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GARRY KASPAROV
WORLD CHESS CHAMPION

Dsar Fellow Chess Piayer,

When compulers were firgt inventad just four decades ago few peopie reaiized that manking
Wwas witness lo the most important single development of our & oday computers have
become frecly available and in a few years there witi be 3 compuster in aimos! every
housenoid.

SciSys has asked me ic write 3 fow words o weicome you 10 the worid of chass piay

compisers. | have been perscnally associaled with the company since 1585 and can thersfore
$peak abou! iis producis from experience.

rece':!-’,v' chess compulers were ragarded as s:.-:—-p-"e ioys which wouid never be capable

,'ogfaﬂ' TNy m,f cn.angef' -'ha.'. Today c*‘ess computers have bﬁre't'e an
accepted part o! the chess worid, serving no! only lo introduce new players fo the worid's
fines! game bu! alse encouraging them 1o take part In lournaments agains: human 0Dpon
Chess computers can 12ach you ail the basics of the game and keep up with you even if you
go on to become a top ciub player.

SciSys has been at the forafront of this development and has been responsidie for many of the
inievesiing innovations. It is the only chess computer under Swiss managemen!. and | lock
forward 1o a iong and productive reiaticrship with SciSys and with you who you have chosen
their computers

1 wish you enjoyment and satisfaction lrom your SciSys c"-e“ compuier — and who Knows,
maybe we'F mee: in combal across the chsssboard in the tuiure!

Ga'f Kasparov
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Battery compartment {in base cf sat)

Chess piece slorage zone

Sensor chessboard
Each square cf the chessdoard has a buill-in sensor that
registers piece movement

Lights

The computer uses the 16 lights around the edge of the
poard to indicale game moves, side 1o piay, check, draw or
mate They are also used to verify the board position,
display tha level of skiil and 1o give you an insight into the
thought process of the computer.

Swilches
ACL

GO

STOP

Keys
NEW GAME

This swilch at the back of the computer
can be used in case of gisturbance o
clear the memory and reset the
comprter.

Switches the computer on, Play is
resumed at the point where the
computer was switched off.

Turns off the computer. The current
pesition is stered in memory for up to
W years.

Press to reset to the initial position for 3
new game.

5. EVALUATE

2. LEVEL
10. DISPLAY MOVE
11. NON AUTO

12. STUDIES

13. TAKE BACK

14 HELP

15 PLAY

1E. Piece keys

Press while the computar is think'ng 1o
see how the s h is pregrassing and
who the computer thinks is winning

Press whils the computar is tninking to
see which move it is consicering.

Used lo enler = sagusnce of moves

Press to select “siudies™, ie spacial
built-in posilions you can play agans: the
computer jsee Chapler 18)

Fress 1o take back last move.

Sets nelp levels F. G or H:

Level F = Full help

Level G = Game normal: beep oniy
Level H = Hush: sillent

Fress to force the computer to play the
next move.

Tress six keys are used 1o verily board

paosition

Note: PLAY. DISPLAY MOVE AND EVALUATE may be
pressed when the computer is thinking, all other keys only when

it is your turn tC move.
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Introduction

Your Kasparov chess compuler is programmed 1o play chess
with you arid 1o teach you more about this great game. It
automatically registers your moves on ils buillin sensor
chessboard. has eight leve!s of skill and is especially
programmed for fast response. The computer also has a
number of novel ceaching features which maks it ideal fer
beginners and casual players who wish lc improve their game.

In nermal Games the computer will menitor your meves and
miake sure that they do not violale the rules of chess. It will help
you learn diff2rent openings and sugges! 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 taks back a move”
if you commit a blunder. While it Is computing its moves it will
even show you the move it is cons'dering and tell you what it
thinks of the position,

Win your Kasoarov chess computer you can learn and practise
tne easy way. It encourages you to improve your chess so that
¥Cu enjoy the game more. Soon you shauld be able to beat the
computer on the lower levels and switch to a higher one for
challenging cames. Once you tegin to hold your own on these
levels you will know that you are a preficient player and have
nothing 1o fear from average human opponenis

As your interes? in chess develops you will want to take a look
at the eight buiit-in chess studies and sofve them witn the help
cof the computer. This novel feature gives you interesting
insights inte high-class chess and many additonal hours of
pleasure with vour Kasparov chess computer,

Important note

This computer knows all the chess ruies. including castling. en
passant, and stalemate. Sometimes it may appsar 1o be playing
irregulariy when in [zct it is obeying the rules of the game In
cas2 you are not very familiar with the game we have included a
copy of the Rules of Chess. If you need additional infermation
your local library is sure tc have severs| books on the subject.

