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GARRY KASPARQOV
WORLD CHAMPION

Dear Feliow Chess Flayer,

When computers were first invenled just four decades ago few people reaiized thal mankind
was witness ic the most imporiant single deveiopment of our lime. Today computers have
become freely availabie and in a few years there will be a computer in aimos! every
househoig.

SciSys has asked me 0 wrile a few words o weicome you 10 the world of chess playing
compulers. | have been personally associaled with the company since 1383 and can thereipre
speak about its products from experience.

Untit recentiy chess computers were regarded as simple toys which would never be capabie
of providing serious cpposition for the enthusiast. The rapid agvance of technoiogy and
programming skif's has certainly changed that Today chess comgputers have become an
accepted part of the chess world, serving not only lo inlroduce new piayers 10'1he world's
finest game bu! also encouraging them to take par! in lournaments against human opponents
Chess compulers can teach you ail the basics of the game and keep up with you even if you
go on fo become a top club player.

SciSys has been al the forefront of this development and has been responsible for many of the
maos! interesting innovations. It is the only chess compuler company under Swiss
management, and | look forward 1o a long and productive relationship with SciSys and with you
who have chosen their compulers.

1 wish you enjoyment and satisfaction from your SciSys chess computer — and who knows.
maybe we i mee! in combat across ihe chessboard in the future!

Good luck?
-

X/

- L
[
Garry Kasparoy




KEYS, LIGHTS AND FEATURES -
0
Keys Lights per
S
1. NEW GAME Press to reset the initial position 14. WHITEBLACK Side 1o move. When the computes w
for a new game is thinking the appropriate color
2. GO Press 1o swilch the computer on. light blinks.
Piay is resumed at the point where 15. SET-UP A position is being entered cor
the STOP key was pressed madified
3. STOP Press to turn off the computer. 16.  MULTI MOVE A sequence of moves is being
The current pesition is saved in entered
memory 17. CHECK King in check
4 Piscs keys Used tc chooss promoted men, 18. DRAW Stzlemate or graw by three-fold
verify board position and set up repelition
new positions 18. MATE Cneckmate (logether with
5 DISFLAY MCYVE Press to see which mowe the CHECK)
computer is considering 20,  Board indicators The cemputer uses these lights to
& COLOR Used te select color of piece indicate game moves, 1ake back
- being verified or sat up moves. of show you which move
7. SOUND Press to turn beep on or ofi it is considering. They are also
8 SETUP Used to enter or modify positions usad lo verify the board positicn
9. MULTI MOVE Used to enler a seguence of and to display the level of skill.
oves
10. TAKE BACK Press to take back last move
11. LEVEL Used tc select level of skill Features
12. PLAY Press 1o force the computier to

compule resp. to exacute the
nex! move

[ B
[

Battery compariment (in base of setj
ACL switch (in base of se) — press every time you have

Each square has z sensor that
registers piece movement

13, Sensor chessboard put in batteries

Socket for mains adapier (optional).

[+ ]
[




Important note

Your Kasparcy Sensory Cnass Computer is programmed to play
chess with you. It knows zali the rules of chess including

casthing. en passant, underpromotion, stalemate, draw by
imrmediate tnres-lold repetition and by the 50-Move ruie
Somstimes the computer may appear 1o be playing irregularly
when in fact it is obeying these rules. In case you are not very
familiar with the game we have included a copy of the Rules of
Chess. It you need addtional infermation your local liorary is
sure to have several bocks on the subject. Piease also refer to
the back page for a I'st of recommendad chess books.

Introduction

Your Kasparov chess compuler is a sophislticateg chess
computer which automatically registers your moves on its buill-
in sensor chessbeard. It has 17 different levels of skill. There
are a number of additional features which make all operations
easy to understand. You will be sure to appreciate the new
instant response program that gives you very fast games in the
casual levels.

The computer contains the latest in single-chip microcompulter
technology which maans that you get a batiery lite of ower 150
hours on Tour penlite cells (alkaline type). The last position of a
game is always stored in memory and retained for up 1o 2 years.
We hope that these features will contribute to your enjoyment of
the game.

