go through the “maan mena” ilems,
or press OK or CANCEL again to retum to normal playing
conditions. )

Alternatively you may want to alter the level This & done as
follows.

Uncr alaptable” lovel

On this level, the computer caloulates the average time you have
taken over your past 6 moves and will respond in the same
average time. If you slow down, the computer will also slow
down. If you start to play nvore quickly the computer will also
spead up

The compuster is automatically set to “adaptable” Jevel when you
fiest isstall the Batterses or connect the power adapter,
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To select “afaptable” beved

Fast display the “leved subamenyu™ as doscribed  above.
'Mupuhle' WL the first stemn i the senu 10 appear.

= W "Adapeable” s followed by "7, the computer is already set 1o
play on “adaptable” Jevel. If instead of “+° the display shows =",
press ENTER to change it to “+"

« Now press OK, amwl the display reverts to "Level " (ie #
returns o the “main mena”),

= I'ress OK again (or CANCEL), and you are ready 1o casey on
playing on “adaptable” bevel,

nstapat” levels

These are the Gstest and weakest levels, and your computer will

respond almost wstantly on every move. The playing strength
Improves progressively from instantancous kevel 1 (the weakest of

this group of levels) to instantaneous level & (the strongest of this
group).

To sefect an “instant ™ ke
- Dasplay the “level sub-enenu™

o Press > or << as many tames as required until the display
showes “Testant”

= Ul “lostant” s followed by “7, oc if the number on the right &
not the required level number, press ENTER. This displays ™47,
ared causes the number to “flash™,

- By repeatedly pressing >> or <<, you can display the numbers
1-6 in rotatson,

- When the desired number is shown, press OK. The number
stops flashing, Two further presses on OK (or CANCEL) will
retumn you (via the “main menu”) 0 mormal playing conditions,

On thesae levels the comguter will responsd in exactly the specilied
amount of thme.

To select a "fixed™ Tl
= Dhsplay the “leved sub-ovenu™.

~ Keep pressing >> or << until the display shows “Fowed”, with a
tioe in manutes and seconds, e

Fixed- 0010

— If “Fixed” s followwd by "7, oe if the tinwe s not the roquared
o, press ENTER This displays “+7, and the time display
“Flashs ™

« By repestadly pressing > 0F <<, you can incresse or decnease
the time. From 3-20 seconsds, it increases in steps of 1. From 20
seconds to 1 minube, ¥ increases in steps of 5 seconds. From 1
minute to 3 manutes 30 seconds, it increases in steps of 15 seconds.
(Note that while the sumbers are “ashing”, a press on CANCEL
will retumn themn to their previous settng. )

~ When the desited tinwe per move s shown, press OK The

vumber stogs flasheng. Two further presses on OK (or CANCEL)
will return to nosmal playing conditions,

“Average” kvl

The computer will take an average of the speadied amount of
S,

To select un “ssvrage” ool
= Display the “level sub-mena”™

~ Kevp pressing > oe << untid the desplay shows “Average”, with
A timwe i mistes and secoreds, e

Average: 10
6



W " Average™ @ followsd by “, o if the time &s not the requared
one, press ENTER. This displays “+7, and the time display
“flashes”,

= By repeatedly pressang > of <<, YOU CAN RIoase OF decTiase
the tiane {(se Toved time bevels®, above)

~ When the desired time per move s shown, press OK. The
mamber stogs fashang. Two further pressas on OK (or CANCEL)
will return to normal play e conditioes.

Siudden doath” fevels

These are b called "Countdown” levels. The computer wall try
to make all of its moves in a foed amoust of tisw. When set o
ary of these levels the compusger will display the total amount of
i taken by each of the playess (mstead of the amount of tene
taken over a partscular move) When either player conscmes the
permitbed total Bime, a sour beep sounds 5 tames (although the
wme can still contiovoe).

T sefect & “suddon desthe™ levwl:
- Dhsplay the “level sub-menu”,

— Keep pressing »> or << until the display shows "SI, with a
tisnw in hours, minwtes and secoesds, ez

SO O05:00
« HSIY s followsd By 77, or if the timse = not the reguired one,
press ENTER This desplays “+7, and the time dasplay "flashes”,

« By repeatidly prissing 5> or <<, you can increase o decrease
the teme. Fromn §10 misutes, it increases i steps of 1 mingte.
From W manutes 10 3 bours X minutes, i mcreases in steps of 5
minutes

= When the desired time per move s shown, press OK. Thw

rmber stops flashing. Two further presses on OK (or CANCEL)
will return 10 normal playaeng conditions.
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NOTE: "Action Chess™ & 3 special “sudden death” level. For moee
about this, see section 21,

Joumament” levels
The computer will play within the specified rate. The clocks will

show the total time consumed. Time saved during the first tisee
period can be added 10 the next time period.

To sefret @ “tourssmsend ™ leoed:

= Display the “lovel sub-menu”,

= Keep pressing >> or << until the desplay shows soonething hie:
T 404120 20/60

This mcans 40 moves in the fisst 120 minutes, 20 moves per 60
misutes therealter™

« Press ENTER. The T is now followed by a "+7, and the first
nusnber (in this case 40) starts “Mashang™. If you want to change it.
vou can do so with the << / >5 keys.

