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GARRY KASPAROV
WORLD CHAMPION

Dear Feilow Chess Player,

When compulers were first invented just four decades ago few peopie realized that manking
was wilness 1o the most imporiant singie deveiopment of our fime. Today computers have
become freely available and in a few years thare will be a computer in aimost every
household

SciSys has asked me io write a few words to weicome you o the world of chess piaying
computers. | have been personally associated with the company since 1983 and can therefore
Speak about its products from experiencs.

Unti recentiy chess computers were regarged as simple foys which would never be capable
of providing sericus opposition for the enthusiast. The rapid advance of technoiogy and
programming skilis has ceriainly changed thal. Today chess computers have become an
accepled part of the chess world, serving not only to introduce new players to the worid's
finest game but aiso encouraging them 1o take part in tournamenls against human opponents.
Chess compulers can leach you all the basics of the game and keep up with you even if you
o on o become a lop ciub player.

SciSys has been al the forefront of this deveiopment and has been responsible for many of the
mast inleresting innovations. Il is the only chess computer company under Swiss
management, and I jook forward 1o a long and productive relationship with SciSys and with you
who have chosen their computers.

! wish you enjoyment and salisfaction from your SciSys chess computer — and who knows,
maybe we'll mee! in combat across the chessboard in the future!

Good luck!

Garry Kasparov




Features

1.

i

10.

11,

Lights

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

Keys

Plece keys These six keys are used 1o verify
board position.

NEW GAME Press o reset 1o the initial
position for a new game

LEVEL Press to select level of skill.

PLAY Press to force the computer to
play the next move.

TAKE BACK Press 1o take back last move.

NON AUTO Used to enter a sequence of moves.

HELP Sets help leveis F, G or H:
Level F — Full help

Level G — Game normal: beep only
Level H — Hush: silent
STUDIES Press 10 select “studies”, i.e.
special built-in positions you can
play against the computer {see

section 18)

DISPLAY MOVE Press while the computer is
thinking to see which move it is
considering

EVALUATE Press while the computer is

thinking 10 see how the search is
progressing and who the
computer thinks is winning.

Sensor chessboard

Each sgquare of the chessboard has a built-in sensor that
registers piece movement.

Swilches
GO

STOP

ACL

Swilches the computer on. Play is
resumed at the point where the
computer was swilched off.

Turns off the computer. The
current position is stored in
memory for up to two years.

This swilch al the back of the
compuler can be used in case of
disturbance 1o clear the memory
and reset the compuler.

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

your turn to move.
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Introduction

Your Kasparov chess computer is programmed o play chess
with you and 1o teach you more about this great game, It
automatically registers your moves on its built-in sensor
chessboard, has eight levels of skill and is especially
programmed for fast response. The computer also has a
number cf novel coaching fealures which make it ideal for
beginners and casual players who wish to improve their game.

In normal games the computer will monitor your moves and
make sure that they de not violate the rules of chess. It will help
you learn different openings and suggest moves for you when
you need help. If you are a beginner the computer will warn you
when your pieces are threalened and lel you lake back a move
if you commit a blunder. While it is computing its moves it will
even show you the move it is considering and tell you what it
thinks of the position.

With your Kasparov chess compuler you can learn and practise
the easy way. |t encourages you to improve your chess so that
you enjoy the game more. Socn you sheuld be able to beat the
compuler on the lower leveis and switch to a higher one for
chalienging games. Once you begin to hold your own on these
levels you will know that you are a proficient player and have
nothing to fear from average human opponents.

Ag your interest in chess develops you will want lo 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
ins'ghts into high-class chess and many additional hours of
pleasure with your Kasparov chess computer.

Important note

This computer knows all the chess rules, including castling. en
passant. and stalemate Sometimes it may appear to be playing
irreguiariy when in fact it is cbeying the rules of the game. In
case you are not very familiar with the game we have included a
copy of the Rules of Chess. If you need additional information
your local library is sure to 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 four AA cells {alkaline). Open the baltery compartment
and insert the batteries as shown in Fig. 2.

Set up the chess pieces in the opening position and slide the
STOPIGO switch 1o the position marked GO. The computer is
now ready 1o play a game against you. If it fails 1o react properly
— static discharge can sometimes cause it to lock up —use 2
pin ¢r any other sharp obiect to activate the ACL switch located
at the bottom of the set. This will clear the memory and reset
the computer.

2. Setting the level of skill

The computer has 8 levels of skill which may be changed at the
beginning or at any time during a game {but only when it is your
turn to move}.




