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Dear Fellow Chess Player,

When computers were first invented just four decades ago few peopla realized that manking
was wilness fo the most important single development of our fime Today compulers have
become freely available and in a lew years there will be a computer in akmost every
househoild,

SciSys has asked me to write a few words 1o welcome you to the world of chess playing
compulers. | have been personally associaled with the company since 1983 and can therelor
speak about its products from experience

Until recently chess computers were ragarded as simple toys which would never be capatie
of providing serious opposition for the enthusias! The rapid advance of technology and
programming skills has certainly changed that. Today chess compulers have become an
accepled part of the chess world, serving not only to introduce new players to the world's
GARRY KASP "'“F‘;D"" linest game but also encouraging them 1o take part in tournaments against human opponents.
WORLD CHAMPION Chess computers can teach you all the basics of the game and keep up with you even if you
@0 an 1o become a lop club player

SciSys has been at the forefront of this development and has been responsible for many of f
mosti interesting innavations. It is the only chess computer company under Swiss
management, and | look lorward to a long and productive relationship with SciSys and with
who have chosen their computers.

I wish you enjoyrment and satisiaction from your SciSys chess computer — and who knows.
maybe we'll meel in combat across the chessboard in the future!

Good luck!
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Keys and functions

Socket for mains adapter {optional)
Power switch
Piece compartment
Quick instructions printed in lid
Tauch-sensory chesshoard
Buzzm
Control panel keyboard:
— Chamnge level
— Start new game
— Take back any number of moves automatically
— Replay any number of moves automatically
— Suggest a move
— Turn sound On/Off
— Permit multiple moves
— Display move considered
& Control panel displays:—
— Side to move
— Computer thinking
— Set-up position, fix position, verity position
— Check
— Checkmate
— Draw
— Piece type: King — Pawn
9, Indicator: column of piece maving
10. Indicator: row of piece moving
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Introduction

TUBBOSTAR 432 is a sophisticated chess computer which
automatically registars your moves on its built-in sensor
chessboard., It has 31 extremely flexible main levels of skill
jand over 4,000 programmable tournament time settings ) and
s number of very advanced features that will increase your
enjoyment of the game. These ‘intelligent’ features also make
the computer especially easy to operate

TUBBOSTAR 432 runs at 4MHz, with 4K bytes of RAM and
32K bytes of ROM.

1. Getting started

TURBOSTAR 432 runs on six heavy duty C-Cells for up to 8
hours of playing time (using alkaling batteries will give you up
to 15 hours). Insert The batteries as shown in Fig. 2.

For most economical operation use a SciSys mains adaptor
which your dealer will prowide as an option.

Set up the chess pieces in the opening position and switch the
computer on. It will perform 2 quick internal test of its
glectronic components and LED lamps, after which it is ready
to play against you.
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2. Setting the level of skill

TURBOSTAR has 31 main levels of skill 1o suit all aspects of
the game. Each Pre-set Level corresponds to a square on the
chessbhoard.

Pre-set Levels Al 1o AB are for casual play. On these Levels
the computer will typically respond in the times given below,
Pre-set Levels B1 1o B6 are for tournament games. In
tournament mode the computer will play according to the
internationally accepted time limits {e.g. Level B3 = 40 moves
in the first 2 hours and 20 mawes in every hour thereafter). It
will always play the move it considers best {randomizer off)
and will adhere strictly 10 the time limits set for the entire
game. Pre-set Levels B1 to B6 can be reprogrammed using the
Adjusiment Levels.

Pre-set Level B7 is designed for the popular club game 10
second chess

Pre-set Level BB is for analysis.

Pre-set Levels C1 to C7 are tor fixed time [speed) games. CBis
not a Level at all — it gives access to the programmable
Adjustment Levels.

Levels H1 to HB are for chess problems (see section 16).

The typical Pre-set Level response times (casual Levels) and
time controls {other playing Levels) are set out in the table
below. The response times for casual play are typical times
only. Depending on the stage of the game and the tactical
complications, the computer may play very much faster or
slower on individual moves; it thinks whilst waiting for your

move, 5o occasionally it may have its reply ready immediately.

