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KEYS, LIGHTSAND FEATURES to plây the next move lor you,
press ng t  when the c0mpuler
is lhink nginlerruplslhelhought

Allows you to pây Black up the

White/BlackmenandOueens;
used to verify and set !p board

Allows you to set up a special
posi ton. add or remove pieces

Press to restarl at the nitia
pos I  on

Selecl  pâyinq strenglh 10 10)

Press once lo lorce the com-
Puler fo accepl moves wilhout
replyrng lo them; press a sec
ond t me to return io norrnal

Keys
1 G O

2. STOP

3. INFORMATION
MOVE

4 INFORMATION
DEPT}I

Press lo turn computer on

Press to lurn computer ol{
and slore position in mem-

Shows move under consid.
erairon; quick rnove sug.
geslrof

Shows depth ol search

Shows how well you are
oorng

Press lo lurn sound oll oron

Retracts lhe lasr move (up

Execule next movei press
ng this keywhen i l  s your

lUrn causes lne compLtler

9 SWAPSIDE

10. Piece keys

1 1  S E T U P

12. NEWGAME

1 3 .LEVEL

NONAUTO

6

7

INFORMATION
ÉVALUATE

SOUND

TAKEBACK
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LitIhts

15 SensorBoard

20.Man

21.Que€n

22. Whitei Black

23. Board llghls

Indicâlssthatthê MAN k€y has
b€on pressed whsn sstting up
orverilying a posillon orwhen
a rnan is involved in taking back

Indicates thal the Que€n key
has been prcssed when set-
ling up or verifying a position
orwhên a Queen is involved in
laking back a move

Shows side to rnovei whenlh€
computer is thinking, the cor-
respond ng light tlashes; aso
lsed lo show color of pieces
when setting up or ve lying a

Indicâte movesiâlso used lo
ve ty board position, sel lhe
level olskill andshowinlorma-
lron on dêpth, evaluâtion ând
move under cons deration
Dames piece companment
ACL switch (in base ol set)
Battery cornparlment

Each square has a sensor
thât registers piece move-
menl (i.e,when you press
a prece oown on a sqarel

Indicates SET UP has been
prcssed once; wnen onj
pieces can be added or
removed lrcm the board

Indicales a move is being

When lit, lhe computer
accept s moves lrorn bolh
sides wilhout replying

Indicates when computer is
prov ding lnfomation onlhe
depih of search, pos lion
evalualron or displây ng the
move under consideration

l6.POS|T|ON

19. lnfo

17 Take Back

lS.NonAuto

Feafures:
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INTRODUCTION

Your Saitek Compact Dames compuler is an
easy-to-use, pocket eleclronic game lt uses the
làrêsl  r  cpn\or Iec\noogy ârd el l icent.  o! ,
power eeclro_cs. Tho corrpuler àulorêt icêl
regislerc your moves and uses 20 lights on lhe
edgeofthe boardto indcate i ls own moves. The
Dênes playrrg p-ogrd^l s vary srrolg al ic lop
eve in 1 987 it wâs the World Com puter Dames
champion - yer it also has â beginner's level. and
n'ne eves lo s- i l  no" adva..ed players
I operales on three AtuAl\,43/R6 batteries and ls
onq le'r r.errorv heeps ûe.as oosnior ol an
nteffupred gâme lor up lo 18 monlhs.

1. THEGAME OF DAMES

Each side has 20 men lhal are placed on the dark
squâres ot the first lour fows ol each srde, the
l ,gn..oo'ed -ren (Whla)Lloserr lo voJ 

- t 'e

object ol ihe game is lo caplure all the opposing
mer (renove rhem l.orr l\e board) o o bloc.
lhem so lhal they arê unable 10 rnove.

When playing aga nsr the cornputer yo|] norma ly

have lhe men on lhe side nearesl you and can
make the lirsl move.

1.1 Movingthe men
Al men move diagonally ioMard onto ân âdlacenl
square. Each side lherefore hâs a choice ol nine
nroveson the iùsl p ay. Play a lernâtes, one move
per tLr ln (see i ig.  1).

l .2Caplures
lvlef are captured by the shon leap diagonâlly
toMard orbackward over an adjacenl enemy
man to an empty square lmmedialely beyond.
The captLrred man is removed lrom lhe boad.