1. Getting started

Your Kasparov chess comouter runs on four AM3 or “A4&" s z8
batteries. Open the baitsry compariment and (nsert the
balteries ag shown in Fig, 2, then press 1ne ACL switch in the
base of the set and hold it down for one second; use a pin (or a
paper clip or any other sharp object). The computer can aiso be
cperated by mains adaprer

Set up the chess pieces in the opening position and press GO
and then NEW GAME. If the computer fails to respond — static
discharge can sometimes cause it to lock up — press the ACL
(Al Clear) switch again.



2. Setting the level of skill

Your Kasparov chess computer has 17 different levels of sidil.
The first nine are designed for casual play and ine average
response time on each level is as follows

Level Average response time per move

12 second (Handicap Leve! for beginners)
2 seconds (default setting)

5 seconds

15 seconds

30 seconds

1 minute

2 minutes

3 minutes

6 minutes

@O =-1 MU & W= O

In these levels the computer is pregrammed to try to aniicipats
various moves you might make and te calculate its responses
for each of them while you are thinking. Thus you may very
cften get an instant response 10 your moves. The above times
are averaged for non-Hnstant moves so that the computer will
generally play faster over a large number of moves. Please note
that the average time on individual meves also depends on the
stage of the game and the tactical complexily of the current
pesition.

The next four levels are for tournament play:

XL
@
Level Primary time control Secondary time conlrol 3
A 30 mowves in 30 min. 30 mowes in 30 min. E
B 40 moves in 2 hrs 20 moves in 1 hour
(international tournameant
standard;
C 40 moves in 2Vz hrs 16 moves in 1 hour

(Grandmaster tournament)
D 50 mowves in 2V2 hrs 20 mowves in 1 hour {US Chess
Federation standarci

Taking Level B as an example the computer will finish the first
40 moves in 2 hours {primary lime control) and then play the
next 20 moves within 1 hour {secondary time control). All further
moves are played at a rate of 20 moves per hour.

Piease note that in accordance with tournament regulations any
time remaining at the primary time control is carried forward lo
the secendary time control, e g. if the computer has made the
first 40 moves ion Level B} in just one hour it has z total of two
hours for its next 20 moves. The remaining time for each time
contrel is accumuiated through the end of the game.



The last four levels are special levels:

Level Description

E Speed chess — The computer will try 1o compiete
the enlire game in five minutes (lotal computer
thinking time — opponent’s time not included)

F 10 sec/move — The computer will play each move
in 10 seconds (taster if it anticipates the opponent’s
moves).

G Infinite Level — The computer will go en thinking

until you interrupt it (by pressing PLAY) or it runs out
of memery._ In complicated positions this can take
many days.

H Problem solving level up 1o “Male in 10" — Sae
Chapter 17 of tnis manusl for a complete
description.

To set a specific level press LEVEL until the lights around the
edge of the board correspond to the level you want (1 — 8, A —
H, or ne lights on for the Handicap Level (). Pressing COLOR
will increment the level by eight staps {as a shori-cut 1o setting
higher lewels) and back again

The leve! setting may be changed al the beginning or at any
time during a game (but only when it is your turn to move)

3. Your moves

Te make a move first press down on the pisce you wish 10
move. You will hear a short beep. Place the piece on its
destination square and press down again. You will hear a
second beep and a coler light (BLACK or WHITE) begins to
flash. Tnis means that the computer has accepled your move
and has slarted to compute its reply.

Note: At the beginning of 2 game the reply will usually be
instantaneous cn any leve! because the computer is playing
moves that are stored in its “opening book™.

To make a capture you cniy have 10 key in the move of the
capturing piece. In case of zn en passant capture lhe
computer will remind you te remeove the captured pawn (oress it
down before removing it).