« U you press ENTER again, the secorsd number “flashes”, and can
be altered, Similarly by pressing ENTER a third and fourth time,
you can alter the third and fourth numbers. (A Gifth peess on
ENTER causes the first number to flash again.)

~ When the sumbers ase all as you want them, press OK. (The

display will then be static) After two more presses on OK (or
CANCEL) you can start a game under “toumament” conditions.

Mase” (peoblemesolving) levels

On these Jevels, the computer will try to find a forced mate within
a speafiod mumbve of monves.

To select n “wate” lrvel:
= Display the “leved sub-menu”,
28



~ Koep prossing >> or << unhil the display shows "Mate™ plus a
oaumder,

= Press ENTER. "Mate” s nonw followed by “+7, and the number
“Maskwes",

« Il you want to alter the pumber of moves for the mate, use the
>> or << key and confiem the alteration with OK. The computer

now imeediately starts 10 search foe a foeced mate from the
current position on the board.

NOTE:  After functionmng on a “mate” bevel, the computer will
automatically set itself to “adaptable” level when you start a new
game (or you “set up” & new position).

For wore adont chess puoblons, see section 25

Jofinge” loved

On this level the compater will normally go on thinking until you
press the MOVE key.

To select “imfimte” lecel:
= Display the “hevel sub-menu”™

= Keep prossing »> or << until the display shows “Infinite”. Then
press ENTER, followed by OK

- A further press on OK (or CANCEL) takins you back o noensal
Playieg comilations.

NOTE: At the start of the game the computer uses ils openings
“book” or Ubrary”, so it will be able to move instantly. It will also

move instantly i it has only one degal move; or if it sees that it
can force checkmabe; or if it correctly anticipates your move anxd
has its reply all ready. This applies irmespective of the level
sefected,

n ACTION CHESS

There & a rate of play which bas become extremely popular
throughowt the dhwes woeld during the past few years. This is
nown as “Action Chess™ and was first introducsd by FIDE, the
International Chess Federation, as 4 way to proenote the game
amongst people who do not have sufficient time to play o
tournamwents that last several days.

With the Action Chess rate of play, cach player enust make all of
his moves in 30 minutes or less.

You can seloct Action Chess by setting the appropriate “sudden
death™ evel as described in section 200 Another way is simply to
start the game by pressing the ACTION CHESS key and
confirmang with OK,

2 SET UP I'OSITION

You may sometimes want to set up a position, for example a chess
problem drom a chwss book, magazioe or newspaper column.

Whwen the computer & in "Set up™ mode, you can modify the
<current position or set up a completely new ooe.

To enter the mode: Press MENU o involee the main menu, and
pross ENTER when "Set up..” appears.

The LCD now shows “Set up” followed by the T or B symbol. Ax
Song as “Set wp” s displayed, you can do any of the following:

To cloar the chessboard: Pross CANCEL. The computer asks “Clear
bovied 27 Prvss OK 80 condirm {ro-pressing CANCEL would cancel
this coamand).

To spoify the type of piece 10 be inserted: Press the appropriate
“phece type” key. This desplays the corresponding picce symbol.

Jo speady the coloar: If the piece symbol is the wrong colour,
press << oe > to alter it



Toipeest o pieoe: Pross a vacant square. The peece inserted will be
of the type and codour idicated by the symbol. The LCD will
confiren the moeztion, €8 I vou place a white knight on d5 the
display will be

Set upe DIKNIGHT RIS+

To cemove an individual pieye: Press the occupied square. The
symbol on the display now switches o the type and colour of the

prece removed. (NE: This makes it very simple to transder a pioce
from one squace (e another ) At the same time the LCD shows the
co-ordinates of the square you have pressed, followed by =7 to
indicate that the square bs mow vacant

the pusiticer: I you peess the “piece type™ hey
cuanmponditg 1o the piece alecady displayed on the LCD, this
stasts the “verify” procedure (compane sxction 14). When all pieces
of the dhosen type bave Doen verified, vou can continue the
Tsetup” procedure.

Side 10 move: The colowr of the piece (or the O / 8 symbol) on
the LCD indicates the sade that will move next if you exit from the
mode at this point. So before exiting, you may need 0 pross <<
or >> 10 switch 8o the right cobour.

Tocxit from et up” mode: Press OK 11 the position is illegal (e.g
Whate is to maove but Black s in dwek, or there are 100 many
pleces of thw s tvpe), you will hear the error buzz and the
comsputer will semain i “Set up” mode. I, for example, the black

king is missing, the computer will point this out by displaying
Set upe WIKING)-

1F the posation s begal, play may begin from the position you have
constructed.

NOTES: (1) The computer will not allow you to insert a pawn on
the It or 8th rank, or to insert & second king of the same colour
as one alecady on the Boand. I you try 80 do so, you wall simply
Bwar the error bues

(2} There can be no castling with a rook or king that has been
mserted on the board in "“Set up” mode. To covate a position m

3

which e players have castling rights, you can enter "Set up”
mwoxde froms the NEW GAME positson, then leave the Kings and
rooks akone while you rearrange other pleces as appropriale - by
removieg them from the board individually and reinsertiog them
Fo make castling with a particular rook impeesible, remove the
rook and ne-awent it

23 CHESS PROBLEMS

You may set up a problem positice on your computers using “Sel
up” mode, and then sclect the appropriate “Mate” leved according
10 the number of moves specified for the mate, (See sxction 20.)