[ /o o |1a. o ecaplu ecaloerède nalrr ' i ' lhe
situâtion permils. Capturing is compulsory. The
player can choose belween alernalive câpt!res
w-er rhe -Jrberol  . r lÊr caplu'ed.n àcaquence
ts the sarne otheMise the largesl caplure
sequence'rJqI be c"o,e1 l l  a l lpr nahi_g one or
more caplures a ludher capture is possible, then
this must be made. In llg. 2, While has lwo
posslb ecaptures(49 40or49-38). He musichoose
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49-38as lhis also âllows rhecaflure otthê enemy
man on 33. Once at 29 he must continue lhe
lârgesl capture soquence viâ squâre 18 and 27.

ll âplayer overlooks a captLi€ and makes ânolher
move, the opponenl cân eifterdemand a correc-
ton or l€t lhe mov€ stand. You'corpuler never
overlooks possib€ captur€s and Inssts lhal ya-
complel€ the correct mulliple capture sequence.

1.3 Oueens
When a mân afirvss atthe asi rowon the opposite
side ol the board it becomes a Oueen. R€place
lhe manwilha Queen Oiece. ll lhe oiece arrives
atlhe opposile side as a result of acapture, he
musl complete all poss,ble câptures as â man, ano
is not promol€d.

A Oueon moves and cepru res diagonâlly forwa.ds
o'backwerds ânynumberotgquares. TheOueen
can jump over and caplure any €nêmy piêce on a
diagonal provided th6re is one or more squareson
lhê olhêr sdeofthe caplured man to land on. The
largesi caplure ssquenc€ must âlways bê cho-
sen. A Ousên rnay change l.on one diagonallo
anolher during a capture sequence.

In lig. 3, one of many capture s€quencas lo be
consideÉd by While is shown by the dottêd line.
Th s sequence is illegal, as il leaves one man on
23, Tho coffscl longù sequencg, shown by lhg
solid line, captures all men.

Captured m€n âre removed from lhe boad only
aller the caplure sequônce has b6en compleled.
Fig.4shows a sequ€nco ol Oue€n caplores, The
man at 23 cannot be taken because 29 hâs not
been removed. The black Oueen will now iall to lhe
man on 23,

1.4Thêond of the game
Thê w nnêr ol the game is the oô€ whose oppo'
nenl either has no more pleces orwhose pieces
are blocksd and have no mors lggalmoves,

A game is consid€red a dfaw wh€n onê sids has
onê Oueen only and lhs other sidê has threê or
l€ss Queens and a win is nol achiêved wilhin 10

(Nole lhat in lhis situation the computerallows you
lo conlinuô playing il you wish.)
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2.GETTINGSTARTED

Sometimes yourcomput€r may appearlo be pay
ing irregularlywhen in lacl rs obeying the rules. tl
you gel sltich. always chsck lirst lo see 'l anolher
capture s possible. ll in doubl, you can always
idenlrfy lhs lorqesl capUre seqJerce by dsk1g
lhe computer (press PLAY).

2.l Battedes
Ihe corroLle' requires th ee slandard ANl3 F6
AA batteries, Werecommend the useoiâlkaline
batteries. âs lhey provide à longer playrng lrm6.
Remove tho cover ol lhe batlery comparlmenl and
insen lhs batteries as shown in iig. 5.

When you I rsl switch the computef on, the tights
llash sequentially. Press NÊWGAME.

Nolei ll al any time you encounter diiticuliies in
gelling lle compuler lo rêspold lo yoJr Îlovês.
you may clea ils ne'nol by pressing the ac_
hey for à l€w seconos to r€set Ine compuler
{âclivale this key ât the rear ol lhe cornputer wth
a pointsd object, e.g. a paper clip).

Ouickslsrt
1. Press GO 10 switch on lhe compll€r.
2. Sel up pieces-while piecesclosesl lo you.
3. PTeSSNEWGAME.
4. Enler rnovss as described below.
5. Press STOP to swich the comput€r ofi.