When castling always key in the king's move first. When a

pawn promoles you must tell the computer which piece you
cheose by pressing the approoriale piece key

4. Computer moves

The computer indicates its own moves by sounding = double
beep and turning on two lights on the side of the chesshoard.
These lights indicate the horizontal rank and vertical ceiumn 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 plece to the sqguare indicated and press
down to complete the move.




Nole: Wnen the computer promaotes a pawn you must press the
piece keys 1o find out which piece the computer ssiects. In most
cases it will chocse a Queen.

5. Illegal moves

It you attempt to make an illegal move the computer will sound
a double beep (nigh-low) and show you where the piece you are
trying tc move came from. You may place the piecs on a2 legal
sguare or on the original square and move andiner piece.

You will also hear the error beep if you do not exscute &
computer move properly or press an improper panel key

6. Check, Mate, and Draw

Whnen the computer puts your king in check the CHECK light will
come on. If a game ends in checkmate the MATE light will coms
on as well {ine WHITE or BLACK lights indicate which side has
been checkmated).

In case of a slalemate or draw by three-fold repetition or fifty
maove rule the DRAW light will come on.

7. NEW GAME

To start a new game press NEW GAME. The level remaing
unchanged.

8. TAKE BACK

Te take back moves simply press TAKE BACK. The computer
will help you to retract the last move by showing you which
piece was moved and where it came from. Your Kasparov
chess computer will allow you to take back up to eight individual
moves.

ENGLISH

9. Changing sides

If at any time during a game you wish 1o change sides with the
camputer you may do so by pressing PLAY instsad of making
your move. The computer will play the next mave for you and
¥OU can GO on piaying for the other side.

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

PLAY afier every move and maks the compuler play the entire

game against itseif. The PLAY key is also useful when you need
help and want the computer to suggest a move for you.

If you want to play a game with the black pieces, set up the
beoard wilh the black pieces at the bottom. Press NEW GAME
and PLAY. The computer will make the first move for white,
playing down from the top of the board.

10. Interrupt

If the computer is spending too long on a move you can
interrupt it by pressing PLAY. This will cause it 1o stop
computing and play the best move it has found so far.



11. MULTI MOVE

Tne MULTI MOVE key puts the computer into a special mode
that allows you to enter openings or te ferce the computer to
play a cerlain continuation. The computer will net compute a
reply to the move you enter. It will enly keep track of the board
position and make sure that all meves are legal

While the computer is in Multi Move the MULTI MOVE light is
on. Te return 1o normal play press MULTI MOVE a second time.

12. Computer as referee

Multi Move is aiso useful when you are playing a game with a
friend. The computer will act as a referse and each side can
always ask it for acvice by pressing PLAY.

13. Display moves

Tnis special feature allows you to cbserve the “thought
precess” of the computer, Press DISPLAY MOVE while the
computer is thinking and it will show vou the moves it is
congidering. It will do this by turning on the FROM square for
three seconds and then the TO square for one second. You can
watch how It changes its mind as it computes deeper. When it
has decided which move to play you will hear a double beep and
the board lights which move it has chosen.

Pressing DISPLAY MOVE again switches off this feature. It is
not available on Level H.

14. Game memory

Yeu can interrupt 2 game at any siage {even when the
computer is thinking) by pressing STOP. Play is interrupted and
all lights are turned off 10 conserve baltery power. The
computer will “remember” the position for up to 2 years and
resume play if you press GO.

STOP is alsc used to swilch off the computer when you have
finished playing with it and GO 1o swilch it on again. Note that it
restarts when you release GO.

15. Verifying piece positions

If you upset the pieces or for other reasons are not sure that the
board position is correct you can ask the computer 1o $how you
the proper location of each piece.

To de this press one of the piece keys. The computer will use
the pesition indicator lighls to show you where that piece is
located. Press the same piece key again 1o find further pieces
of that kind on the board {a double beep indicates that there are
no mere of the plece selected).

You may verify the position of other pieces in the same manner,
To change colors press COLOR. The WHITE/BLACK lights
always show you which side is being verified.



