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THE KEYS AND THEIR FUNCTIONS
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1 Mains adapter socket

2 LCD chessboard
3LCD status display
4 LCD commentary display

3 Correction key (Cancel Entry)

6 Mcde selection

7 Start clocks

8 Stop clocks

9 Check time elapsed for white and black

10 Central cursor-control pad

11 Entry of moves and other commands

12 Start or interrupt computer’s thinking time
13 Game replay

14 Replay moves forwards

15 Take back moves

16 Analysis (move under consideration, anticipated counter-
move, position evaluation)
17 Calls up computer’s comments when offered

10

1
12
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27

28

29 30 31

18 Computer plays against itself automatically

19 Instigates search for "cooks' (alternative solutions)in chess
problems

20 Turns board through 180° (Black plays towards the top)

21 Calls up individual boards during simultaneous play

22 On and off switch for Intelligent Sensorboard and Printer
{Accessories)

23 To offer a draw

24 New game

25 To enter positions or aiter location of pieces

26 a. Clear all pieces from the board
b. Figure 9 for setting clocks, time and number of moves
¢. "Yes' in response to a question from the computer.
27 Coordinate keys for squares and pieces
28 a. Clear piece from a square
b. Figure 0 for setting clocks, time and number of moves,
and side castling
c. "No” in response to a question from the computer

29 On/off power switch
300n/off LCD vision enhancer.
31 On/off acoustic signal




1. THE GAME
(INSTRUCTION)
Switch on machine (POWER)

NEW GAME - [ NEW GAME 20 ]
YES [phoe 01  ohroo 00}

Enter move. e.g.

E2E4 [ 1 EZ2-E4 |
ENTER

Computer's move e.g. ] BT T 5]
Enter move. e.g.

G1F3 [2__NGi1-Fa3 vl
ENTER . :

Computer's move e.g. [2 - - - wnBs-cél

etc.

Note: All moves are automatically displayed on the LCD
chessboard. During the computer’s thinking time, the word
"COMPUTING" appears in the LCD status-display below
the LCD chessboard.

Important: If the computer takes too long to make its move
you can alter its response time. (See Para 6. 'Setting The
Playing Mode’)

2. ENTERING MOVES

Either by coordinate keys (i.e. E2 E 4 ENTER) or by the
central ‘cursor pad’: :

Bring the cursor{+____.)to E2 on the LCD chessboard by
means of the cursor pad.

ENTER [ E2 |

CURSOR TO E4

ENTER E E2: E4 |

To CASTLE, only eriter the king's move. Alternatively: 00
ENTER, or: 00 0 ENTER,

For PAWN PROMOTION you must always enter the symbol
for the piece you want. (e.g. C7C8 iy ENTER).

3. INCORRECT ENTRY

After impossible orillegal moves, 'ILLEGAL MOVE' appears .
in the LCD display. Enter a new move. Incorrectly keyed
moves can be cancelled with the CE (Clear Entry) key.

4. CHANGING SIDES.

If you want to change sides, (even during a game), simply
press the 'SWAP' key. The LCD board will automatically turn
through 180°. If the computer is to carry on playing for the
other side press ‘GO’ (after a computer move). The computer
will carry on playing for the other side. If you want to play
black at the start of a game, press:

SWAP (LCD board will turn through 180%)
NEW GAME | _NEW GAME 2?0 |
" YES [0hoc o071 o0nrco 00|

GO (first computer move for white)
Enter first black move.
Computer makes second white move.

Etc.

5. INTERRUPTING THE COMPUTER’S THINKING
TIME.

Whilst the computer is thinking, you can always interrupt the
process and make it use the best move it has found so far:

NOW 27 |

MOV E

GO |MAKE

YES (computer’'s move)

6. SETTING THE PLAYING MODE.

Chess Champion Mark V has four different playing modes
which can be called up by repeated pressing of the 'MODE’
key:

Mode Status-display = Commentary-display
Normal =—mmeemememeemeee [ sEcs/imovE = 3 |
Problem PROBLEM IMATE [N ]

Speed chess SPEED [ SECS/ mMOVE - ]

Tournament TOURN L 20 I N 60 I

In Normal or Speed mode you can stipulate the computer’s
average thought time yourself in seconds per move:

MODE, MODE...__ (till the desired playing mode appears in
the Status-display)

30 ENTER [ secssmove = 30]

In the Tournament mode you specify how many moves are
to be played in what period:

MODE, MODE...... (till ' TOURN' appears)

4 0ENTER 150 ENTER 40 i~ 750 |

20 ENTER 60 ENTER 12 20 I N 60 |

The computer will now play the first 40 moves in 150
minutes, the next 20 in 60 minutes etc. You can preset up to
eight time periods. If you make no other entry in the
Tournament mode, the computer will automatically play 30
moves in 60 minutes.

