TROUBLESHOOTING GUIDE

SYMPTOMS POSSIBLE CAUSES WHAT YOU SHOULD DO
“Tho compuar doos nat react, || - Batteries weak or bad. ~ Roplace batiories
bohavos, erratcaly or
“freozes” = *Sa0 Fig 1.
game
* Stalic discharge or olociical isturbance has | | - Prass AGL key
cased tha computer 1o lock up
The computer refuses to 1 it your tm? (lock a1 he coloslamps) s your | | = s ekl o e wios
acoept a mous of key oo chack? (CHECK arv) Wil yout v || 466 s o Crosa'y. U oo koyato

Freas08 but Kegs sounding
1ho armor beep.

“Tha computer cheats or
‘makes llagal moves.

it your king into chack? Are you irying lo
castis incormecty? (chick the fules) Did you
move the 1ok first whan casting?

« Tha computed is st thinking {color ight
Rashing)

ko compueris e b tow you s e
(porhaps from the last game)

o oo postion, use TAKE BACK 1o
rocansiruct the las! mave

* Priess PLAY 1o inforrupt the (hought process.

+ Press & pleca of th sguare ndicated

+lthas madaa
~En passa

- Gasling (king:sido or qusar-sio)
Pann prometion

+Your bord pasition i not corret, some pioces
havs been Gsplaced.

+ Batiaries are running out

famifiar wilh the chass
" o, 1 T ploca kiys 2 confu th boord
position, usa TAKE BACK 10 reconstiuct the.
st mave

« Verify tha board positon (sea sacton 4.5).

* Roplace batteries.

Tha cormputer will nal play a

+ NON AUTO function is on,

« Press NON AUTO to turn i off, then pross
PLAY.

Chessboard square or key
dobs ot

« Faulty contacts. Check o follows:
ol

lights do nat come on
caroatly

insiol thar,
GAME ke down Whia swiching the compter
on. Pross WEW GAME ogain You can now test
scuata and ey Press tha ACL key fo rehum o

+ Consult Servics Canire if arror persists

ENGLISH



KEYS, LIGHT AND FEATURES KEYS

KEYS

PLAY Executa next move. Pressing this key
when it s your turn causes the computer
1o lay ho st s ot you, peossing
when the compyler is {hinking infermupts
e thought pocess.

NEWGAME  Press to reset to the start pasition for a
new game.

LEVEL Press 1o select level of skil.

STOP PSS S o e e T

current position is saved in
Go Pross 1o swich he compulor on. Play s
resumed a the paint where the STOP

Key was pressed.
Prass to aka back fast move. Up to 34

TAKE BACK
Individual moves can be retracted.
NON AUTO  Used ta enter a sequence of moves.
SETUR Enter sot up mode 1o changa or entar
positions
INFO Press to get advice from the computer
and evaluate current board position.
COLOR calor of piece being
or et up.
SOUND Press to turn beep on or off.

LIGHTS
WHITE/BLACK Side to move. When the compuler is
thinking the appropriate color lamp
5

CHECK King in check.
END End of game.

SET UP. A posiian is being entered or modified.
HORMCICIN 4 S B e e e
INFO 7 suagesiion i given.

FEATURES

1. Pice keys Use to choose promoted pieces, verify
board position and set up new.

2. Sensor chessboard each squars has a sensor that

3. ACL swich (1 bmes of sal)

. Board lamps tha computar uses these lights fo
indicate game moves, uubm L i

which move it s cansidering. They are

verify the board positon, Ioc.splay " el of sk
and o mmuy evalualion of board position

S

Socketfor mains adapter

aw




1. INTRODUCTION

Your chess computer is a unigue chess partnar. Its
slrong program gves you a great game whether you are &
beginner or just want (o improve your skill

11 Learning chess the easy way

Your chess computer lets you leam chess and practic
the easy way. As you learn 1o play belier chess, (ake on
the challenge of higher and highe levels of chess.