Level Average rasponse time per move

1 second (handicap)

2 seconds (handicap)

3 seconds (switch-on level)
5 seconds

15 seconds

60 seconds

75 seconds

unlimited (user controlled)

@~ w; s WN =

The above times are averaged over a large number of moves.
Depending on the stage of the game and the tactical compiexity
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),

Wnen you press LEVEL the computer will use the lights on the
left side of the board to display the level currently sel. Keep
pressing LEVEL unzil the level you want is displayed.

3. Your moves

To make 2 mowe first press down on the piece you wish to
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 fight to the left of the board will begin to
fiash. This means that the computer has accepled your move
and has started 1o compute its reply.

Note: At the beginning of a game the reply will usually be
instantaneous on any level because the computer is playing
moves that are stered in its “openings book”.

To make a capiure 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 into a queen.

ENGLISH

4. Computer moves

The computer indicates its own moves by sounding a beep and
turning on two lights on the side of the chessboard. 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 1o the sguare indicated and press down 10
compiete the move.

Note: Your Kasparov chess compuler knews how {o
“underpromote” in exceptional circumslances. To check if this
has happened you must verify the position (as described in
section 16) after it has made ils move.

5. Illegal moves

If you attempt to make an illegal move the computer wiil sound
a double beep (high-low} and show you where the piece you are
trying 1o 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 errer beep if you do not execute a computer
move correctly or press an improper panel key.

m



6. Check, Mate. and Draw

When the computer puts your king in check you will hear an
additicnal beep and the CHECK lights at the bottom of the board
will flash. If a game ends in checkmate the MATE lights will
flash, and in case of a stalemate the DRAW lights will be turned
on.

7. New game

To start a new game wail until it is your turn 1o move and then
press NEW GAME. You will hear a tripie beep (high-low-high}
which indicates that the computer is ready to play from the
initial position. The level of skill remains unchanged.

8. Taking back moves

To take back a move simply press TAKE BACK when it is your
turn tc play. The computer will help you 1o retract the last two
moves {one for Black and one for White) by showing you which
pieces were moved and where they came from.

9. Changing sides

If al any time during a game you wish to change sides with the
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 playing for the other side. If you want to play a
game with the black pieces, press NEW GAME and PLAY. The
computer 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 afier every move and make the computer play the entire
game against itself. The PLAY key is also useful when you need
heip and want the computer to suggest a move for you.

10. Interrupt

It the computer is spending 100 long cver a move you can
interrupt it by pressing PLAY which wiil cause it 1o slop
computing and piay the best move it has found so far. This
feature is especially useful in level B, in which the computer will
go on thinking until you interrupt it by pressing PLAY unless
there is only one mowe it can play or it finds a mate in one, two
or three.

11. Non auto function

Pressing the NON AUTO key turns off the Automalic Reply
function, so in which it will not compute counter moves but only
keep track of the moves you enler for both sides, making sure
that they are legal. This allows you to enter special openings or
to force the computer 1o play a certain continuation during a
game. To return 1o normal play press NON AUTO a second
time.

Note: Pressing NEW GAME always cancels the non auto
function



12. Computer as referee

NON AUTO is also uselful 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 Evaiuate and Display Move
functions.

13. Evaluate

Try holding down the EVALUATE key whiie the computer is
thinking. Walch the board lights. At the bottom they will start to
cycie. a new light coming on every lime the compuler has
examined 250 posilions in its s2arch for the best move. At the
same time the lights on the I=ft side of the board will tell you
what the computer thinks of the current position. You can walch
the evaluation change as the computer looks at more and more

The compuisr evaluales positions on a scaleof 1108.Ina
balanced position Bghts £ or 5 will be on. If white's position
improves then the Bght number may increase 10 €, 7 or 8. Light
8 represents 2 very significant material advantage for white —
probabily 3 won position. In this situation the computer may
indicate it wishes 10 resign by switching light 1 on instead.

14. Display move

Unlike a human being the computer is always prepared 1o tell
you which move it is considering. Just press and hold down
DISPLAY MOVE whiie it is thinking. The computer will show
you the best mowve it has found so far by turning on the “from™
square for two seconds and then the “to” square for one
second. You can walch how it changes its mind as it computes
deeper.

ENGLISH

An experiment: Press NEW GAME, set level 8 and then press
NON AUTO. Now enter the moves 1. e2-e4 e7-e5 2. 1214
Bigc5 3. f4xeS and press PLAY. If you now press EVALUATE
you will see light 6 is on because the computer thinks White is a
pawn ahead. Press DISPLAY MOVE lo see which move it is
considering. After some minutes light 1 is suddeniy turned on,
indicating that the computer ncw thinks the position is totally
winning for Biack. Press PLAY 10 see the kiiler: 3...Qd8-h4 + !
You can play on with the white pieces to see how this move
wins a whole rook for Black.