1. Getting started

Your Kasparov chess computer contains the latest in s'ngle-chip
microcomputer technology and gives you over 1000 hours of
play on three A& cells (alkaiing). Open the battery compartment
and insert the batlesies as shewn in Fig. 2.

Sat up the chess pigcss in tne opaning position and glide the
STOPIGO switch te the position marksc GO. The computer is
new ready 10 play a game against you. If it fails to react properly
— slatic discharge can sometimes cause itto lock up —use a
pin or any other sharp object 10 activate the ACL switch located
at the base of the sel. This will clear the memcery and reset the
comguter.

2. Setting the level of skill

The computer has 8 leveis of skill which may be changed at the
beginning or at any time during a game {put only when it is your
furn to movel.
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Average response lime per move
1 second (nandicap}
2 seconds (nancicag:
3 seconds (swileh-on level)
§ seconds
15 seconds
60 seconds
75 seconds

unbmited {user controlled)
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The acove times are averaged ovar 2 large number of moves.
Depending on the stage ol the game and the tactical complexity
of a pesiticn the computer may 1a%s considerably more {or less)
time on individual moves. On level 8 the computer will go on
trinking untii interrupted by the user {see Chapter 10}

When you press LEVEL the compurter will use the lights on the
left side of the board 1o 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 10
mave. You will hear a short beep. Place the piece onits
destination sguare and press down again. You will hear a
second beep and a light to the |eft of the board will begin to
flash, This means that the comouter 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 slored in i1s “opanings book ™.

To make a capture vou only have 1o key in the move of the
capturing piece, when castling only the king's mave. When a
p=wn promotes it s automatically changed inle a queen.

4. Computer moves

The comguter indicates its own moves by scunding a beep and
turning on two lights on the side o the chessboard. These lights
indicate the horizontal row and vertical cclumn of the plece tne
computer wishes to mowve. Press this piece down on its square.
The computer will now show you where the piece must go
kicve the piece to the scuare indicated and press down 10
compieie the move.

Note: Your Kasparov chess compuler knows how 1o
“underpromote” in exceptional circumstancas. Te check if this
has happenad you must verify the position {as descriped in
Cnapter 18) afler it has made its move.

5. Illegal moves

If you altempt to make an illegai move the computer will sound
a double beep (high-low) and show you whare the piece you are
trying to move came from, You may place the piece on a legal
sauare or n the original sguare and move another plece. You -
will also hear the error beep if you do not exacute a computer
move correctly or press an improper panel key.
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6. Check. Mate, and Draw

Wnen the computér puls your king In check you will hear an
additional beep and the CHECK lights a1 the pottom of the board
will flash. If 3 game ends in checkmate the MATE hights will
flasn. and in case of a stalemate tne DRAW lignts will be turned
o

7. New game

To start a2 new game wait until it Is your turn to move and then
press NEW GAME You will hear & triple beep (nigh-low-hign:
which indicates tnat the computer is ready 1o play from the
initizl position. The level of skill remains unchanged

8. Taking back moves

Te take back a move simply press TAKE BACK when it is your
turn 10 play. The computer will help vou to retract the las: two
moves {one for Black anc ane for While: by showing you which
pieces were moved and where they came from.

9. Changing sides

If 3t any time during & game you wish 10 change sides with the
computer you may do $o by pressing PLAY instead of making
your move Tne compuier will make the next move for you and
¥ou can ge on playing for the other side. If you want 1o play a
game with the biack pieces, press NEW GAME snd PLAY. The
comcuter will make the first move for White and you can play
ine game with the black pieces

You can change s'des as o'ten as you like You can even press

PLAY after every move and make the computer play the entire

game agains! itsell. Tne PLAY key is also ugelul when you need
heip and want the computer to suggest a move for you.