The Chess Rules
Remember, your chess compular Knows the rules of

castling, en passant and staio-
maie. Somotimes it may appoar fo

ith the game. we.
brief overview of the rules (Rules of
(Ghess), Addifional information may be found in your

local Rbrary, which is sure 1o have several books on
the subject

2. GETTING STARTED

Your chess eomputer uses advanced single-chip
‘microcomputer technology and gives you up 1o 60 hours
of play on 4 AA/RG/AM3 alkaline batteries. Open the
batery companmant and nset he btisnies as shown in

Sﬂlupﬂh Ehenpin iR i ol e

55 G computer i now to play a game
against you. I I fais 1o react propery- somellmes slalic
discharge causes i to “lock up” - use a pin or ofher
pointed object fo activate ACL switch located in the base
of the set. This clears the memary and resets the com-
puter.

2.1 How to move your

“To make a move first press down on the piece you wish
o Move, You il hear 8 short edr. lace the lece on s
desiination square and press cown again. You will hear @
second beep and ihe computer begins fo compute fis
reply.

2.2 How the computer moves

The mmoule- mmm is own moves by sounding a
double beep n two lights on the side of the.
«l essboald Thsse!lths uﬂ\wﬂ! the horizontal row and
veriical column of the piece the compuler wishes to move.
Press fhis piece down on 4 square. The computer now
shows you where the piece mst go, Move the piece to
the square indicated and press down 1o compiet the

B

The computer wants to move the King's pawn from &7 1o
65, Pross it down on o7

It wants to move it to 5. Place it there and press down

2.3 Special moves
n Capturing you only have 1o key in the move of
the capturing piece.

et Rl (sl Ko T it i
romind you to mave the

promote a pawn {he computer vell wani 1o
know which pigce you choose. Press a piace key (botiom
row) to tell it which piece you want. Whan the computer
PrOMGles you must press the piece keys 1o find oul which
piece it has chosen,

In the above posilion promoling a pawn to a Glueen
would be fatal - Black can daliver immediata mate on 61
S0 White should promote the pawn 10 2 knight, forking the.
black king and queen. This is fiow to do It press the pawn
donfy v itk e ik, press i down here snd
repiace it with a knight. Press the Knight key 1o el the
computer what you have chosen

2.4 Capturing “en passant”

Many beginners are nol familiar with this rule (which
was introduged info chess in the 15th century). Capluring
“an passani”is when a pawn is n the 5ih raok.

Enemy pawn crosses the Sth rank (because of its abilty 1o

maove 2 squares on ks first move) men lhs pawn may act
awi e @nemy pawn had only @ squars and
capture it an passant. This can ﬂnly o doe on the very
next move.

In the above posilion Black has just tned to avoid the
capture of his pawn by advancing it two squares frorm o7
to o5



White can camurslha Rk o passant by ok s
pawn from (5 ta e6. The compuler will ahways remind you
to remove the caplured pa mmemrd

2.5 1llegal moves
f you atfempt fo make a mova that s not mmmd by
the rules then the computer will refuse 10 acoapt L. You
wil haar an error beep (high-low) and the board lighlg wil
stay on, showing you whert the piece you are tring 1o
Mave Gama from. You may place il on a legal square or
on the ariginal square and move another piece. You wil
also hear ihe error beep if you do not execute a computer
move corractl, or if you préss an improper panel key.

2.6 Check, Mate, and Draw
Whaa the computar puts your king in eheck the
‘CHECK light will go on. If a game ends in checkmate the
END light will go 0n s well. The END ight alona means
at the game is a draw.

2.7 Taking back moves
To take back & move simply press TAKE BACK when it
I8 Your en 1o play. The

by showing
‘whera they came fram. You can take back up to 34 indi-
vidual moves (17 for each sida).

28 Changing sides
it at

wilh the compuler you may do s0 bypms\ PLAY
insiead of making your move. The computer will make the

include lavels for casual play, tournaments, speed chess,
analysis and problem solving. Remember, iat just like 8
human Being tho camputer becomes sironger when it has
more time to think aboul ts moves.

