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Features

1. Sensor chessboard
Each square of the chessboard has a buiit-in sensor that
registers piece movement.

2. Lights
The computer uses the 16 lights around the edge of the
board te indicate game moves, side to play, check, draw or -
mate. They are also used to verify the board position,
display the level of skill and to give you an insight into the

thought process of the computer.
Swilches
3 GO Switches the computer on. Piay is resumed
at the point where the computer was
swilched off.
STOP Turns off the computer. The current positica

is stored in memory for up to two years.

11. ACL This switch at the back of the computer can
be used in case of disturbance to clear the
memery and reset the computer.

10. Piece keys These six keys are used 1o verify board
position. Pressing the King or pawn keys
when the computer is thinking gives you an
insight into the thought process.

. NEW GAME

. PLAY

. TAKE BACK

. NON AUTO

. LEVEL

. COACH LEVEL

Press once o reset to the initial position for
a new game, Subsequent key presses will
select “studies", i.e. special builtin
positions you can play against the
computer.

Press to force the computer to play the next
move.

Press to take back last move.

Used to enter a sequence of moves.
Press 1o select level of skill.

Sel help levels F, G or H:

Level F — Full help

Level G — Game normal: beep only
Level H — Hush: silent



Introduction

Your Kasparov chess compuler is programmed to play chess
with you and to teach you mere about this great game. It
autcmalically registers your moves on ils built-in sensor
chessboard, has eight levels of skill and is especially
programmed for fast response. The computer also has a
number of novel coaching features which make it ideal for
beginners and casuzl players who wish to improve their game,

In normal games the computer will monitor your moves and
make sure that they do nol viclate the rules of chess. It will heip
you learn dilferent openings and suggest moves for you when
you need help. If you are a beginner the computer will warn you
when your pieces are threatened and let you take back a move
if vou commit a biunder. While it is computing its meves it will
even show you the move il is considering and tell you what it
thinks of the position.

With your Kasparov chess computer you can learn and practise
the easy way. It encourages you to improve your chess so that
you enjoy the game more. Soon yeu should be able to beat the
computer on the lower leveis and swilch to a higher one for
challenging gamas. Once you begin to hold your own on these
levels you will know that you are a proficient player and have
nothing 1o fear frem average human opponents.

As your interest in chess develops you will want to take a look
at the eight built-in chess studies and solve them with the help
of the computer. This novel feature gives you interesting
insights into high-class chess and many additional hours of
pleasure with your Kasparoy chess computer,

Important note

This computer knows many chess rules, including castling, en
passant, and stalemale. Somelimes it may appear 1o be playing
irregularly when in facl it is obeying the rules of the game. In
case you are not very famiiiar with the game we have included a
copy of the Rules of Chess. If you need additional information
your lecal library is sure 1o have several books on the subject.

1. Getting started

Your Kasparov chess computer contains the latest in single-chip
microcomputer technology and gives you over 1000 hours of
play on three AA cells {alkaline). Open the battery compariment
and insert the batleries as shown in Fig. 2.

Set up the chess pieces in the opening position and siide the
STOP/GO switch to the pesition marked GO. The computer is
now ready lo play a game against you. If it fails to react properly
— static discharge can sometimes cause it to lock up — use a
pin or any other sharp object to activate the ACL switch located
at the botiom of the set. This will clear the memory and reset
the computer.

2. Setting the level of skill

The computer has B leveis of skill which may be cl:lange-d at the
beginning or at any time during a game (out only when it is your
turn te move).




Level Average response time per move
1 seconds (handicap)

2 seconds (handicap) )

3 seconds (switch-on levelj

5 seconds

15 seconds

€0 seconds

75 seconds

unlimited (user controlled:

-0 b W

The above times are averaged over a large number of moves.
Depending cn the stage of the game and the tactical complexity
of a position the computer may take considerably more {or less;
time on individual moves. On level 8 the computer will go on
thinking until interrupted by the user (see section 10).

Whnen you press LEVEL the computer will use the lights on the
left side of the beard to display the level currently set. Keep
pressing LEVEL until the level you want is displayed.

3. Your moves

To make a move first press down on the piece you wish 1o
move. You will hear a short beep. Place the piece on ils
destination square and press down again. You will hear a
second beep and a light to the left of the board will begin to
flash. This means that the computer has accepted your move
and has started to compute its reply.

Note: At the beginning of a game the reply will usually be
instantanecus on any level because the computer is playing
moves that are stored In its “openings book™.

To make a capture you only have 1o key in the move of the
capturing piece, when castling only the king's move. When a
pawn promotes it is automatically changed intc a queen.

4. Computer moves

The computer indicates its own moves by sounding a beep and
turning on two lighis on the side of the chessteard. These lights
indicate the horizental row and vertical column of the piece the
computer wishes to move. Press this piece down on its square.