2.2 Making moves
To make a move, pressdown on lhepiece youw|sh
lo move llhis is ils 'FROM square) lhen place it on
ls desrinârior square (lhe IO sqLare) and
press down again. Each rime you p'ess a prece
you should hêârashon beep. l lyouchangeyoul
mind beforê putling the pisce down, replace it
with a press on its FROM square.

Wher you have enrc'eo a nove. re BLACK lrgil
begins lo ilash. Indicaling lhal lho compuE
is workrng on 'ls reply When ilhas dscided what
to play, itindicatesthe horizontal row andvenical
column olthe piece lhe compuler wishes to move
Pressthe pi€ce down nitssquare. Th€ computel
now shows yoJ where lhe p,ece muslgo. Move
lhe pece lo lhe squars indicâted and press
il down lo complete the move.

T
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2.3Specialmoves
Promollon: A man automaticâllybêcomesa Queên
when il reâches the other side, unless has
lurther caolures.

Capluæ3: To make a caplur€, pr€ss down on ths
capturing piece, jump ovsr$ecâplured man and
pr€ss down âgain. Now remove lhe captur€d
pigcê (lherc E no ne€d ro pr€ss rh€ captur€o
pi6ce square). For a multiple capturc, now jump
over the next piece and press again.

Compuler captures work In lhe same way,ll mul.
liple caplures are possiblê, lhe lights indicate the
moves of lhe capluring piece unttl all poss|ble
caotu@s have been comolot€d,

lf a Qusen cân êapturê lwo pi€cês, separated by
lwo or more squafes on lhs 3ame diagona
il musl jump over lhê lirsl piece and land
immgdiately adjacent to the next piece bêfole
continuing ths capturs 5êqu6nce-

Where a capture is lollowed by a change in
direqion, the Oueen musl land on lhe souare
common lo bolh diâgonals belore continJing
thê move. (See Tig.4.)

2.4lllegalmoves
ll you attempt lo mak€ an illegal move, the
computer sounds an sfior beep and rsj€cls lho
move. You can check that the move has been
reject€dbylookingalyourcolorlight,n/hich rsmains
on. This indicales il is slill your tum lo movê.
Wh€n you do nol col|eclly cûmplste a multiple
caplur€ sequence, lhê computer kêeps lhê
FRO[,4 squa'e s laÎlps or. To corecl the move,
replaco the pieces wh€rs lhsy wsrc and prsss thg
FROM squaÉ. You may now reslart your move.

2.SGamesignala
When either side wins, your compuier beeps iour
limes in a row. Your compulsr is nolfamiliârwilh
lhe draw (by lhrge-lold repetilnn rule or b,
insufficient malerial) so il lhis occurs vou must
claim a draw yor.irs€ll,

2.6Nowgame '

To starl a new game, press t{EW GÂlrE when it is
your lurn to move. The l€v€l sgtling remains un-
cnangeo_

50



0
1
2
3

3.LEVELSOFSKILL

Wh6n playing against the compuler you may set
ils l€velolskilllo suilyouf playing abilily. Therê are
11 leveis,
Th€ lirst four ars designed lor câsuat play and the
âveraqe rêsponse line on each level s as loltows.

Lev€l Àverag€ response tlme per |novo

The next six levels are torlournamenl play:

4 8 minules torthe €nlaregame
5 15 minules lorthe snlire game
6 65 movss in 60 mihutes
7 65 moves in 90 minutes
8 50 moves in 90 minutes
9 50 moves in 120 minutes

The ast is a specialleveli

10 Inlinite Level
lTfe corrputêr goes on lhinkrng unlil you
inlerrupl it (by pressing PLAY) or it runsout
of memory. In complical€d positions this
can take many days,

3.1 Changlng the l€vel
When you lirst press LEVÊLthe comput€r be€ps,
and lighlson the right ol the board indicetewhich
level is sel. Prsss LEVEL repsatêdry unlh rhe tight
cofiespondslothe level you wanl, The levelmay
be changedat lh€ b€ginning oratanyl imê du ng
a game (but only when it is your lurn lo move).
ll you sloppressing LEVEL. atlertwo secondslhe
compuler assumes you- have tinishêd selecting
lhe level. lt lhen beeps and returns to normel.