10. Interrupt

If the computer is spending teo Ieng over a move you can
interruot it by pressing PLAY which will cause it to stcg
computing and play the best move it has found so far. This
teature is especially usetul in level 8, in which the computer will
Go on thinking until you interrupt it by pressing PLAY unlass
there is only one move it can play or it finds a2 mate in one, two
or three

11. Non Auto function

Fressing tne NON AUTO key turns off the Automalic Reply
functien. €0 in which it will not compute counter moves but only
keeo track of the moves you enter for both sides, making sure
that they a2 legal. This allows you to enter special cpenings or
1o force the computer 10 play a cerain continuation during a
game. To return to normal play press NON AUTO z second
ime.

Note: P:esétng NEW GAME zways cance's the non autc
function




12. Computer as referee

MNON AUTO is alsc useful when you piay a game witn a friend on
the sensor board. The compuler will act as a referee and
protest if anyone maxkes an lllegal move. And each side can at
any lime ask the computer for advice by pressing PLAY which
in turn allows you to use the Evaluate and Display Move
functions

13. Evaluate

Try holcing down the EVALUATE key while the compurer is
tinking. Walch the board lights. At the pboltom they will start to
cycle. a new light coming on every time the computer has
examined 250 positions in its search for tne best move. At the
same time the lights on the left side of the board will 12!l you
wnal the computer thinks ¢f the current position. You can watch
the evalualion change as the cemputer looks al more and mors
pasitons

The coamputer evalustes positionsonascaleci 1108 . Ina
baianced position lights 4 or S will be on. If white's positicn
improves then the light number may increase 10 6, 7 or 8 Light
8 represents a very significant material adv artugn for white —
prooadly a won pesiton. In this situation the computer may
ingicate it wishes 1G resign by switching light 1 on instead

14. Display move

Unlike & human being the computer is always prepared to tell
you which move it is considering. Just press and hold down
DISPLAY MOVE while it is thinking. The computer will show
you the best move it has found so far by turning on the “from”
sguars for two seconcs and then the “1o" square for cne
second. You can watch how it changes its mind as it computes
deeper.

An experiment: Press NEW GAME. set level & and then prass
NON AUTO Now emter the moves 1. el-e4 e7-83 21244
BfacS f4xe5 and press PLAY . If you now press EVALIJATE
you will see r:gﬂl 6 is on because the compuier thinks W isa
pawn zhead. Press DISPLAY MOVE to s22 which move it is
C"'IS dering. Afier some minutes light 1 is suddenly turned on.
ing that the computer now thinks the positicn is totally
ning for Black. Press PLAY to see the killer: 3...008-h4 +!
You can play on wilh tne white pieces to see how this move

wins a whole rook for Black

15. Game memory

You can interrupt a game al any slage (even when tne
computar is thinking: Simply Gy turning it off. Piay is interrupied
and all lights are turned off 10 conserve ballery power. The
computer will “rememboer” the position for up 10 24 months and
be ready o resume piay when you turn it On again

ENGLISH
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16. Veritying piece positions

If you upset the pieces or for other reasens are not sure
whetner the board pesition is correct you can ask the computer
1o show you the proper location of each piece. Te do so press
one of the piece keys when it is your turn to move. The
computer will use the board lights 1o show vou where that piece
is located. Press the piece key again te find further pleces of
the sams kind on the board (a double beep indicates that there
are no more of the piece selected).

You may verify the position of each piece by pressing the
corresponding piece keys. If the board lights are steady the
computer is showing you a white piece. if they are flashing the
piece indicated is black.

17. Help levels

When you switch the computer on fer the first time or when you
press NEW GAME the normal help level *G" (Game) is s=t. You
can confirm this by pressing HELP. The G light at the bottom of
the board wiil be turned en. Help level G simply means that you
will hear a beep whenever a piece or a key is pressed.