Oace the “mate” level s selected and confirmed with OK, the
computer smmedately starts searching for a forced mate. For a
mate @ 2 moves, @ will probably display the solution
immediately. For a mateo in a larger number of mwoves it is likely
10 mewd moee thanking tene, and i you press OK or CANCEL
twice (to exdt from the menu) it will shaw you its analysis as
described in section 28 below.

1f your 861 the computer to try and solve one of these problems,
and if i finds 2 move which forces dheckmate in the prescribed

number of moves o fewer, the compater will display this move
m the usual way, & though it were annousing ils move @ a
wamne. You cany then cany out the compuler’s move and try to find
a dedence 1o the checkmate. You can play all the way through
until the computer checkmates you, just as though you were
playing a game.

If the computer carnot famd a foroed cdhwckenate within the

prescntsed rumber of moves, it will samply make the move it
comsiders best; then the LOD will display "No mate found™.

H MULTI-MOVE
You may want to play a series of moves for both Whate and Black.

Foe this purpose you need to put the computer i “multi-move”
(Le. “player v. player”) mode,



This feature may be used 1o enter a particular opening sequence.
to replay a game to a certaln position, of b wse the comguter as
a nogmal chess board, allowing you to play against a frieed whiile
the computer makes sure that all of your moves are begal and can
offer hints if you wish

To select this foature:

= Press MENU (1o gain acoess 10 the “main mwns”),

- Prwss 5> to dasplay “Play mode..”.

= Press ENTER (to gam access to the “play mode” sub-menu).

= Press > o display "Multi-move”, [ this is followed by **, press
ENTER t0 change it 1o 74"

— Press OK (or CANCEL) twice, %o retum to the game.

Note that in “maultemove” mode, you cannot use the MOVE key
to make the computer play a move.

When you want 80 eeturn 80 “nosenal” playisg mode (ie. haman
v. computer), brng the “play mode™ sub-menu onto the LCD (by
pressing MENU, >>, INTUR), and when the display shows
Warmal-®, press ENTER agan to change the ™" mto a *+*. Then
after two presses on OK, play may continue, (Play a move in the
usual way, of press MOVE 10 make the comgputer do s0.)

When you stant a rew game, the computer selects “normal”
playing mode automatically,

25 TEACHING

There are three types of mistake which are made regularly by
st seaperienond players. Anyoewe at that level who can
endcate all theoe types of mistake will improve their playing
ability very sagnificantly.

If you hke, the computer can identify these mistakes m your
games and el you about them. This information will be given in

k)

stages, 50 when you are tokd that & move & & mistake you will

have an opportunaty to work out why, befoee being todd exactly
what & wrong with your move.

To mwke use of M fadture
= Press MENU to dsplay the main menu.
~ Kevp peossing >> o¢ << until the display shows "Coach..”.

~ Press ENTER to gain access to the “coach™ sub-menu By
vpeatedly pressing > of <<, vou will see that this sub-emenu
comtains three items:

Not teaching
Teach
Teach and wam

To sebect the tem you want, being 8 onto the deplay and press
ENTER so that the "+~ sign is shown Then press OK twice, and
play may contioue.

1F you sedect the "Teach™ option, the coenpaiter will tell you when
your move s a nustake. UIf you select “Teach and Warn™, it wall
also warn you when its own move threatens 8 win material or
checkmate you. To play without these messages, select “Not
benchang "

Note that the “seaching” function gives good sesults on any level
where the computer uses ten secoosds or more per move. On very
fast levels it may be less reliable.

THE THREE TYPES OF MISTAKE
ta) Putting a plece o prise,

This means pattang a paece on a square where it can be taken for

nothing, or in retum log 2 piece (or paeces) of lower value.

bl Making a move (other than putling a plece en prise)
which wnnccessarily allows the opponent to win
maerial or to force checkmate.
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Examples of this are moves which ignose threats by your
opponent o win material, ammvswhtdlleonapmmsly
defended piece ungrotected or insufficently protected.

() I'ailing to make 2 move which wins material or which
gives checkmate,

Anpsouncing Each Type of Mistake
If the “Teach” opteon is selocted and the computer detects a
mistake of any of the above types, it will give a series of beops
and hisplay:

Are you sure?
You now have these chosoes

(a) I you want to retract your move (because you can see what is
wrong with it), press the << key and procesd as in section 17,

(b) 1f you are happy to ket your move stand, press MOVE. The
computer makes its reply, and the game contismes.

() i you ward an explanation of what you have done wrong,
press the HINT key. The computer will then give you @ message
such as:

Loses 3

(This mears that your move Joses material
equivalent in value to 3 pawrs. )

Allowes mate

(Your move allows the computer to force
chechkmate )

Could win |

(You have missed a chance 10 win material worth
1 pawn.)

Could mate

(You could bave played a move that foeced
checkmate.)

When ssch a mossage is shown, you have the same ¢hoioes s
bofore. You can press <« and retract your last move, you can
press MOVE so that your last move stands and the computer
makes its reply; or yom can press HINT again, for a further
explanatory message.