For Chess Problems enter the number of moves in which
mate should be found. (max. 7 moves):

MODE, MODE...... (till ' PROBLEM’ appears)

4 ENTER IMATE I N 4 ]

ENTER, GO

important: After every change of playing mode restart the
clocks:

START ®

7. KEYS WHICH FUNCTION DURING THE
COMPUTER'S THINKING TIME.
ANALYSIS: The LCD display shows the move the computer




is currently considering, the expected countermove and an
evaluation of the position between (+999 and-999). :

COMMENT: If the computer has something to tell you, the
word 'COMMENT' appears in the LCD status-display. You
can call up the information by pressing the COMMENT key.
(e.g. "MATE", "STALEMATE", "'l GIVE UP. OK?",
"FORCED", "DRAW?” etc.)

SWAP: The chessboard will turn through 180°.

sTOP: () Both clocks will be stopped.
START: @ Both clocks will be restarted.

Times taken by white and by — - —

q black will be displayed 0417 36 1h23 52 |
e.g.

GO: You can-start, or interrupt. the computer's thinking time

with this key. (See Para 6 above)

AUTO: The computer keeps playing against itself AUTO’
appears in the LCD status-display). If you press 'AUTO’
again, the computer leaves this mode after its next move.

If you press any key other than those mentioned above
during the computer’s thinking time, either the words 'MY
TURN’ appear in the LCD display or the computer will tell you
to interrupt the thinking time first: PRESS GO FIRST.

8. TAKING BACK MOVES.
You can take back as many moves as you wish.
Simply press y after a computer move.

Subsequently you can replay as many moves forward as you

wish (up to the last move made in the game) by using the 1'
key.

9. GAME RECALL
With the 'REPLAY’ key you can have the game automatically
repeated:

REPLAY [ secsrmoves= 37|

ENTER

The game will be played back at a rate of 3 seconds per
move. If you want it faster or slower, enter the appropriate
time: .

REPLAY 1ENTER [SSECSaMaRE = 1|

10. ENTERING POSITIONS.
If you want to enter a position. or change pieces on the
board, you press:

ENTER POSITION ENSER OS] #F E 7

YES | EP WHITE ]

You can now enter or remove pieces. If you want to start by
removing all the pieces first, press:

@ : [ CLEAR BOARD 7 |

YES (all pieces disappear from the LCD chessboard)

To set up a piece bring the cursor to the appropriate square,
press (= White) or (m)(= Black) and the key with the correct
piece symbol. To remove a piece agaln press €3 (CLEAR
SQUARE). The piece on the cursor’s square will dlsappear

After you have set up the desired pieces, press ENTER.

The computer now requests information about the position.
(You could ignore the questions and simply press ENTER
again if you wish).

Example

Pieces have been set up.

ENTER [WHT TE 70 MOVE 7 |
YES or NO MOVE NUMBER |
50 ENTER [ whiTE 0-0_ 2 ]
YES [ BLACK c-0-0 7 ]
NO |[EN PASSANT |
B [Fo mMOVE RULE-= ]
40 ENTER [oroo 0ho0" 00}

Note: After you have set up the pieces, the computer asks
whose turn it is, then the number of the move and. if the king
and rook are on their original squares, it then asks whether
they can still castle (i.e. BLACK 0-0-07 means: Can Black
castle on the queen’s side) If there are standing a black and
a white pawn next to each other on the 4th or 5th rank it
wants to know whether an en-passant capture is possible.

If the answer is yes, you enter the letter for the file (B in our
example) on which the pawn was |last moved. Finally it asks
you about the 50-move rule (i.e. How many moves has it -
been since either a piece was captured or a pawn was
moved). You can answer the questions or simply press
ENTER.

Example.

You want to set up the following position: White Kb6, Pc8;
Black Kal, Rd5. White to play.

NEW GAME [ wew GamE 2 ]
YES lokoo” 0o 0h00 00]
ENTER POSITION [ENTER POS/ 77T ON 7]
YES | EP WHITE |
[ CLEAR BOARD ? |
YES L EP WHITE - ]
The cursor (a_a ) is on square A1.

| EP BLACK 1

* @

'automaticaliy
bring the cursor to D5.