16. Setting up aspecial position

If you wish to sel up a special pesition first press SET-UP. The
SET-UP light will be turned on and you may move, add or
remove pieces from the current board position {If the position
you want 1o set up contains only 2 few pieces, press NEW GAME
after pressing SET-UP to clear the board of all pisces).

— To remove a piece simpiy press it down on its current
square and remove it from the board.

— To add a new piece first select the color (oy pressing
COLOR if necessary). Now press the appropriate piecs key
and press the new piece on an empty square.

After you have sel up the position make sure the WHITE/BLACK
lights correctly indicate the side to move next {press COLOR if
necessary) and then press SET-UP 1o resume play ithe SET-UP
light wili go out).

After you have set up a position always verify it as descriped in
chapter 15. De not enter illegal pesitions as this may produce
unprediclable results.

Example: To set up a position with white King on E1, white Rook
on A1, black King on DS, and black Rock on B2, first place the
pieces on the board. Now press SET-UP and NEW GAME to
clear the board. Press COLOR (if necessary) to turn the WHITE
light on. Press <&@ and then press the while King on its square.
Press X and then the while Rook on its square. Now press
COLOR {BLACK light onj and then the black Rook on its square.
Press & and then the biack King on its square. Press COLOR
(White lighton = White ta move) and SET-UP tc return to play mode.

Note: In the above position the computer will permit castling. If
you press PLAY it will castle and capture the black Rook on the
next move!

17. Problem solving

Your computer has a special problem mode (Level H) in which it
will solve chess problems up te mate in ten moves.

Enter the position (see Cnapter 16) and set Level H (see Chapter 2),
Press PLAY to start the mate search. The board indicaters will
tell you how deep the search has progressed.

If the computer finds a forced checkmate it will play the first
move — the “key move™ — which leads 1o mate. You may try lo
defend the position for the opposite side {the side being
checkmated} by entering moves as usual. The computer will
continue playing the checkmating side until the game is over.

b o
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If the computer does not find & forced mate within ten moves it
will stop computing, sound an error beep and not make a
move. Please bear in mind that in Level H the computer will
only make a move it it can see a forced mate for the side it is
playing. Press PLAY to stop the search any time you like.

18. Turning sound off

If the computer “peeps” are distracting you cr others during 2
game you may turn off the sound by pressing SOUND. Fressing
tne key again will turn the sound back on You must watch the
indicator lights and press pieces and keys carefully when
playing without sound

19. The ACL switch

It the computer locks up because of stalic discharge or some
cther reason, press STOP and then use a pin or cther sharp
object 10 press the ACL switch in the base of the cabinet for
one second. This resels the compuler and clears the memory.

20. Care and maintenance

Your Kasparov chess computer is a precision electronic devics.
Co not subject it te rough handling or expose it 10 extieme
temperatures or moisture. Do not use chemical agents 1o ciean
the s£t as tnese may damage the piastic. Wea balieries shouid
be replaced promptly as they might leak and damage the
computer.

21. Technical specifications

Microprocessor.
Processor speed.
Program memaory.
RAM memary:

LED lamps:

Keys:

Fower consumption:
Battery requirement
Battery lite.

AC adapier (optional}

Dimensions:
Weight:
Piaying strength

6301Y

12 MHz

16 Koytes

256 bytes

23

17

015w

4 “AA" panlite cells {type RS or AM3)
150 hours (alkaline batteries}

7-8v DC at 100 mA minimum with 2.1 mm
mini-plug.

323 x 237 x 30 mm

1.2 kg (without baneries)

Less than 8% of all chess players can
be expeciad to beat your Kasparov
chess computer. With praclice you
could be one of them!




22. Troubleshooting guide

SYMPTOMS

POSSIBLE CAUSES. TESTS

WHAT YOU SHQULD DO

1

Dzes nol work using batt=riss.

Batieries wesk.

Repiace batteries.