This tene the message will consast of a good move which you
missedd, or else a move that the computer can play to take

advastage of your enror. Again you can respond in three ways:
with <<, with MOVE, or with HINT (in which case the display
reverts o “Are vou sure 27)

Wasrnings

B you bave selected the "Teach and Wasn™ option, you will be
goven additional waming when the computer’s move
contains a threat (though there will be ro such message if the
move gives check or makes a caplure) Afer carrying the
compater’s msove oul, you will bear a serses of beeps, and the
display will show:

Be careful!
1t you eow press HINT, the LCD will show somethang like
Threat 2

(The computer is threaterung to win malersal
worth two pawns.)
Mate theeat

(The computer's move threatens to  force
checkmate.)




If you peess HINT again, the compater shows you what move i
mbends 20 play o vou do not take evasive action. This allows you
10 decide whether or not you are afraid of the compuiter’s threat

On a lurther press of HINT, the display reverts 1o “Be careful'™, At
any stage, instead of HINT, you may press CANCEL/MOVE,
which ¢clears the sessage from the display and allows you to
make YOur nest o,

NOTES:

(1) When the compaler's message refers to the win or loss of
magerial, it s accompanied by 3 beeps. When @t refers to
chechmate 1t &5 accomparced by 5 beeps.

(2) The meve which the computer indicates as wnning material
(or forcing checkmate) may not be an immwduate capture (or
checkenating move). It may just be the first move of a sequence
whach leads o the advantage indicated. 1t & for you to work this
out,

(3) To express the amount of matenal that can be won, the
computer uses the table of values that you can see on page 19, So
if. for example, you allow it o capture a rook (worth 5 pawes)
and i reply you can take a knight (worth 3 pawns), the message
will pormally be “Loses 27 1f you make a move that loses matersal
woeth 2 pawies, when eotoad you could have woe saaserial worth
3 pawns, the message will be “Could win §°,

(4) The comnputer assesses positional factors, as well as matenal
ones, in berms of how masy pawns it thimks they ane worth. So if
your move loses rook foe kadght, the message may sometiones be
“Loses 37 (mesaning that the computer gains a positional advanage
in additional to the material one) or “Loses 17 (meaning that you
have soene positional compersation foe the material Joss) Note
that if you are wemning but allow a repetition of the positson, the
computer will tell you that your move boses the exquivalent of a
cortain amoust of malerial

(5) The waching function works best i positicns where neither
side has a very large advantage. Where there Is a great imbalance
{50 that the stronger side is still winsung after playing relatively
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weak moves, and the losing side only has a chosce of evils), the
assssenent of cevtauy moves & “mistakes” 18 less meaningful.

26 USER PROGRAMMABLE EVALUATION FUNCTION

Every chess progras soods 80 kuww how to evaluate a chess
position. It does 50 wsing an “Evaluation Function” which gives a
POINDSCOre L0 various featuses of the position, such as kang attack,
matenial, mobility, centre control, etc. Associated with each of
thesw features is a “weighting™ which tells the program how much
importance o attach 10 the featare.

Your chess computer allmws you 10 change these weightings so
that youi, the user, are programming the computer to play in a
particular way. Foe cach leature the wighting ranges from 0 (when
this feature would be completely ignored ) to 100 {when the feature
will be given misch more Bhan its noemal mportance),

To inspect the frutures and liir weightings
~ Display the “win menu” by pressing MENU.

~ Keep pressing >> or << until the display shows “Evaluation..*
~ Press ENTER 1o display the “evaluation” sub-memu. This

comtains the followisg iems, which may be snpected with
repeated presses on the >> or << key:!

Pins (normal weighting: 30)
[KING] shiedd (mormal weighting: 20)
[KING] atack (morenal weighting: 24)
[I'AWN] (monmal weigheing: 0)

IROOK] on open file  (mormal weighting: 20)
Widih (owermal weighting: 0)

Search Ext (normal weighting: 25)

On dsplaying any of these items, you can altor the

number by pmmgmmmwmmmmm
using >> or << aowd conlirming the alleration with OK. By giving
2 big weghting 10 “King attack™, for example, you will encourage
the computer’s paeces 1o attack more than normal. The bigger the



welghting for "Rook oo open (e, the moee the program will ke
to place its rooks o open flles (files which have no pawns of
cather colour), and oo half-open files (filew which have oo eneany
pawn but nooe of its own pawns) The item “pawrns” refers 1o
various deatares of the pawn structure, 5. doubling and solition

of the opporent’s pawns elc.

Whens you have fenished with the “evaluation™ features, two
further presses on OK allow play 10 be resumwed.

NOTES:

(§) I a high value is given to "Width™, e program will be more
inclined 1o exapune a wide variety of moves in any position,
instend of being “sedective”™ and analysing a smaller number of
menves 1o a greater depah.

(2) “Search Ext” means “search extenswn”™ ~ this encourages a
devper analysis of moves which involve tactucal threats, etc.

(3) The computer will probably play at its best when you use the
noemal values for all the weghtings. When you change the
weightings you may make the computer play less well,

24 CHANGING STYLES

This fanction is sinvilar to “Evalustion” (sce section 26), and allows
you o mnbluece bow aggressively or cautionsly the computer will
play.