L")

a The black rook appears on D5. Bring the cursor to B6.

O | EP _WHITE ]

* The white king appears on B8, cursor jumps to C6.

- The white pawn appears on C6.

ENTER [WHi TE TO MOVE 7 |

ENTER [choo o0 choo' o0}

START® [Choo 071 ©0hoo 00]

GO The computer makes white's first move.
5




11. SIMULTANEOUS GAMES. '
Chess Champion Mark V has 12 internal chessboards and
can play up to 12 games at the same time. You can jump
from one board to another at any time. To do this you press
(after a computer move):

NEXT SIMULT [BOARD NUMBER-= ]

2 ENTER: and the last position on the second board appears
on the LCD chessboard.

All settings (playing mode, time allowed etc.} moves and
times are stored separately for each board. If more than one
board is in use, the board number and the word "SIMUL"
appear in the LCD status-display .

12. STOPPED CLOCKS.

important; The Chess Champion Mark V stops iis clocks
independently after a draw or a mate. If, in such a case, you
decide to go back a few moves and carry on playing. the
computer will think on indefinitely because the clocks are
not running. In this situation do not forget to start the clocks
again (START Q L

On the other hand, if you wish the computer to analyse a
position for an unlimited period, stop the clocks (STOP{Q)
and press:

GO, ANALYSIS.

The computer will analyse the position all day long if
necessary.

13. OTHER KEYS.
NEXT BEST: You use this key for chess problems. to find
alternative solutions (‘cooks’). When the computer has
found a solution to the problem, press:

*' NEXT BEST.

If there is no alternative solution

the computer will display [[NOMATE FOUND |

PERIPHERAL: This key is used in conjunction with the
Intelligent Sensor Board and the Printer. (Accessories).

DRAW: You can offer the computer a draw with this key.
To do so, first press the 'DRAW' key, then enter your next
move. The computer will consider your offer of a draw and
either accept

Comment: [ DRAW ACCEPTED |

or refuse, in which case it continues playing. The computer
itself can also offer draws,

Comment:

and claims draws by threefold repetition as well as by
the 50-move rule. When it does so, it even refers you to the
appropriate article in the. FIDE rules: e.g.

[DRAW ART. 12. 3. A

[#7 DRAW? ]

14. WARRANTY
Please consult the enclosed warranty card.

12. MAINTENANCE

Use a soft cloth only for removing dust. Never use a detergent
or water. If you do, warranty is invalidated. Ensure that during
games the air has free access to the ventilation slits. Store the
computer in a dry and cool place. It may be used at normal
room temperature only, so not in direct sunlight or near
heaters, radiators, etc.

16. ADAPTER

Only the adapter supplied may be used. The heat generated
during games is natural and not harmful to the set.

Before using the adapter. check that the mains voltage is
within the rage specified on the adapier label. A voltage
fluctuation of more than 10% will cause the unit to ma!-
function. In that case switch off the set and wait a while untii
the power supply has stabilised.




Only SciSys chess computers are endorsed by the World Chess Federation (FIDE) %}

The SciSys range of chess computers:

JUNIOR CHESS: the smart little chess
computer

GRADUATE CHESS: the compact chess
computer with the instructive programme
TRAVELLER CHESS: your tireless chess
partner, at home and on the move

CHESS PARTNER 2000: the formidable
partner for the enthusiastic chess player
EXECUTIVE CHESS: the compact travelling
computer with the integral LCD chess board

—

SENSOR CHESS: the top level chess
computer with integral sensory board
CHESS CHAMPION SUPER SYSTEM MK. IV:
the versatile chess partner for ambitious
chess players

INTELLIGENT CHESS: the instructive chess
computer with television display and built in
cassette recorder

MARK V: the super chess computer with
numerous new, unprecedented features.

SciSys-W Ltd., SciSys Computer Ltd.,
1801 Admiralty Centre Tower 1, Suite 8, London House,
18 Harcourt Road, 266 Fulham Road,
Hong Kong London SW10 SEL,
United Kingdom
SciSys Computer inc., SciSys Computer G.m.b.H.,
One World Trade Centre, Rossmarkt 15,
Suite 86097 D6000 Frankfurt-mM1
New York, N. Y, 10048, Bundesrepublik Deutschland

United States

FIDE
GENS UNA SUNMUS