15. Game memory

You can interrupl a game at any stage (even when the
computer is thinking) simply by turning it off. Play is interrupted
and all lights are turned off to conserve battery power. The
computer will “remember” the position for up 1o 24 months and
be ready to resume play when you turn it on again.
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16. Verifying piece positions

If you upset the pieces or for other reasons are not sure
whether the board posilion is correct you can ask the computer
to show you the praoper location of each piece. To do so press
one cf the piece keys when it is your turn to move. The
computer will use the board lights 10 show you where that piece
is located. Press the piece key again 1o find further pieces of
the same kind on the board (a double beep indicates that there
are no more of the piece seilected).

You may verify the position of each piece by pressing the
corresponding piece keys. If the board lighls are sleady the
computer is showing you a white piece, if they are flashing the
piece indicaled is black.

17. Help levels

When you swilch the computer on for the first time or when you
press NEW GAME the normal help level “G" (Game} is sel. You
can confirm this by pressing HELP. The G light at the bottom of
the board will be turned on. Help leve! G simply means that you
will hear a beep whenever a piece or a key is pressed.

It you press HELP again, then the H light turns on. On help level
H (Hush) the computer remains completely silent during the
entire game. Of course you must watch the indicator lights and
press pleces and keys carefully when playing without sound.

Pressing HELP a third time sets the help leve! 1o F (Full heipi. In
this special mode the computer will sound the normal beep. but
it will also give you additional heip during the game:

-

. During the opening it will warn you when you play a move that
it does not know, i.e. one that is not in its “openings book”. It
does this by sounding a double beep and not 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 one of your pieces is in danger, i.e. il is allacked by a
piece of lesser value, then the computer will sound a low
warning beep and fiash the square of the endangered piece
for about seven seconds.

18. Special study positions

Your Kasparov chess computer has eight buill-in study posilions
which you can try to solve with its heip. These are selected by
pressing STUDIES. Press this key cnce and you will notice that
the H light al the bottom oi the board lights up. This means that
the computer is ready to go through study position H with you.
Press STUDIES agzin 1o choose position G. Each time you
press this key a new position is loaded into memory and the
lights at the bottom of the board tell you which one it is. The
playing level is automatically set 1o 4 and the heip level to Full
Help. You will find diagrams of all study positions on page 51.
You can also reconstruct the position quite easily by using the
“verify position” feature described in chapter 16,




The studies are meant to enlertain you, 1o improve your
knowiedge of chess, and to 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 altack as analyzed by the masters and will help you to
solve the study in the following way:

Enter each white move as in a regular game. If a move is not in
the sclution library you wiil hear a doubie beep and the
computer will not play a countermove. Use TAKE BACK to
retract this move and try another one. When you piay the
correct move the computer will reply instantly with the best
black defence. If you cannot find the sclution yourseif press
PLAY and let the computer show you how White must play.

Once you have played successiully through the full sequence of
master moves in the sofution library, you will hear a double beep
and the computer will not piay a countermove. You may
continue the game, 2nd i will defend tenaciously, if you press
PLAY.

19. The studies

Below you will find 2 Bst of 2ach position and some hints on how
they must? be handied. If you wanl to solve the studies without
any assistance then do not read the rest of this section. Select
the pesitions as described above and then try to solve them on
your own, The computer will warn you when you go wrong.

Position H: White 10 piay and win. You may be skilful enough 1o
reduce your opponent 1o a bare king, but do you know how 1o

put him away? The white king and rook must work together to
trap the black king in a corner. If While plays perlectly he can
mate in eight moves.

Position G: White to play and win. In order lo shepherd his
pawn to its queening square the white king must first gain the
“opposition”. Advanced players know this concept by heart: If
two kings are facing each other on the same file or rank with
only one empty square between them, then the player without
the mowe is said to have the “opposition”. Gaining the
oppaosition is aimost always an advantage in pawn endgames
since it allows one 1o gain territory and penetrate the enemy

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

Position E: White to play and win. Some tactical themes cccur
frequently and belong to the arsenal of all good players. This
position illustrates the “skewer”. Black must not move his king
to the 6th rank, otherwise White would check with the rook,
promote his a-pawn and win quite easily. Black’s king and rook
are forced into a fatal lineup along the 7th rank, after which
White uses a deadly skewer to win the black rook. Without an
awareness of this tactic White could not win the game, despite
his three-pawn advantage!