“The computer will now show you where the piece must go
Move the piece to the square indicated and press down to
complete the meve.

Nole: Your Kasparov chess compuler knows how to
“underpromote” in exceplional circumstances. Te check if this
has happened you must verify the position {as described in
section 16) after it has made its move.

5. Illegal moves

If you attempt to miake an illegal move the computer will sound
a double beep (high-Jow) and show you where the piece you are
trying 10 move came from. You may place the piece on a legal
square or on the original square and move another piece You
will also hear the error beep if you do not execute a computer
move correctly or press an improper panel key.




6. Check. M&te. and Draw

When the computer puls your king in check you will hear an
additional beep and the CHECX lights at the bottom of the board
will fiash_ If a2 game ends in checkmale the MATE lights wiil
flash, and in case of a stalemate the DRAW lights will be turned
on

7. New game

To start a new game wait until it is your turn to move and then
press NEW GAME. You will hear a triple beep (high-low-high}
which indicates that the computer is ready to play from the
initial positicn, The level of skill remains unchanged.

Note: [f you press NEW GAME more than once, the computer
will select cne of the specizl study positions {see section 18). To
get ihe initial position keep pressing NEW GAME until you hear
the tripie beep.

8. Taking back moves

To take back a move simply press TAKE BACK when it is your
turn to play. The computer will help you to retract the last two
moves {one for Black and cne for White) by showing you which
pieces were moved and where they came from.

9. Changing sides

If at any time during a game you wish to change sides wilh thy
computer you may do so by pressing PLAY instead of making
your move. The computer will make the next move for you and
you can go on piaying for the other side. If you want 1o play a
game with the black pieces press NEW GAME and PLAY. The
compuler will make the first move for White and you can play
the game with the black pieces.

You can change sides as often as you like. You can even press

PLAY after every move and make the computer play the entire

game against itself. The PLAY key is also useful when you need
help and want the computer 1o sugges! a move for you.

i0. Interrupt

If the computer is spending too long over a move you can
interrupt it by pressing PLAY which will cause it to stop
computing and play the best move il has found so far. This

' featurs is especially useful in lsvel 8, in which the computer will

go on thinking until you interrupt it by pressing PLAY uniess
there is only ons move it can play or it finds a mate in one, twe
of three.




11. Turning off the automatic
response: NON AUTO

Pressing the NON AUTO key switches off the computer’s
automatic response. It will not compute countermoves but oniy
keep track of the moves you enter for both sides, making sure
that they are legal. This aliows you 1o enter special openings or
10 force the computer to play a certain continuation during 2
game. To return 1o normal play press NON AUTO a second
time.

Note: Pressing NEW GAME zahways turns on the automatic
response.

12. Computer as referee

NON AUTOQ is also useful when you play a game with a friend on
the sensor board. The computer will act as a referee and
protest if anyone makes an illegal move. And each side can at
any time ask the computer for advice by pressing PLAY which
in turn allows you to use the Evaluation and Display Move
functions.

13. Evaluate

Try holding down the EVALUATE (King key) while the computer
is thinking. Watch the board lights. At the bottom they will start
to cycie, a new light coming on every time the computer has
examined 250 positions in its search for the best move. At the
same time the lights on the left side of the board will tell you
what the compuler thinks of the current position. You can watch
the evaluation change as the computer looks at mere and more
positions

The computer evaluates pesiticnsona scaleci 1108.Ina
balanced position lights 4 or 5 will be on. If white's position
improves then the fight number may increase tc 6, 7 or 8. Lignt
8 represents a very significant material advantage for while —
probably a won position. In this situation the computer may
indicate it wishes 1o resign by switching light 1 on instead.

14. Display move

Unlike a human being the computer is aiways prepared to tell
you which move it is considering. Just press and hold down
DISPLAY MOVE (Pawn Key) while it is thinking. The computer
will show you the best move it has found so far by turning on the
“from" square for two seconds and then the “10” square for one
sacond. You can watch how it changes its mind as it computes
deeper.



An experiment: Press NEW GAME, set level 8 and then press
NON AUTO. Now enter the meves 1. e2-e4e7-e5 2 f2-14
BfS8<c5 3. 14xeS and press PLAY. If you now press
EVALUATE you will see light € is on because the computer
thinks White is 2 pawn ahead. Press DISPLAY MOVE to see
which move it is considering. After some minutes EVALUATE
suddenly light 1 turns on, indicating that the computer now
thinks the position is tolally winning for Black. Press PLAY to
see the killer: 3..Qd&-h4 4+ | You can play on with the white
pieces to see how this move wins a whele rcok for Black.

15. Game memory

You can inlerrupt a game at any stage (even when the
computer is thinking) simpiy by turning it off. Flay is interrupted
and all lights are turned off to conserve battery power. The
computer will “remember” the position fer up to 24 months and
be ready to resume play when you turn it on again.