51

beginnêr level

2 seconds per move
5 seconds per move

In these levels (sxcept 0) the computer |s pro
grâmmed lo try lo anlicipate verious movss vou
mrghl mak€ and lo câlrJlalê tls rssponses fo'
each otthemwhileyouarelhinkang. Thusyou may
very ottel g€t an Instant response ro you. noves.
Th6 above lrm€s âre averag€d lor nonrnstanl
moves so lhal lhe compulgrgêneraly plays tâster
ov€r a largs number ol moves, Ptêass note that
lhs âverage time on Indvdual moves atso de.
oeids or lhe siâge of lhe game a,rd i^e tacticdl
complextly oi lhe cufienl posilion.,

i)
I
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4.MOFEFEATURES

All the things we have seen so farare enough lo
give you counless hours of peasure with your
compute YoJ cal plây slraigl-l ga Îles aqa nsl
correcl mislakes and adjust the level ol skill lo
malch your needs. But there âre many other
liirgs lhe conprter cân do lhal nake rl eve'r
morc iun to !se. This chapler dêâls with these
lealures indiv dually.

4.1TAKÊBACK
When I is youriurn io move you may lake back
(erâse) lhe âsl  one. Iwo o evel up lo sx py
(moves)by pressing TAKE BACKeach I me. The
computer lightslheTAKE BACKlamps and shows
you wTicT pece to nove: pressr l  ârd prck I  ut .
Then rl shows you wl-ich câplureo preces to
replace, iJ any (pressthem on their squares), with
two lamps ior the square and two for the piece
(WHITE or BLACK, OUEEN or À,4AN). Finally lt
showsrrre FFO[4 squârê olhe piÊce ol he mov€.
Press t dow'): ll'e TAhE BACK lamp goes o,rt ll
yoL gel strck. first p.ess lhe sqLarês indicaleo
unlil lhe TAKE BACK lamp goes out, then check
where the pieces are (secion 5.2).

4.2Changing sides; move suggestions
ll you wish to change sides (i.e. coors) with the
compuler, pr€ss PLAY insleâd ol makirg your
move. The compuler plays the next rnove Tor you
and you can go on playing lor the other side.

You car cha,ge sdes as otter as yor, Ike during
thecoursêoi âgame. You cân ev€n press PLAY
atlerevêry nove âîd rrâke lhecompJter play an
e,lire garre againsl .lsell. The PLAY key is
especially usefu when yoLr need help and wanl
the computer to suggesta move for you, orwhen
you wish lo identify ihe argest capture seqlence.

ll yoLr wanlto play Blâck up the board, press NEW
GAME, SWAPSIDESand PLAY. Your computer
rnakes the lirst move as White is play ng down the

4.3lnlefiupt
When the computer is th inking (WHITE or BLACK
lig"l flasiingl you rray llerupl ir by pressing
PLAY. Thiscalses it to stop computinq and play
the best move il has lound so lar.
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4.4lnformalion evaluale
You cen see who is winning according to lhe
compuler ifyou press INFORMATION EVALUATE
whilelhecomputer is lhlnk ng about itsmove. The
evalualion is display€d on lhe row ol lamps at the
bollon ol lhe board. From lhe players porrl ol
view lhe iunher lo lhe right lhe lamp is, the betler
the posilion. see table.

Lamp Meanlng

(left) very bad posllion (ior lhe ussr)
signilicanlly less men
ofie man less
positionâlly bad
slighty inferior posilion
s ightly bettsr position
posltionally good
one man more lhan thê computer
many men more than lhe computer

(right) very good position

4.5lntormationdepth
While your computer s lhinking, yoLr can press
INFORMATION DEPTH losee how maîyplydeep

lhe compLter has calcrrlared so far. One ol lhs
lamps to the righl ol lhe board shows the number
(lrcm 1'10, whsre 10 means l0 or more ).

4.6Informalion move
To see w'at nove lhe corpLler rs corsiderinç
press INFORMATION MOVE. The coordinaie
lâmpsllash firs h€ FBOM squâreand lhen lhs TO
square allernalely.