If you press HELP again, then the H light turns on. On help level
H {Hush) the compuler remains completely silent during the
entire game. OF course you must watch the indicater lights and
press pieces and keys carsfully when playing without scund.

Prassing HELP a third time sets the help level to F (Full helpi. In
this special mode the computer will sound the normal beep. but
it wiil aiso give you additional help during the game:

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

2. Wnen one of your pieces iz in danger, 1.e. it is attacked by a
piece of lesser value, then the compuler wiil saund 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 solve with its help. These are selecled by
pressing STUDIES. Press this key once and you will notice that
the H light at the bottom of the board lights up. This means that
the computer is ready 1o go through sludy position H with you.
Press STUDIES again lo choose position G Each time you
press this key a new position is lcaded into memaory and the
lights at the bottom of the board tell you which one it is. The
playing level is automalically set tc 4 and the help level 1o Full
Help. You will find diagrams of all study positions o page 51
You can also reconstruct the posilion quite easily by using the
“werify posilion” feature gescrived in chapter 16.



The studies are meaant to entertain you, to imprave your
knowledge of chess, and 1o give you additional hours of
enjoyment with your Kasparov chess computer. Once you have
chosen a position you should study it carefully and try to find the
correct moves for White. The computer knows the principal
lines of atftack as analyzed by the masters and will help you to
solve the study in e following way.

Enter sach white move as in a regular game If a move is not in
the solution library you will hear a double beep and the
computer will not play a countermeve, Use TAKE BACK 1o
retract this move and try anotner one. When you play the
correct meve the camputer will reply instantly with the best
black defence. If you cannot find the solution yourself press
PLAY and It the computer show you how White must play.

Once you have playad successfully through the fuil seguence of
master mowes in the solution libsary, 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 each position and some hints on how
they must be handlad. If you want to solve the studies without
any assistance then do not read the rest of this Chapter. Select
lhe positicns as described above and then try tc solve them on
your cwn. The computer will warn you when you go wrong.

Positlon H: White to play and win.

You may be skilllul enough to reduce your opponent o a bare
king. but do you know how to put him away? The white king and
rook must werk together 10 trap the black king in @ corner. Iif
White plays perfectiy he can mate in eight moves

Position G: Whits to play and win.

In order to shepherd his pawn to ils queening sguare the while
king must first gain the “opposition”. Advanced players know
this concepl by heart: If two kings are facing each other on the
same file or rank with oniy one emply sguare between them,
then the player without the move is said te have the
“opposition”, Gaining the opposition is almos! always an
advantage in pawn endgames since it allows one to gain
territory and penetrate the enemy pesition.

Position F: White to play and draw.
Knowledge of positicn G should help you to understand tha
drawing method nere White, who is in grave danger of lesing

must play a surprising move 1o deprive Black of the “oppositicn”

and hold him 1o a draw.

Position E: White 1o play and win,

Some tactical themes occur frequentiy and belong to the
arsenal of all geod players. This position iilustrates the
“skewer'. Black must not move his king to the Bih rank
otherw'se Wnite would check with the ragk, promote his e-pawn
and win quite easily. Black's king and rock are forced intc a
fatal line up along the 7th rank, after which Wnite uses a deadly
skewer 10 win the black rook. Without an awareness of this
tactic White couid not win the game, despite his three-pawn
advantage!

o
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Position D: White to play and win

In tnis position taken from a game Capablanca—Tanerow, New
York 1810, the white queen is attacked by the black bishop on
es. Tne legendary Capablance, who was Worid Champion Trom
1921 10 1927, 100k just a few brilliant moves to dispose of his
opponent, Can you find them?

Position C: White tc play and win.

Some games of chess become classics, enjoyed and admired
as works of art by successive generations of chess players. This
game betwesn tne American genius Paul Morpny and the Duke
of Brunswick is reputed 1o have 1aken place during an opera!
Even after you have found the correct atiack you should play
through the position a number of times as the computer will try
aiflerenl delences for tne black side

Position B: White to play and win.