By displaying the ibem “Style...” in the “main ewnu” and pressing
ENTER, you gain access to the “style sub-menu” which contains 4
e

[ attacks (mormal value: 17)
o altacks (mormal value: 17)
2 mobility (rormal value: 33)
| mobility (mormal value: 33)

Whens any of these ttems is displayed, the number can be altered
(on a scale of 1-100) by using ENTER, << / >> and OK.
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The computer’s play i likely to be strongest when all thow
features are set 10 thewr normal value, However, as an example of
the fun you can have, try giving a weighting of 100 1o the “[KING]
attack” foature in the “evaluatson” sub-menu and also 100 to both
Tl attacks™ and "W attacks™ n the “style” sub-mvenaa. This will smake

the program play very aggressively.
25 ANALYSIS

When the “aralysis”™ feature i on, the computer can show you
what it is thinking about and how It assesses the posstion.

While thw computer is thinking (But not wiven it & your tum o
muve), the LCD will show the following information in rotation:

i The computer’s thunking time,

(2) The move it s currently thinking about playing, together
with an indication of how doeeply it is analysing. For
example

BTG5 647554

Thas means that the computer, playing Black, is thanking
of meoving from <7 10 5. It & cureently boolang 6 "hald.
moves” ahead (Le three moves for White and Black). and
has examined 47554 posations.

(3) The msove ot s consudering, your expected reply, and a
possible reply 1o that. (If the display is “»=", the computer
has not yet chosen any particalar move to analyse.)

) The move it = considering, followed by its “score™ foe this
move (see section 7)

To turm the “smalysis ™ felure on or off!
— Bring the “main menu” anto the display by pressing MENU,
- Kewp prossang > or << wntid the LCD shows "Preferences..”.
~ Press ENTER (to display the “preferences” sub-menu)

Ly




- Keep prossing >> of << ustil the LCD shows “Analysis™. The
ldm;'o‘a"uy\mwmﬂmumumﬂy
“on” or “off". Press ENTER M you want to change the sgn,

- Press OK twice, andd play snay contisue.
29 WHY NOTY

After the coanputes has made a move you can ask it the question:
“Why did you not play .." and suggest a different move, The
oonwmwdl&mlrllywwhlﬂnp«ndyoutophymnpty

o it had chosen your suggestod move. (This will not always be the
best move, buat it will be one which the computer consadened

strong enough to courteract your sugpested move.)

To wwe thes fealure:

= Dusplay the “man menu” by pressanyg MENUL

w Pewss >> 1o display “Pay mode..”, then press ENTER
— Press << to display: "Why not-".

« Peess ENTER. The computer now dinects you to “take back” its
last move, which you do by pressing the "t0” and “lrom” squares
in the usual way,

w Carry out the move you wish to suggest in plae of the
computer’s move, The computer will now display its “analyss”, in
the way describvd in section 28 From this amalysss you can see
how you comld bave seplied 10 the suggested move.

« When you have finished inspectiog the analysis, press CANCEL
The computer dirvcts you t0 "tk back™ your suggested move and
“replay” its own move. Play can now continue normally.

i is also possible 10 use the “Why not” feature during the
compater’s thnking time, to ask it how it woukd have replied if
your own last move had boen different. After the above procedure
has all been carmed out, press MOVE 1o psake the computer
rosume its caloulations.

» RATING FEATURE
How Good Is Your Chess? Measure Your Progress

Your computer can estimate how strong you are as a chess player
from the results you score against it Your performance in cach
Fame s revorded < i you want it 10 be — in the form of a “ratng”
number, and the computer will woek out your average rating over
A series of games.

Our special rating system has been designed to enable you to
measure your progress. It Is not an official rating An official
rating can ondy be awanded by a Jocal, mational or international
chiss coganization, based on the mesulls you obtain whwn
participating in supervised chess tourmaments.

How to Rate 2 Game

U you want your performasce in a particular game to be “rated”,
you must carry owt the following procedisne befire starting fe next
l«m

— Display the “main menu” by pressing MENU,

w Keep pressing > of << until the LCD shows “Rating..”.

~ Press ENTER (to enter the “rating” sub-menu). The LCD shows
Rasualt™.

= Press ENTER agan You will now find that if you pecss > or
<< repeatedly, the LCD shows three displays (fashang) in rotabon:
50172, 0L

= W the game was won by White, Press OK when 1407 &
displayed. If the game was drawn, press OK when the LCD shows
“172° U Black won, press OK wien 001 is displayed.

« The right-hand pant of the LCD now switchwes to ", This
shows that the game has been “rated” and cannct be rated a
second time,



You may now wse > or << b0 display two larther stems in the
“rating” sub-owna “Last Gamw™ and "Average”

The number accompanying  “Last Game™  reprosents  your
mdsvidusl performance in the st game 6o be ratixd.

The number accompany ing “Average” s your new overall rating.
This takes into account all previously rated games mclucding the
vew you have just been playving. (It also takes 1o account your
mithal rating which s assessed as 150.)