Any lovel may ba changed at the beginning or at any.
time during a game.

How to change levels

When you prass LEVEL the ights on the side pane!
il gl the lavl cirrnty sot. Kosp pressing
LEVEL unti the lovel you wantis displayed. Press
COLOR lojum 8 ovtis o1 2 . For example if
you ara in level A3, press LEVEL. then COLOR, to
Jump io B3,

3.1 Levels for casual play

These times are averaged over a large number of
moves. In the apening and {he endgame, the computer
tends to play faster, but in tactically complicated
middlegame positions, may take considerably longer on
individual moves.

Casual Levels Average Time per move
At 1 second/move

2 minutes/move
3 minutes/move

Infinite - will search untll interrupted

next mave for you and for the other
side. You can change sides as often as you like, You can
even pross PLAY after every move and make the com-
puter play the entire game against tsaf.

Playing a game with the black places

1 you want ia play & game vwith ihe black pioces, first
61 those up at the battom of the board (the side
neares! 1o you). Now press NEW GAME, COLOR
and PLAY. The computer wil make the first move for
White, moving down from the 10p of the board.

2.9 New game.
To start a new game press NEW GAME and set up the
pieces in the starting position.

2.10 Game memory
You can intésrupt a game at any stage (even when the.
computer s thinking) smply By pressing STOP. Phy

1+ The compular il remember’ he pogiion bl il
0 24 months and ba ready to resume play when youturm
it on again by pressing GO. The level and all other param-
eters will remain unchanged.

3. LEVELS OF SKILL
Yaur chess computer has a fotal of 64 skill levels which

On thes levels, the compuler plays a certain number
‘of moves in a given amount of time, atiemating 1o mest
the so-called “lime conirols” at specific points i the
Sams. Thi o scachy eéid nepreta i huan iourna-
ments. At the ime coniral, the arbiter chacks to se

Whathar bolh playacs havs somplolod the roauired nun-
ber of maves. If one of them hasa', that player (oses the
garme.

Toummm levels.
40 moves in 80 minutes.

c? 35 moves in 105 minules
c3 40 movas in 105 minutes
c4 35 moves in 90 minutes
cs 40 moves in 120 minutes:
C8 45 moves in 150 minutes.
c7 50 moves in 120 minutes
c8 40 moves in 180 minules

3.3 Sudden Death Levels
tourmnament form that is rapidly gaining popularity is

ane which requires each piayer to make all his maves in a
certain amount of time, ragardiess of the number of

wes in a game. If one side runs Gul of time without
checkmating the opponent, that side loses the
These toumaments are sometimes referred (o a3 a sud-
den deaih. The game may be ferminated if it is a technical
draw (e.g. insufficient material 1o mate ) or f Boih piayers
Agres 1o a draw.

ENGLISH



On Lavela D1 1o DA, e cempllr i 1 contietaai
e gl m
dually

inan allemp 10 stay within D Shocaied time

Bugdca Doath Ievais

inulesigame

w tosigame

b3 15 minutesigame
D4 20 minutesigame
D5 30 minutesigame
o6 45 minutes/game
o7 B0 minutesigame
D8 90 minutesigame

3.4 Beginner levels

1f you ate a beginner or a very casual player, you might
find that tha computar is impassible to beat using any of
the nommal playing levels. Itis very frustrating and dis-
couraging to get beaten e sl et
having a chance 1o try out ai I plans.
Therefoe, Chess computer has el special Bagimner
Leval, On Levels EX.E5. e compule plays imcat
instantaneously on each move. This
puter from using its full pawer, and makes \tmm for

6ven a boginner 1o win occasionally. Level E1 is the
easiast, and the compuler's playing strangth increases.
Grechily v gt Lvel B2

Beginner Levels

Ei 1 3

E2 2 seconds/move

E3 3 seconds/mave

E4 4 sec00ds!