16. Verifying piece positions

If you upset the pieces or for other reasons are not sure
whether the board position is correct you can ask the computer
to show you the proper location of each piece. To do so press
one of the piece keys when it is your turn to move. The
computer will use the board lights to show you where that piece
is located. Press the piece key again to find further pieces of
the same kind en the board {a double beep indicales that there
are no more of the piece selected)

You may verify the position of each piece by pressing the
coiresponding piece keys. If the board lights are steady the
compuler is showing you 2 white piece, if they are flashing the
piece indicated is black.

17. Coach levels

When you switch the cemputer on for the first time or when you
press NEW GAME the normal caach level G {Game) is sel. You
can confirm this by pressing COACH LEVEL. The G light at the
bottom of the board will be turned on. Coach leve!l G simply
means that you will hear a beep whenever a plece or a key is
pressed, and an extra beep when the computer puts you in

check

it you press COACH LEVEL again, then tne H light flashes. Cn
coach level H (Hush} the computer remains completely silent
during the entire game. Of course you must watch the indicator
lights and press pieces and keys carelully when playing without
sound.

Pressing COACH LEVEL a third time sets the coach leveitc F
{Full coaching). The computer will not only sound the normal
beeps, but will alsc give you additicnal help during the game:

1. During the opening it will warn you when you play a move that
it does not know, i.. one that is not in its “cpenings book™. It
does this by sounding a double beep and nct computing a
reply. You can take the move back by pressing TAKE BACK
and try another move, or you can simply press PLAY to
continue the game in the normal fashion



2. When cne of your pieces iz in danger, i.. it is altacked by a
piece of lesser value, then the computer will sound a low
warning beep and flash the square of the endangered piece
for about seven seconds.

18. Special study positions

Your Kasparov chess computer has eight built-in study positions
which you can try to soive with its help. These are selected by
pressing NEW GAME. Press this key once for 2 new game,
then again and you will nctice that the H light at the bottom of
the board lights up. This means that the computer is ready 1o go
through study position H with you. Press NEW GAME again to
choose pesition G. Each time you press this key a new positicn
is loaded into memory and the lights at the bottom of the board
tell you which one it is. Tne playing level is automatically set to
4 and the help level to Full Help. You can easily reconstruct the
position by using the “verify position” feature described in
section 16.

The studies are designed 1o entertain you, 10 improve your
knewledge of chess, and o give you additional hours of
enjoyment with your Kasparov chess compuler. Once you have
chosen a positien you should study it carefully and try to find the
correct moves for White. The computer knows the principal
lines of attack as anaiyzed by the masters and will help you to
sclve the study in the following way:

Chocse and enter each white move as in a regular game. Il the
mowve is not in the solution library you will hear a double beep
and the computer will not play a countermove. Use TAKE
BACK to retract this move and try another one. When you play
the correct move the computer will reply instantly with the best
black defence. If you cannol find the solution yourself press
PLAY and let the computer show you how White must play.

Once you have played successfully through the full sequence of
master moves in the solution library, you will hear a double beep
and the computer will not play a countermove. You may
continue the game, and it will defend tenaciously, if you press
PLAY.

19. The studies

Below you will find a list of the study positions and some hints
on each one. If you want to solve the studies without any
assistance then do not read the rest of this section. Select the
positions as described above and then try 10 solve them on your
own. The computer will warn you when you go wrong.

Position H: White to play and win. You may be skilful encugh to
reduce your opponent to a bare king, but do you know how to
put him away? The white king and rook must work {ogether to
trap the black king in a corner. If White plays perfectly he can
mate in eight moves.




Position G: White to play and win. In order to shepherd his
pawn 1o its gueening sguare the while king must first gain the
“opposition™. Advancad players know this concept by heart: If
two kings are facing each other cn the same file or rank with
only one emply square between them, then the player without
the meve is said to have the “opposition”. Gaining the
oppasition is almost always an advantage in pawn endgames
since it allows one ta gain territory and penetrate the enemy
position.

Position F: White 1o piay and draw. Knowledge of positicn G
should help you to understand the drawing method here. White,
who is in grave danger of losing. must play a surprising move to
deprive Black of the “opposition™ and held him 10 a draw.

Position E: White to piay and win. Some tactical themes occur
frequently and belong to the arsenal of all good players. This
position illustrates the “skewer”. Black must nol move his king
1o the 6!h rank, otherwise White would check wilh the rook,
promole his a-pawn and win quile easily. Black's king and rook
are forced into a fatal lineup along the 7in rank, after which
While uses a deadly skewer to win the black rook. Without an
awareness of this tactic White could not win the game, dispite
his three-pawn advantage!