To ext from the “rating” subs-manig, prress OK (this takes you back
8o the “msae ewwn’ ) Then another press on OK restores nosmal
playing conditives. Of course, the isems i the “rating” sub-menu
can be irspocted again any tume you like,

Your pedormance can only be pwsisured acdiably in games played
under pormal condstions, - which you receive mo special
advantage or help. The computer will not give you a rating for a
pame if:

{a) yous take back any moves;
b) your ask the compater for a hing;
(€] yost interrupt the computer or swap sades with it
{4) yous play moves foe both sides;
e ) you are playing from a positicn you “set up”,

In any of these cases, if “Rosult” is clisplayed, thw sight-hand part
of the LCD will simply show ", and the computer will not
allowe vou 10 recoed the resalt of the game,

Of contrse, you can cheat of you wish, and tell the computer that
you won when really you loat or drew the game, but although this
will give you a higher rating you will caly be fooling yoursell
The ratieg system has been programaned into your computer to
help vou koep track of how your chess is improving, and the best
way to follow your progress is 10 tell the computer the true resall
for every game that you play against it You can then write down
your rating after cach game and keep noles 06 your progoms, o
even draw a graph o show what your rating o alter a certain
snbwr of g,

Rating systenws have been used 10 measure the strength of chess
players ever since the late 19508 ared your computer has a well
establishod rating method wluded in its program, When you win
FAmwes apaust (e computer your rating goes up. When vou lose
ZAmes your rating goes down,

1 the game ends in & draw your rating may go up (if you wese
rated below the computer’s strength before the game started), or
H may go down (f you were previously rated above the
computer’s strength) or your rating may remain the same. The
change in your eating depends on the result of the game, o the
ratieg dafferonce between you and the computer bedore the game,
and on the total thinking times that you and the compubes used
during the game

How the Rating System Works

The basic primciples of the rating system are very sample. Let us
stast by assuming that you aned the computer both use the same
total time during & game amd that you win the game. Since you
won the ganw your rating will go up. The amount that it goes up
will depond upon the rating difference between you and thwe
computer before the game started,

11 yos were rated very masch lower than the compater bodore the
start o the game then the compaiter would be expected 1o beat
you most of the tinwe, =0 you will gain a kot of rating points for
beatang it U you were rated sightly lower than the compater then
you will gain fewer rating points. And if you wene rated higher
than the compuser then you would be expocted to boal 3 more
oftery than not, and so you will gain still fewer rating points for
beatang it

On the other hand, if you lose a game agairst the compater you
will bose ratang pomts. If you had boen rated bedonw the computer
Before the game, you will lose comparatively few ratsng poines i
i beats you But o you were rated hagher than the computer
befare the game, you will kose more rating points i it beats you
Now let us consader what happens if you take much longer than
the compaiter over yous moves (of vice versa). I you take longer
than the compuder then you are. i effect, making younself



stroeggee than i the previous examples because you are thinking
more. The computer’s rating system takes this into account; when
it cakudates your oww raling after a game, it fiest corssders
whether you or the compater took longer to think, and, if so, by
how much, So you will gain extra rating points for winning a
pame o you use bess total thinkisg time than the computer, and
you will gain fewer points for winning a game if you we more
total thinkirg teme than the compater.
What Your Rating Means
The followsng scale andicates vour playing categoey:
If your riting is below 800 you are an absolute beginmer.
Hetween S0 and 1,000 youl are a novice,
Froen 1,000 1o 1200 you are an mntermediate player.
Froen 1200 to 1,500 you ase an advanced player.

Froen 1,500 to 2000 you have the potential 10 become an
expert or master player,

Froen 2000 to 2200 you are an expert player.
Froen 2,200 to 2,400 you are a master strergth player,
Above 240 you are %00 stroag; Sor this computer.
Note that when vou kad new batteries or conmect a power
adaper the computer will reset your rating 1o 1,500 and it will
lake a few games before your rating is steady.
3 LANGUAGE
After you fiest festall the batteries or connect the adapler, the
computer will display its information and messages in English.

You may, however, change the language to Frendy, German oe
Dutch. To do this
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« Dasplay the main menu by pressing MENU,

~ Keop pressing > or << undil the display shows “Preferences "
= Press ENTER (to gain acoess 10 the “peeferonces” sub-menu).
= Keep pressing >> or << until the display shows “Language..”.
~ Press ENTER. This displays the “anguage sub-sub-enenu”,
which contains 4 items:

Englash

Frances

Deutsch

Nederlands

— Kevp peessing >> or << until the requined language is shown.
Then peoess ENTER 1o select it

= Press OK to confiam the change. Two further prosses on OK (or
CANCEL) will restore normal playieg conditooes.
»n LCD CONTRAST

The information on the LCD can be displayed darker or lighter
(e with greater or bess contrast), at your choice.

To alter the contrast:
~ Display the main menu by pressieg; MENU,
= Kevp pressing >> or << until the display shows “Preferences..”.
« Prevs ENTER {0 gain access 1o the “peeferences” subvmenu).
~ Keep pressing >> or << until the display shows “Contrast”,
= Press ENTER (the number on the right “flashes”, The contrast
can now be increased or decreased by repeated presses on >> or
<<. When you are happy with the display, press OK aned the
samber stops flashing, Two further presses on OK (or CANCEL)
will return you 1o normal playing conditions.
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R SWAP BOARD

Sometumes you may findd it more convenient when playing Black
to have the black peeces at the bottom of the board, playing “up
the board™. You may do 50 by selleng up the white pieces ot the
top of the bourd and the black pleces at the bottoo, bat do
remember the rule that the whise quecs starts the ganw on a white

square and thw black guecn on a black square.