Pre-sat
Levels

Casual:

Tournament

10 second chess

Typcal response time per move

A1 5 seconds (beginner )

A2 156 seconds

AJ 30 seconds

Ad 1 minute

A5 2 minutes

AB 3 minutes

AT 6 minutes

AB 1 second (Handicap Level)

Time Contiols (No. Moves/Period)
Primary Control Secondary Contr
B1 30 mowves in 30 mins. 30 moves in 30 mins
Tournament )
B2 36 moves in 1 hr 30 mins  rest of moves in 15m
{European Clulb)

B3 40 moves in 2 hours 20 moves per hour (S
Tournament)

B4 45 moves in 2 hours 23 moves per hour (
Tournament)

B5 50 moves in 2 hr 30 mins 20 moves per hour |

B6 GO moves in 1 hour
{Fast Tournament

B7 1 move every 10 seconds with acoustic remi



Analysis
B8 computer only moves when interrupted-see section 11

“All the moves” games:

C1 5 minutes for the entire game (speed chess)
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C8 Special key to program Adjustment Tournament time
cantrols (see section 15); does not of itself select a
Level.

To choose the Level you want press LEVEL (the computer
will indicate the Level currently set) and then the appropriate
square of the chesshoard, and tinally LEVEL again to turn
out the LED lamps [the computer will turn them out anyway
if you do nothing more for 7 seconds or so). The Level setting
may be changed at the beginning of the garme or any time
during the game (but only when it js YOur turn 1o mowve ),

3. Maltiﬁg moves

To make a move first press down on the piece you wish to
move. You will hear a short beep. Place the [HECE On 115
destination square and press down again. You will hear a
second beep and a color light (BLACK or WHITE) begins to
Hash. This means that the computer has acceped your move

and has started to compute its reply. If you hesitate long over
a move the computer will ask you to replace the piece: it will
berep then flash the lamp for the place and its seuare,

Ta make a capture you only have to key in the move of the
capturing piece. In case of an en passant capture the computer
will remind you to remove the captured pawn {press it down
belore you remove it),

When castling always key in the king’s move first. When a
pawn promaotes you must tell the computer which piece you
choose by pressing the appropriate piece key,

4. Computer moves

The computer indicates its own moves by sounding a doubla
baep when it has finished computing and turning on two lights
on the side of the chess board. These lights indicate the
horizontal rank 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 fjo. Move
the piece to the square indicated and press down to complate
the mowe,

Mote: When the compuler promoles a pawn it will use the
piece lights to show you which piece it chooses. Press down
the appropriate piece key 1o confirm its choice,

ENGLISH



5. lllegal moves

If you attempt to make an illegal move the board lights
indicating the TO square will stay on and the computer will
not compute a countermove, After a few seconds you will hear
a low beep and the| seT ue | light will start flashing. The
computer will show you which piece you must move back
before you can make your next move.

If you do not execute a computer mave properly you will hear
a double errar beep and the board lights will help you to
corect the move,

6. Check, Mate, and Draw

When the computer puts your king in check it will sound a
double beep and turn the CHECK light on. If a game ends in
checkmate it will turn on the MATE light (the WHITE or
BLACK lights indicate which side has been checkmated).

In case of a stalemate or draw by threefold repetition or the
fifty move rule, the DRAW light will be turned on.

7. NEW GAME

To start a new game press | NEW GAME | . The level and all
other relevant settings remain unchanged.

8. TAKE BACK

To take back moves press l TAKE BACK ] . The computer will
start retracting moves, 11 will show you where the pieces came
from and where you should put them. 1t will also remind you
to replace captured pieces (watch the piece lights). You can
take back all the moves up 1o the beginning ol the game

i
After each move you take back it will display the next one; if
you ignore it lor 6-8 seconds it will turn off the display. To ;
terminate the take back function and resume play simply key i
in a move (or press| Move | ). |

9. Replay

After taking back moves you may replay them by pressing

| mEPLAY | . The computer will show you the moves that were
made (it turns off the display if you ignore it for G-B seconds).
You may resume play at any stage by entering a move or
pressing | uou'{l

To replay an entire game usetul for analysis) press
NEW GaAME | and | REPLAY | . The computer will show you
the entire game you just played.