4.7 Non aulo: speclal opening9; plây wlth â
tri€nd

YoJr compJle. has â speoallunclion |hât âllows
you 10 enler moves or to lorce the compuler lo
playâ cenan cont inuar 'on. Prsss NON AIJTO.
you rnay now enter moves atwill The compuler
kêops lrack oflhê board poslion and makes sure
that lhe movesare egal.  Torêlumlo normalplay
pfess NON AUTO a second lime.

Would you like to lry a special opening? The
lalesl theory? Press NEW GAME andset uplh€
lren. use NONAUTO'o play lhe specdl rrovê!.
then turn oll NON AUTO and play on aga nsl lh€

I
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NON AUTO is usefu when you are playingâgarne
with a friend ThecompJter aclsds a releree ard
ensLres ll'âr all captures a.e 'ully colp,eleo
Each side can even ask ior advlce by pressing

4.8Sound
li lhe compul€as beeps a'e d stractrng you or
olhers duing a game, lurn off the sound by
pressrng SOUND. Pressi19 lhe keyagairrr trs
itback on (you heâr a beepconfirning-hE). Watc.
lhe indrcâto' Lqfls and press nen â.|d keys
carelully when playing wilhout sound.

5.SETTINGUPANDVERIFYING

h ths chapler yoJ lêarn how ro set Jp posrlons
for iurther ânâlysis and play, how to veriTy the
bodrd position ar ary time. and how lo chec( thal
moves aTe tegat.

5.l Setling up â specialposition
ll yoL wsh lo sel up â spÊciâl posiron nrsl press
SETUP. ThePOSITION arnp wi l l l ight Llpand you
rnay love, add orremov€ pieces froî lhecurren-

board poslion, (lf the posilion you want to sel
up contajns only a few pieces, press NEWGAME
after pressing SET tlP to clear the boârd ol all
pieces.)

- To remove e piece: press tdown on ils current
squafe and remove it from lhe board.

- To move â piece: press it down on its cuffent
square, rnove it 10 its new position and press
it down again,

- To add a new piècê: pr€ss the appfopriats pieco
key and pressthe newpiece on an emptysquare.

Atler yo(] have set up the pieces, ssl€cllhe color
to move by pressing WHITE QUEEN or BLACK
QtjEEN. Then press SET UP again lo relurn 1o
nofmal, ltis agood idea to always check thê color
to move (WHITE or BLACK lamps)and verifythe
posilion (see 5.2)alter setling up a posilon. Do
nol enter illegal posiUons as this will produce
unpredlctable results.

Exampie:Set upaposit ion wl lh aWhile Quêên on
square number 3, a White man of 10, a Black

54
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Oueen on 45, and a Black rnan oi 44, and il rs
White's lum to mov€. First pr€ss SET UP
(POSITION lamp lights up) and NEW GAME lo
clearth€board. Press WlllTE OUEENând press
thê White Queen on square 3, WHITE MAN and
prêss the White man on 10, BLACK OUEEN and
lhsB ackQJesnor 45. BLACKMANand lrr€ B ack
man on44. Now press WHITE OUËÊN to lell th€
computer that it is whit€ s turn to movg, thon SET
UP lo linish (POSITION lamp goes out).

5.2 Verllylng a posltion
ll yoL r-psel lhe men or lor other reasons are not
sure lhat lh6 board posilion is corecl, lhe
compuler shows you lhe proper location ol each
piece.

To ve ly lhe boad position prcss the MAN or
QT EEN piece key ol €ith€r side when il is your
turn lo mov9, The la'np lor lhâl color ârd iype
ol piece I'gl'ls Jp. and th€ larnps on th€ srde ol
t ie boa'd come on lo show you whêre lhe
ircl ol thoss pieces islocâtsd. Press th€ piece let
agein to see il there are any more pioces ol that
kind on th€ boafd. Wh€n lh€ comput$ linds no
more ollhs oisces seleclêd,lhe Diecê coordinate

lânps will 0o oul. and tl"s WHITE/BLACK laÎlps
will indicale whose lurn it s.