When you have set up the pieces = this way, peocoed as follows:
~ Bring the “main menu” onto the desplay by pressing MENU.

— Kevp pressang > or << wnlil thwe LCD shows “Prefesences "
« Press ENTER (to display the “prefereanons” sub-mom)

~ Keep prossing >> or << wntil the LCD shows “Tum Board™ If
s is followed by 7, proess ENTER to display "+ instend.

- After two prosses on OK, you may start 1o play. The compater
will have swapped around all the pleces on s internal board,

WARNING o

When you swap (he board around remember that the square in
White's ncarest, beft-hand comer is always at, and the square in
Black™s mearest left-hand coener & always h8. When Black is
plaving from the bottom of the board the letters a-h are reversed
b on the lef) and the numbers 1-8 are reversed (1 al the top), so
hve Letters and numbers printed on the board do not apply. Alse,
if you swap the board around while in the middle of a game we
suggest 1hat you verify the position before continuing the game.

To turn the board back (so that White plays “up) you follow the
same procedure as above escept that this time, when Tum
Board+” is displayed, your peess oo ENTER switchwes from “+7 to

M SOUNDS

Normally you will beear & boep every time you peoss a key of you
press down oo a square of the chess boand. 1f you press an invalid
by (for example trying o make an illegal move) yos will hear the
error sound

Yo will also lweat a tacking sound wiven the “clock” Is running for
vither White or Back.

You may prefer your computer to operate without its audio
signals. To alter the sound options, do the following:

— Display the main menu bu pressing MENU.
- Koep prossing >> or << until the LCD shows "Preferenoes..”.

« Press ENTER w0 deplay the “preferences” sub-mens. By
repeanedly >> oF <<, you will sev that this sub-menu
contains the Mems "Sound” and “Tickeng™. The accompanying “+°
or "7 shows whether the option s currently switched “on” o "off™,

~ Press ENTER if yos wast 1o swatch from “+7 10 %7 or vice versa.
Press OK 8o comlinm the alteration

w A fusther press on OK (or CANCEL) restores nosmad playing
condMions.

I the “Tickang™ item Is switched “of ", but “Sosnd™ & “on”, the
competer will beep or give its error sgnal whesever appeopriabe,
but there will be mo “dock” sound,

I the "Sound” (tem is switched off, the LCD will show “Errar”™ in
all cases where you would nosmsally bear the error buzz. Press the
cormect key or square, and the game or operaton can be resumed.



35 MEMORY AND AUTO POWER-DOWN

If & gasew bas to be isterrupted, you may proess the ONJOFF key;
the computer then remembers the current position and  all
informution relevant to the gasw, while wang a minkmum of
cureont. After repressing the samw hey, you can samply resame
the game from whene you left off,

IF it s your tumn 80 move and you do ret press a key or move a
priece foe 4 minutes, the computer will turm itself off autcsmatically.
To continwe the gaeme, press the ON/OFF key.

Note that when you are using & “towmament” playmng level (see
sextion 200, the companter will not tuen itsell off if you think for &
bong time, This s bocases in o huosan chess towmament the
players somwtiones think for meee than 4 minuses aver a move,

TROUBLESHOOTING GUIDE

Your chess computer has boon mansdactured and tested 1o very
high quality standards and o is most udikely to have a fault We
Pave found o the past that almost all so-called “fauls™ can be
traced 0 the wer sccidentally peessing a wrong key o moving a
piece to the wrong square, which makes it appear later m the
wame that the chess computes @ not operating as expected.

THEMOST COMMON "FAULTYTO BE FOUND WITH CHESS
COMPUTERS IS THAT THE USER HAS DONE SOMUTHING
WRONG AND, WITHOUT REALISING IT, PUTS THE BLAME
ON THE COMIUTER!

Oftens a “lault”™ s due 1o the user having misussdorstood something
about the way the pivces e,

Just in case your do encounter a probdem when using your chwss
computer we have prepared this troubdeshootiong gubde.

If there is nothing showing on the display and the computer
does not eeact bo any key press or to pressing any of the chess
pheces down on ity square:

1 If yom are using a power adapier make suev that the
adapier is the coreect voltage and polanty, as shown on
the label on the undenade of the compater.

Al ensuee that the adapler s plugged in properly to the
computer and switched on at the mains ((hwck the fuse in

the mains plug).

2 If you are using batteries make swere that they are held
firmly by the battery clips and that the positive tips of the
batteries ane all the rght way mound

11 you have bad the batteries a long time they may have
man domn so try replacieg them,




H the batteries or power adapter appear to be OK the
woenputer may have boen affected by a static dascharge
which might bave coused it to “lock up™. Press a thin
object @ the "RESET hole in the base of the computer and
preess it down frmnly o

If the computer has been playing normally bul then refuses to
make a move

"~

I the computer’s clock is neming ten the compuler
still thinking,. Be patent of you can, or press the MOVE
key and the computer will nspond immedistely with the
best move it has found so lar

11 youur colous symbol (17 o W) s on, tw computer thinks
that you have not made your kst move. Make sure that
the pindes on the choss boand are on the same squanes as
thise i the computer’s internal memoey. You can do this
by using “verify posibon” mode (see sechon 14). I the
paeces all appeas 1o be on the sanw squanes as the
computer thinks they should be, this nwans that it is still
yOur fum to move.