Position D: White to play and win. In this position taken from a
game Capatblanca—Tanerow, New York 1910, the white queen
is altacked by the black bishop on e5. The legendary
Capablance, who was World Champion from 1521 to 1927, lock
just a few brilliant moves to dispose cf his opponent. Can you
find them?
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Position C: White 1o play and win. Some games of chess
become classics, enjoyed and admired as works of art by
successive generations of chess players. This game between
the American genius Paul Morphy and the Duke of Brunswick is
reputed to have taken place during an opera! Even after you
have tound the correct attack you should play through the
pesition a number of times as the computer will try ditferent
defences for the black side.

Position B: White to play and win. This pesition was taken from
a game Alekhine—Grunfeld, Carisbad 1923 (with the colors
reversed), which, “some competent critics have considered the
finest ever played” according to Grandmaster Reuben Fine.
Here, oo, the computer will defend the position in different
ways, S0 play through the position a number of times.

Position A: White tc play and win. This position illustrates the
dream of every chess player. It is taken from the game
Adams—Torre, New Orleans 1920, and contains a series of
aslonishing sacrifices of great beauty and originality. White
couid give a “back-rank mate” if the square e8 were not so well
protected. So he attempts to divert the black queen or the black
rook on ¢8 from their defence of this square. If you do not
understand the moves the computer plays for Biack then try
playing other moves against the computer. Select position A,
press PLAY, make a different black defensive move (the
compuler will complain) and press PLAY again. You will socr
realize why Black was so cauticus.

20. The ACL key

Computers sometimes “lock up” because of static discharge o
some cther electrical disturbance. If this happens take out the
batteries use a pin or other sharp object to press the ACL key in
the base of the set for one second. This resels the computer
and clears its memory.

21. Care and maintenance

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

22. Technical specifications

Processor speed: 600 KHz

LED lamps: 16

Keys: 15

Power consumplion: 00IsSW

Batteries® 4 AA “penlite” cells (AM3, RS)
Battery life: 1000 hours (alkaline batteries)
Dimensicns: 290 x 237 x 26 mm

Weight: 0.6 Kg (without batteries)

Playing strength: For beginners and casual players

SciSys reserves the right to make technical changes without notice in the
interest of progress




23. Troubleshooting guide

move of kay piesses but keeps
sounding the error beep

Is your king in check? {CHECX lamp}

Will your move put your king into checi?

Are you trying to castle incomectiy?
fcneck the rulesi

Did you move e rook first when casting?

The computer is still thinking fcolor light fiashing).

STMPTOMS POSSIBLE CAUSES WHAT YOU SHOULD DO
i.  The computer does not react, Bareres weak or bad Repiace baneries
behaves erafically or “freezes™ in
the miodle of a game
Batteries not insenad propery See Fig. 2
Static discharge or electrical Press ACL key as descided in seclion 20
disturbance has caused the
compuler to lock up
2 The computer refuses o accept 2 Is it your turn? flook at The color lamps) Maks sure you are famikar with the chess rules read the

“Rules of Chess™ manuall. Use the piece keys fo confirm
the board pesition, use TAKE BACK to reconstruct the
last move.

Press PLAY to inferrupt the thought process.

The computer is irving 1o show you 2 move {perhaps
from the last game}

Press a piece on the squares indicated and then press
NEW GAME

10
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SYMPTOMS PUSSIBLE CAUSES WHAT YU SHCULD DO
3 The campyter cheats o makes llagal It hias mace a soecial mawe like Make sure you are famiiar with the chess rules {read the
Mgves ~— En passani “Rules of Cness™ manual], Use the piece keys t corfirm
— Castiing (king or queen side} the board position, use TAKE BACK 1o recansiruct the last
— Pzwn promotion mowe.

Your boasd positicn is net comec!, some peces hiaws Deen
displaced -

Verify the boaed position (see section 18)

Baiteres are running out

FReplace batteries

4 The computer wil not play & move

Non aute fynction is 0n

Press NON AUTO to turn it off. then press PLAY

Yaou zre in Help mode F and have made a move that is not
in the openings {see secticn 17)

Press PLAY to continue or TAKE BACK 10 try anotner
mowe (see section 18

You are playing a study positicn and have made an
incorrect mowve {see section 18

Prass PLAY fo continue or TAKE BACK 10 iry another
mowve (see section 18)

Press the ACL key in e back ke return 1o normai piay.

5. Computer is silent Help mode H is st f322 seclicn 17) Prass HELP twice fo set help mode G
&  Chessboard square or key does not Faulty contacts. Check 25 foliows: Remowe bahedies, re Consult senvice cenfre if enor persists
respond correctly OR instail thesm, hoid the PLAY key down while swilching the
Lamps do not come on comrectly computer on. You can now test each square and key.
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