ES 5 seconds/move

S6Conds/move

E7 7 seconds/move

EB 8 seconds/move
3.5 Mate Search

If you have a position where there may ba a mata and
you want tha camputer to find it, set the computer on one
of the Mate Search Levels. This computer solves mates in
Up.10 8 movas, Mates n 1105 s usuialy found rliely

present of :v
‘mate, i will sound the eror beep.
Change fovels 1 (e 1o normal pay

Fi Mate in 1
F2 Mate in 2
3 Mate in 3.
Fi Mate in 4
FS Mate in 5.
F& Male n 6
T Mate in 7
F8 Mate in
.6 Training lovels
levls the Gomputer searches to a fixed dept

{looks ahead a certain number of moves). On Levelm
for example, it looks at afl continations up lo 12 ply (a
“ply” is @ move for sither side). By the same token, on
Level HB, it looks at all passibilities for the next 16 piy (&
moues for each side).

Note: In conain circumstances (Caplures, promotions,
#16.), the Gomputer laoks beyond the fixed depth ply.

Training levels

&1 Search depih: 1 ply
G2 Search depih: 2 ply
G3 Search depin: 3 ply

G4 Search depth: 4 ply
G5 Search depth: 5 ply
6 Search depth: 6 ply
54 Soarch dapth: 7 ply
=] Search depth -8 ply
Hi 9 ply
H2 10ply
H3 11 ply
Hé. 12 ply
H5 ply
HE 14 ply
HT 15ply
HE : 16 ply
A chess problem

by Samuel Loyd (1867)

White to play and mate in three moves.
Entar this position (as described in section 4.7) and set
level F3 o higher. Press PLAY. In a few seconds the.
compurter wil show you the solution: 1 ag=B:
{inderpromton o 2 shop Ty o defenses

L Kf8,1.... so0 how White mates
o the e

37 Instantaneous replies.
Allimes given fo the diferent Ievet] of skill are aver-
of mo

lhaﬂagc of mcgams NS bactal s oty o
position, the compuler may take cansiderably more (or
Jess) ime on vl movee.

hava just made a move and the BLACK light s
nammg (o oo WHITE 1 he computor o siaying wih tho
hite i) this means that the computer is thir
e beginning of a game, however, replies il bo instanta-
neous on all levels. This is because the compuler s

playing maves that are stored in its Openings ook It
knows. & grem deal about am ammm that choss.
liscovared over the centuries.

Evenin the middle game you may be surpfised to find
the computer very ofien replying instantanacusly to your
maves. Thera is a very good reasan for this: white you are

pandsring over  move tha compalar is not idie, it ries m

moves the compuler considered, then it does not need 1o
think any furiher. It just plays the mova it has already
‘computed— instantaneously.

3.8 Interrupting the thought process.
If the computer is spending toa long avar & move
con inarrupt 1 by preasing PLAY which wil couso 1o
‘compuning and piay the best move it has found o
(ar This featurs is ospecially useful on level BB (analysis)
puter will go on thinking until you infar-
ipt il by pressin gPI.AY— 5 there i only 0ne Move
it can play or it finds @ forced mate.
On ihe Male Search Levels, pressing ENTER does not
cause the computer to make @ move. Insiead, il sounds
an error beep to indicate that t was interrupied befora it




found & mate. To continue your game, switch to another
playing level.

S0 ploase remember...

Prass PLAY whan the computer is fhinking to inter-
rupt the thought process. Press PLAY when it is
your furn to play If you want 1o change sides (see.
section 2.6)

you the best mawe it has found s far. Nole that the INFO
fight is turned on.