Tnis pesition was taken from a game Alekhine—Grunieid,
Carisbad 1923 {with 1ne colors 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 diferent ways, so play
through the position a numper of times

Position A: White to play and win.

This position illustrates the dream of every chess player. It is
taken from the game Adams—Torre, New Orleans 1920, and
containg a series of astonishing sacrifices of great beauty and

“originality. White could give a "pack-rank mate” if the square e8

were not 5o well protected. So he attempls to divert the black
gqueen or the black rook on ¢8 from their delence of this square.
I you do not understand the moves the computer plays for
Black then try playing cther moves against the computer. Select
position A, press PLAY, maxe a cilferent black defensive move
{the computer will complain) and press PLAY again. You will
soon realize why Black was so cautious :

20. The ACL key

Computers sometimes “lock up” because of slatic discharge or
some other electrical disturbance. If this happens take oul the
batterias use a pin or cther sharp object to press the ACL key in
the base of the set for one second. Tnis resets the computer
and clears its memory.

21. Care and maintenance

Your computer is a precision electronic device. Do not subject it
tc rough handiing or expose it 10 extreme temperalures or
moisture. Do not use chemical agents o clean the set as thess
may damage the plastic. Weak batteries shouid be replaced
promptly as they mignt leak and cause damage 1o the computer.




22. Technical specifications
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Processor speed E00 KHz 6
LED lamps 18 5
Keys 15
Power consumption: coOTw
Batieries 3 AA "penlite” cells (AM3, R&)
Battery life 1000 heurs {aikaline batteries)
Dimensions 172 x 135 x 27 mm
Weight 0 4 Kg {without batteries)
Playing strength Fer beginners and casual players
SciSys rves the right 1o make iechnical changes without notice in the

interes: of progress



23. Troubleshooting guide

SYMFTOMS

POSSIBLE CAUSES

Tne compute: does not react,
benaves evancaly or “ireezss” in
me miade of a game

Baneries weas o bad

WHAT YOU SHOULD 0O

Baneries not inseried properly

Reglace batteries

Sl discharge or elsclicy!

'E;r-?é descrided in Crapeer 20

legal moves

— En passant
— Castling {«ing or ques sdei
— Pawn promoton

i asturdance has causad tne
computer 10 lock 1
2 Tne compuler r2iuses to acoegt 3 Is 1 your turn? fook 2t the color lamps! Make sure you e famiizr with Te Chess rules {raad he
| move of kay peesiss b kssos & your king in checi? [CHECK lamoé “Ruies of Chess™ mamall Use the pece k&ys 1o confirm
s0unoing e e77es beep Wl your move put vour ©ing inio cheai? the tard noston use TAKE BACK o reconsiruct fre
Aa you trying 1 castle incorrecTy? icheck the rulesi last move.
Did you mowe the rock first when casting?
Tne compuler is sl ininking izolor lignt fashing) Fress PLAY i interrupt ine thought pracess
Tne compuler is Tying 1o show you a move {erhaps Frass 2 piece an the squares indcates 8nd Men ress
from the last gamel NEW GAME
3 The compuier cheals or makes It has mace & special mowe ke Maks surz you ars famiar w e chess rdles irzac e

“Rules of Cresz” manua’l Use the pece keys 1 confirm
the boare posilion, use TAKE BACK to reconstuct e
Ia,s{ v,

Your poard poston ig not corect, same pisces have
Deen cispiaced

Verlty tne board position (see Caagher 16)

Betteries ars running cut

Replace banenies




AT YOU SHOULD

4 = NON AUTO ¢ wn it off, then press
E » cont s o TAKE BACK ic Uy ancinss
PLM’ 1o contirue or TAKE BACK to try anome
| ¢ Cnapter 18
5, Campuater s sient 10 52t nefp mode G
£ are Of hey 002 n

respond
Lamps do-nat come on cor

Iy OR

Faulty contacts. Cneck as fwlmu Remowe bate:

it them, he'd the PLAY ey down whilz ¢ ng e
ou can naw st each sgquare and key.

n the back 1o return to netmal play

e il ener petssts

ENGLISH