Saneries not insented properly

Cneck if bafleries are inserlad the correct
way round,

Power-on reset probiem,

Press the ACL switch in the baze of he
computer for 5 secands witn a pin, paper<ip
or sirmifar,

computer cheats

2 Al Ian‘pé light up together. Fower on reset problem or stalic discnarge. Press ACL swilch for S ssconds
| Bansrtios weak Baolzce bansries.
2 Computer ‘freezes’ in the middie cf 2 Eznzriss wesa Raglace balleries.
i Swatic discharge. Press ACL switch for § secends. =
4.1 Lamp does not work, Lamp dead Service Center, -
4.2 Cnessboard sguare o key does not Fauity contacts: Service Cenler
respond cornrectly when pressed, ‘Prezs SET-UP. NEW GAME. &5 keys. Press
CR eacn sguare on the chessboadd in turn to
Lamps do not come on correctiy werify boarc comtacis. The proper lamos
should ignt Lp with = beep in turn — each
key shouid beep once uniil you reach
SOUND. which turns it off, Press SOUND a
second time and continue. el
4.3 MATE or CHECK lamps do not light up. Test ihe control lamps as follows: Service Center.
Frezz NEW GAME. MULTI MOVE |, F2, F4,
E7, E5 G2, G4, D8, H4
Triz CHECK and MATE lames should lght ug.
5. Compuler makss ilegal move or It has made 2 special move like Perform the move, then maks sure that you

— Enp=ssant

| — Casting (¥ing side or Ousen side)

— P=an promotionfungerpromotion

are familiar witn these rules (Read "‘RULES
OF CHESS' manual) Use the COLOR and
piecs keys 10 confirm where the pisces are.
Then use the TAKE BACK function to return
to the previous boasd position and verily
again, This will show you exactly what the
computer has dene, Repeat tesis 4.2 & 4.3 10
check compuler working comectly.

You have got pieces on fhe wiong squarss

Make the computsr 5 move. us2 the COLOR
and piece keys tc confirm the board position
{Se=s chapter 155

Batteries are running oul:

— [rspiay dim

— Sound weak

— Lamps blink more slowly

Replace baNleres. press ACL and try again.

ENGLISH

10



SYMPTOMS

POSSIBLE CAUSES, TESTS

WHAT YOU SHOULD DC

Computer does not accept your move
i tne middle of a game.

Batteries ase rmn'rr_g out.

Beplace baneries

Computer lacks Lp.

See chapter 19.

You are trying 1o make an ilegal mevs

Lock at the color lamp — 1§ it your turn?
Is your King in chieck? (CHECK lamy
Will your mowe put your King into check?
Are you lrying 1o caslie incorrectly?
Dig you mowe the Rock first when o
Use the COLOR and piece keys 1o oo
where the gieces are.

Fawn promotion: you must selec! the plece il

promoles 10.

Press a piecs key to confirm the piscs type

(9. 2.2.8)

A pawn moves ke a Queen, a R@c.ni\‘
a Bisnop or @ Knight.

The pawn has been promcted,

Use the COLOR and piece keys to confirm
the board position .

Use the TAKE BACK function to lake back as
far as necessary and replay the game

Use the COLOR and piece keys 10 confirm

| Plug loose.

_E King mowes like a Cuesn The board may have been swaoped round. in
which case King and Queen change places where Kings are (se= chapler 5
9. Computer will nct piay
9.1 ‘White or Black lamp on steadily It has not started computing, Press PLAY to start it computing. If the
| MULTI MOVE lamp i$ on, réad chapler 11.
G2 White or Black lamp fiashing You have not wailad long encugh. The Verily the level, check chapter 2
computer is still thinking. In compiicated To interrupt the thinking process prass
positions it may take many timas longer than PLAY.
the average response time. Difficult Mate
preblems may take wesks 1o soive
10  Computer is silent. The sound is off. Press SOUND again to turn it on.
11. Does nol work on adapter Look at plug. Adjust fit

Delective adapter

If comguter works using bafteries but not
uging the adapler, then tne adamer is prodably
defective. Send It lo the service center.

Wrong adapter type:
voltage rating, culput voltage. currant limis,
plug gamatsr elc