Il you press INFO a second time (while the computer is
thinking) the lights on the lefl-hand side of the board will
show you what it thinks of the current position., The eval-
aion i on a scale of 1 o 8. This is how to interpeel the
display

4. ADVANCED FEATURES

Wihat we have sean 50 far is enough 1o give you count-
less hours of plaasura with your chess compuler. You can
play straight games against it, correct mistakes and adjust
he level of skil 1o maich your own. But thare are many
Gther things iné computer can do thal make il even more
fun to use. This chapter deals with each of tham individu-
ally

4.1 Non Auto

Normally, as so0n s you have made a move on the
sensar board, the computer immedialely begins 1o com-
Puts its reply, But there are silualions in which you just

its own accord. Or you may want 10 force it o play a
certain continuation in arder to understand a complicated
ition.

In such cases just press NON AUTO. This puts th

mpuler into a special mode in which it will not compute
a reply, but only keep track of the moves you enter, mak-
ing sure: that they are legal. To return to normal play prass
NON AUTO a second fime,

Note: While you are in NON AUTO mode the NON
AUTO light &5 0n. Pressing NEW GAME always cancels
1he function,

Playing through master games:

One vory inloresting use of NON AUTO is to study
master games. You can piay through the Werid
Championship games, or famous games you find in
chass boaks, o fect Yol un games agarst.
Nﬂﬂﬂ! df H’l! aompww NON AUTO mode. When-

o 0 e e e
xmuysmr it the computer, press PLAY. It will
compute and execute the next move

4.2 The computer as a referee

The NON AUTO mode has another important use.
When you gamem:nzln.ms press NON AUTO.
and then play the game on he sensor board, The com-
polor il act 25 8 lere and acisor. il protest
anyone makes an llagal move, and If sither side needs
help he can aiways press PLAY and get some advice
from the computer.

4.3 Information from the computer

Would you like 1o know what your elecironic chess.
partner is doing while il is computing a mova? Well, your
Kasparov chass computer will gladly tell you, giving you @
wealth of infarmation on its “ought process”. It will shaw
you which mave it is presently considering and its evalua-
tion of the current position. This is not just of pas
interest - it can help you to leam mare about the game.

Press INFO while the computer is thinking. 1t will show

‘Whita has a winning posilion

Wnite has a clearly betler position
Whie has an advant

The position is balanced

Tha position is batanced

Black has an advantage

Block s il botar posiion
Black has 9 winning positio

P T ]

in watch the evaluation change as the computer
Inoks more desply into the position.

Note that the INFO display (best rove or evaluation) is
B

0. You
mm ||lr|s . Ty Nascllot o ot wealoble n Miale Sagen
‘as computer use different search algorithm.

An experiment with INFO

Prass NEW GAME aru NON AUTO, and fhen enler
ing moves; 1. e2-ed e7-e5 2. Ng1-{3 d7-d6
S Birot et Nb1-63 BeBgs, Now sel the
ot loleval B ani feass PLAY P N O
and waich how the computer keeps changing
mind until it indls & really good move (5 Mumau
You should sho press INFO agai o s how the
inges. ment wilh the posiion fo
Hepere e o B
afior 5.Ni3xeS. If you plays. Bodxd1 for Black the
compuler will immediately show you the reason!

4.4 Advice from the computer

ing & game you may reach a position in which you
can't think of & i i LR
puter will suggest a mave for you, using lights to indicate
That this is only & suggssbun,vun ‘can accept its advice of
play any other move you l

Use of INFO

While the compuier is thinking: Press INFO for “best
move sa far” . Press INFO again for avaluation.
Press INFO a third tine to cancel display. Whe il is
your et move: Press INFO fo geladvice rom

1 computt

48 Veritying the board pasiton
M&ymllmssha;w you have upset the
n the board or hrme n!har reason are nol sure
el the posilon & corect. n Such Cases you can aiways
ask the computer to show you the proper location of each
piece.

This is wery simple, Just press 006 of the piece keys.
The computer wil use the board lights to shaw you where
that piece is lacated on the board. Press the same piece
key again to find further pieces of the same Kind (an error
bebs ngicates thal hers are o more o the piecs

lacied). You can check other pieces by pressing the
appropriate piece keys, in any order you ke, To change
colors press COLOR. Watch the WHITE/BLACK ights to




make surs which color the pleca is.