If you make a move but the compuler refuses to accopt it as a

move!

Made sure that you have ccenpleted yous mene by
pressing down on the 107 square. I your move was
castlingg, make sure that you have moved the rook as well
as youir King, 1 the move was an e pasan! capture, make
sure that you have moved the capluseg pawn in the
correct way and removed the captured pawn from the
chess board, If your move was a pawn promotion, make
sure you lave completed the move by (a) pressing the key
correspooding to the piece to which you want 1o proenote
the pawn, and then (0} presseng down on the 107 squaee
a secors] tiee, AT thowe “spvesl woins™ ser dosenibvd ix
secfion 9.

4 Make sure that your move was not against any of the

2 Lok 1o soe il the compuber’s kst move pul you in check
and of so, make sure that your reply meove does mot leave
you in check

3 Look 1o see if your move puts your king in check, vither
by moving the king to a square attacked by an enemy
piece or by moving sonsethang away from a square where
it blocked an attack on your kang by an evemy pasce.

other rales of the gamwe. If in doubt read theough the parts
of section 1 CLEARN CHESS") which could affect whether
your list move s agalrst the rules

5 1f "Set up” s deplayed on the LCD the computer |s o
Tetup position” mede (see section 22) To exit from “Set
up” mvosde, press the OK key. If thw computer resporuds
with ils error burz (because the position on the board s
illegal). you may either mislify the position 1o make
begal, o vl samply Degin & new game by pressing NEW
GAME followed by OK.

1 the computer makes & move which you believe (0 be against
the rules:

| Make sure that the pioces on the chess board are on the
s squares as those in the computer’s internal memory.
You can do this by usiog the “verily” Seatue (we soction
14) 16 the poeces all appear 10 be on the same squares as
the comgputer thinks they should be, this means that
nothing = wrong  but that you have probably
misursdenstood one of the rules (o read section 1 again),
particularly o the computer’s move was a castling move,
A pawn prosction or an o paisin? capture,

2 Press the MOVE key to see If the computer makes a
porenal reply move. If 3t does you will know that the
computer is working properly. Then you can use the take
back” feuture (sec section 17) and make o move ol your
o chooseng to continue the game.

|



If the compater does not wark with the adapten

1 Make sure that the adapter voltage rating and conmxtos
ate the correct type, Compare what s written on the
sdapter itsell with what & on the rateng hbel on the
underside of your compuer.

2 If you still do not know why the adapiter does not wuork,

check with a shop which sells adapters. They can casily
fest 3 for you with & volteseter.

If you do wot heas any sound when you press the keys

Follow the procwdure in section 34 b0 ensure that the
sounds are swischd cen
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INSERTING THE BATTERIES:

1. Place the game face down on
a flat surface and locate the
battery compartment on the
bottom of the unit.

2. Open the battery compartment
door by pressing on the tab with

our thumb and liiting up.

3. Insert six “C” size or LR14
batteries as shown in the
illustration below.

4. Close Ihe battery
compartment cover.

TO ENSURE PROPER FUNCTION :

D0 NOT MIX OLD AND NEW BATTERIES.

DO NOT MIX ALKALINE, STANDARD OR RECHARGEABLE BATTERIES.
BATTERY INSTALLATION SHOULD BE DONE BY AN ADULT.
NON-RECHARGEABLE BATTERIES ARE NOT TO BE RECHARGED.
RECHARGEABLE BATTERIES ARE TO BE REMOVED FROM THE TOY
BEFORE BEING CHARGED (IF REMOVABLE).

RECHARGEABLE BATTERIES ARE ONLY TO BE CHARGED UNDER
ADULT SUPERVISION (IF REMOVABLE).

ONLY BATTERIES OF THE SAME OR EQUIVALENT TYPE AS
RECOMMENDED ARE TO BE USED.

BATTERIES ARE TO BE INSERTED WITH THE CORRECT POLARITY,
EXHAUSTED BATTERIES ARE TO BE REMOVED FROM THE TOY.
THE SUPPLY TERMINALS ARE NOT TO BE SHORT-CIRCUITED.
THE TOY IS NOT INTENDED FOR CHILDREN UNDER 3 YEARS OLD.
THE TRANSFORMER IS NOT A TOY.

THE TOY MUST ONLY BE OPERATED THROUGH A #
TRANSFORMER FOR TOYS COMPLYING WITH CEE

PUBLICATION 15.

PARENT SHOULD EXAMINE THE UNIT AND ADAPTOR
PERIODCALLY, IN CASE THERE IS ANY DAMAGE. THE TOY MUST
NOT BE USED UNTIL THAT DAMAGE HAS BEEN PROPERLY
REPAIRED.

TOYS LIABLE TO BE CLEANED WITH LIQUID ARE TO BE
DISCONNECTED FROM THE TRANSFORMER BEFORE CLEANING.

NG