6. TECHNICAL DETAILS

6.1 Thê long.term memory
YoLr conpLler aLlows yoL lo irlorLpt a gane al
any siage (êven when il iscomputing âmove)by
pressrngsToP. Play|s stopped al ûat poinl and
batlery pow€r conssNsd The computer remem-
be's the posilior ârd allthe seitirgs and resu1]es
play when you press GO. Wlh a lresh sel ot
alkdline batl€ries the posilon is relâinsd for up lo
18 monlhs.

6.2 The AC L key
ll lhe computer locks dp because ol static
dischargs or some other reason. press STOP
andthen usea penc or some ohershàn object
topressthe ACLkey in lhebase ol lhecabinei for
a few seconds. This rcsêts the compu€f,
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6.3 Careand mainlenance
Your comp.rer idpreLi,oneln ronrcdêvice Do
nol sublect ii lo rough handling or expose I to
er lrele lemperaure\ o noinnÊ. Do ' lorusa
cl'errical dganrs lo c aa- rhê sêl ds lhese .îay
damage lhe plastc. Never leâve weâk or dead
balle .es i_ r'p rr I ac lhÊy "1ay lêak ard céuce
dârnage.

6.4Technical specif ications

LED lamps:

Power consumpton:
Baiieries requlrement:
Dimensions:

We ghl:

16 Kbyles
256 by'les
18 months
28 ted
1 7
90 mw
3 AA, AlV3, or F6
1l2x 135x21 mm

0.25 kg(wilhoutbatter es)
6301Y

Processor speed: 8 MHz

T.Troubleshooting guide
l,lost problems are caused by weak or impropery nsened bafieries.
check lhe batleres, and ii necessary, re insert or replace lhem.

1. Does nol work Power reset probern

Sailek reserves rhe riqhilo make technical chângês
wilhout notlcê in lhe intêrêstol proEress.

SYMPTOMS POSSIBLECAUSES WHATYOU SHOULD DO

Beiore try ng anyth ng else,

Press ACL in the base ol lhe computerlorfive I
secolos w lh à prn. paoeachp or sin 'ar oqecl

Batteries nserled inconecl y Chech batlery ofienlaton

2. All lamps ighl
up togelher

static d schârge

Press ACL iori ve
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SYMPTOMS POSSIBLECAUSESWHAT YOU SHOULD DO
3. Computer 'freezes

in the middle oT a game
SIal c discharge Press ACL for live

Batlerles weak Replace batteries
4. Computer makes

illegal move or
computer cheats

n Make sure yo! know ru esl
use plece keys to confirm where
lhe pieces are, then TAKE BACK
and ro verifv the ooslions.

The pieces are of tre [,4ake the compulels move, and
use the piece keys to contim
position (see seclion 5.2)

5. Computer does nol
accept your move
in lhe middleof
a gâme

Cornputer locks up See section 6.2
The rnove is illega ls I  yourlum?

Check the co or lamps
There is a onger ijse lh€ piecekeysto confirm where

the p eces are;prcss PLAY to et
the computer plây the longesl
caprure sequence ror you

ike a Queen
use piece keys io conlirm
posilioniTAKE BACK âs lar as
needed and replay lhe oârne

7. Computer doesnï play

T.I  WHITEoTBLACK
comPUting

Press PLAYIo slart it; t lhe NON
AUTO amp s on, read seclion 4-7
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SY1lllPTOMS posstB|.E causEs WHAT YOU SHOULD DO
z2 WHITE pr BLACK

lamp tlashlng
Ths computer is still
thinkingi In complex
positlons lt may take
many tlmes longer
than the average
resDonse time

Verfy the level,
check sectlon 3.1;
to interrupt the
thinklng process
press PLAY

8. Computer is The 6ound is ofi Press SOUNO again

9. Lamps do not come
on

Lamp dead Conguli your
Servlce Cêntre

'10. Boârd square
or key does
not respond
correctly when
press€d, or lamps
do nol come on
correcly

Faully contacts;
press each square
in tum to verify
board contacts;
the proper lamps
should llgt|t up
with a b€ep

Consull your
SeMc€ Centre

We hope you enioy your Saltêk Compact Dames Êleçtronic game.
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