4.6 How to change the board positio

This, too, is very easy. First press SET UP 1o put the.
computer into set-up mode (Ihe SET UP light is tumed
an}. You can now remave or add pieces at wil

- Toremove a piece simply press it down on s cur-
rent square and remove i from the board,

- Toadd a new pieca first select the color (by pressing
COLOR if necessary). Now press the appropriale
plece key and press the new piece on an empty
square.

Make sure ihat the WHITE ar BLACK lights correctly
indicate the side to mave next before you retun to normal
piay by pressing SET UP again.

Try the foliowing exparimant: Press NEW GAME and
SET UP. Now press the black queen down o ifs

agains! the computer (it will be playing without ifs queen).
Try adding a second black king to the position. Tha com-
puter will refuse to play tha game, since the position 15
eg:

4.7 Setting up a special position
I you want 1o 56 up & spocial position which contains
only a fow pieces, then it is betier 1o start from scratch.
Pross SET UP and NEW GAME. This clears the board of
pincos. You can now enler the position a3 described

Example: To sel up & position with white king on E1
white rook on A1, black king on D5, and black rook on B2,
first place the piaces on the board. Now press SET UP
and NEW GAME to clear the board. Press COLOR (if
necessary) 1o lum the WHITE light on. Press the king key
and then press the white king down on its square. Press
the rock key and then the while rook on its square. Now
press COLOR to tum the BLACK light an. Press the king
key and press the biack king on lis square. Press the rook
kay and then the black faok on its square. Press COLOR
(WHITE light on = Whita to move) and SET UP fo returm
10 normal play.

Note: in the above posilion the computer will permit
castling, If you press PLAY it will castie and capture tha
black rook on the next move.

‘When you set up a position, make sure that the posi-
tion s legal before you leave SET UP mode, alhenwse,
thare may be an Unprediclable resull.

5. TECHNICAL DETAILS

5.1 The ACL key
‘Computars sometimes ‘lock up’ becausa of s
dcharge of sorwe cthe eleciical dtlrians. 18
happens use a pencil to activate the ACL
of the cabine! for a few seconds. This. rlsalslhs mmpmar
and clears its memory. You can also remove he balleries
& minule 1o resel the compater.

5.2 Care and maintenance

‘Your computer is a precision electronic device. Do not
sbject it ta fough handsing or sxo::sa itto extreme tem-
peratures or moisture. Do not use chemécal agents (o
clean ihe set a5 these may damage the plastic. Weak
batteries should ba replaced promptly as they mighi laak
and cause damage to the computer.

Non-rechargeable batteries are not 1o be recha
Diffarent n,p.sufmuengs or new and used bafleries

are not to be mi

Gl batteis of e same or equivalent fype as roc-

ommended are 10 be used,

Batieries are (o be inserted wih the corect polarity.

batteries are to be removed from the Ui,
‘The supply terminais are not 10 be shorl-circuitod.
Use alkaline o zinc carbon balteries only.

This unil s not intended for chidren under three years
old. To ensure ihe safe operation of the unit, tha trans-
former should be regularly examined for damage o the
cord g anclosur o oifr pans, i s sueatol any

transformer must not be used with the unit
unti the rm-u nas been rapaired by qualified service
personnel. When cleaning the unit with a soft cloth, the
unit must be disconnected from the trangformer first,
Please nole thal anly he recommended transformer
shauid be used wilh the unit, and the transformer is not a
foy.

LA Tecknlcal apeciicatons
IHz
LED larnps: IG red color 7 green

Keys:
Powar consumption:

Bl e ook i mnsnma 11.5V)
Iite:

Battery up ta 80 hours (with alkaline
batterigs)

AC adapter plug: 9V DC at 300 mA with 2.1 mm
10¥5.5mm 0D
=== 15

Dimansions: 335 x 252 x 37 mm

‘Weight 1,05 kg (without batteries)

Saitek reserves the right to make technical changes
without notice in the interest of progress.