Position D: White to play and win. In this position taken from a
game Capablanca—Tanerow, New York 1910, the white queen
is attacked by the black bishop on e5. The legendary
Capablanca, who was World Champion from 1221 to 1927, took
just a few brilliant meves to dispose of his opponent. Can you
find them?

Position C: White 10 play and win.

Some games of chess become classics, enjoyed and admired
as works of art by successive generaticns of chess players. This
game batween the American genius Paul Morphy and the Duke
of Brunswick is reputed 1o have taken piace during an opera!
Ewven afier you have found the correct attack you should play
through the position a number of times as the computer will try
ditierent defences for the black side.

Position B: White to play and win,

This pecsition was taken from a game Alekhine—Grunfeld,
Carlsbad 1923 {with the cclors reversed), which, “some
competent critics have considered the finest ever played”
according to Grandmaster Reuben Fine. Here, toc, the
computer will defend the position in different ways, so play
through the position a number of times.

Position A: White to play and win.

This pesition illustrates the dream of every chess player. It is
taken from the game Adams—Torre, New Orleans 1920, and
conlains a series of astonishing sacrifices of great beauty and
criginality. White could give a "back-rank mate” if the square e8
were not so well protected. So he attempls to divert the black
queen or the black rock on cB from their defence of this square.
If you do not understand the moves the computer plays for
Black then try playing other moves against the computer. Select
position A, press PLAY, make a different black defensive move
(the computer will complain) and press PLAY again. You will
soon realize why Black was so cautious.
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20. The ACL key

Computers sometimes “lock up” because of static discharge or
some other electrical disturbance. If this happens use a pin or
other sharp object to press the ACL key in the base of the sel
for one second. This resets the compuler and clears its
memary.

21. Care and maintenance

Your computer is a precision electrenic device. Do not subject it
te rough handiing or expose it 1o extreme temperatures or
moisture. Do not use chemical agents to clean the set as these
may damage the plastic. Weak batteries should be replaced
promptly as they might leak and cause damage 1c the computer.

22. Technical specifications

Processor speed: 600 KHz

LED lamps: 16

Keys: 12

Power consumption. 0.01'W

Batteries: 3 AA "penlite” cells (AM3/RE)
Battery life: © 1000 hours {(alkaline batteries)
Dimensions: 180 x 115 x 27 mm

Weight 0.35 Kg {withoul batteries)
Piaying strength: For beginners and casual players




23. Trouble shooting guide

SYMPTOMS POSSIBLE CAUSES WHAT YOU SHOULD DO
1. The computer goes net r2act, Bafteries wezk or bad Repiace batieres
behaves erratically or “freezes” in
the middie of 2 game
Batleries nct inserted properly Ses Fig 2.

illegal moves

— En passant
~ Casdiing {ing or quesn sidei
— Pawn promoton

Static discharge or electrical Press ACL key as described in Section 13
disturbance has caused the
computer fo lock up
2 The computer refusss 1o accegt 3 Is it your fum? look at me coior lampsi Make sure you are tamiiar with the chess ruies iread the
meeee o key presses but keeos Is your king in check? {CHECK lamg} “Rules of Chess™ manuall Use fhe piece keys 1o confrm
sounding the eror beep Wil your move put your king into check? the boarc positicn, use TAKE BACK to reconstruct the
Are you trying iC caslle incorscty? last mows.
(cneck the rules)
Did you mave e rook first when castling?
The computer is still thinking cofer light flashing:. Prezs PLAY to interrupt tne thought process.
The computer is trylng to show you a move (perhaps Press 2 pece on the squares indicaled and then press
from e last game; NEW GAME =)
3 The computer cheals or maxes It has made a special move fike Make sure you zre famiier wits ;2 chess rules irsad me

“Rules of Chess” manuall. Use the pece s 1o confirm
™ board postior, use TAKE BACK 1o recorstne! the
last move.

Your board position is not correct, some pieces have
been disgiaced

Verify the board posifion (see Section 16)

Batteries are running out

Reglace bateries

10
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SYMPTOMS

POSSIBLE CAUSES

WHAT YOU SHOULD DO

The computer wil not play 2 move

Nem auto mede s on

Press NON AUTO to furn it off, then press PLAY

You are in Coach level F and have mads a move that is
net in e openings bock (see section 17

Press PLAY to contnue or TAKE BACK to try another
move (see section 18

You are playing a stucy postion and have made an
incorrect move {see section 18)

Press PLAY to continue or TAKE BACK fo try another
move {ses section 18

Computer s silent Coach level H is sel see secton 17} Press COACH LEVEL twice ic sel fo level G
Chessboard square of ksy does not Faulty contacts Check as follows: Remove batieriss, re- Consult service cenlre if aror persis's
fespone correctly OR nstall them, hoid the PLAY key down whie awilching me

Lamps do not come on comecty

computer on. You can now lest each souare and key.
Press e ACL key in the back to r2tum 1o normel piay.
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