10. Changing sides

It at any time during a game you wish 1o change sides with the
computer you may do so by pressing| movEe ] instead of
making a move. The computer will play the next move for you
and you can go on playing for the other side,



You can change sides as often as you like. You can even press
T_“ﬂia repeatedly and make the computer play the entire
game against itself. The E“_"’ﬂ key is especially useful when

you need help and want the computer to suggest a mave for
you.

It you wish to play a game with the black pieces, set Up the
board with the black pieces at the bottom. Press [NEW GAME |
and[ MovE | . The computer will make the first move for
white, playing down from the top of the board.

Note: always wait for 3 seconds before pressing [MOVE]
11. Display Moves

This is a unique featur that allows you 10 gbserve the
“thought process” of the computer. To activate this mode
press [__::EPL&FE?\E] The computer will now show you
the moves it is considering while it computes a move, It will do
this by turning on the FROM square for three seconds and
then the TO square lor one second. You can watch how it
changes its mind as it computes deeper. Pressing
[__-:!Eu{f_u_éiﬁ again switches off this feature.

If you wish 10 interrupt the computer while it computing a
move simply key in the move it is currently considering, This
does not pDperate in problem levels.

12. MULTI MOVE

The Eﬂ[j[n_nﬂw_aj key puts the computer into a special
mode that allows you 10 enter openings or 10 torce the
computer 1o play acét {ain continuation. In this mode the

computer will not compute a reply when a move has heen
entered, It will only keep track of the board position and
make sure that all moves pniered are legal.

The Multi Move modae is especially useful when you play 2
game with a friend. The computer will act as a ieferee and
each side can always ask it for advice by pressing E_“':.“f.“_]

To return 1o normal play press [MU !‘:.T'. MTIF!E'F ] a second time,

13. Verifying piece positions

It you upset the pieces or for other reasons are NoL sure that
the board position i§ correct you can ask the computer 10
chow you the proper location of each piece.

To do this press ﬁaf_ﬁ_ﬂ {the SET UP light comes on) and
then one of the pece keys. The computer will use the board
lights to show you where that piece is located. Press the same
piece key again 10 sE8 if there are any more picces of that kind
on the board.

You may verity the position of other pieces in the same
manner. To change colors press [coon] . The WHITE/
ALACK lights always show you which side’s pieces are being
verified.

Warning: Do not press ddwn any of the pieces while veritying

a position as this will remove the piece from the gamaa,

To return 1o normal play press EE_T__UE] again.
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14. Setting up a special position

If you wish 1o set up a special position first press | sev up | .
{It the pasition you want to set up contains only a few pieces,
press | NEw GAME | immediately after this to clear the board
of all pieces). The computer remembers whether white is
playing up or down the board.

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

To add a new piece fiest select the color (by pressing | coLon |
if necessary ). Now press the appropniate piece key and press
the new piece on an empty square.

After you have set up the position make sure the WHITE/
BLACK lights correctly indicate the side to move next and
then press| se1 UF |. You may now play on from the position
you have entered. If the side 10 move is on top, it will wait

6-8 seconds and then compute a move,

Note: The computer will refuse 1o play if the posilion you
have set up is not legal.

15. Programming the Tournament Levels

The 6 Pre-set Tournament Levels are adjustment-programmed
by pressing square CB (after pressing LEVEL) and then the
appropriate square or squares as described below.
TURBOSTAR strictly respects the time specified.

10

TURBOSTAR allows you to select all 4 of the impor tant
numbers in tournament time setting: the time and number of
moves to the Primary time control, then the time and the |
number of moves to the Secondary time control. |
1. Choose the number of moves to the first {""Primary ™) limg-!
control — by selection of your Preset [tournament) Level
B1-B6 you can choose it to be 30, 35, 40, 45, 50 or 60.

2. Select the number of hours and minutes by which time
this number of moves must be played — press C8 and then
adjust the Primary time using Adjustment Level settings
A1-AB for 30 150 minutes,

4. I you need ditferent Secondary time controls, press
LEVEL and C8 then one of Adjustment Levels B1-BE.
Each sets a different number of moves per period of time
{these periods are further fine adjustable with the
Adjustment C1-C7 settings). Each time the controlled
numbes of moves is played {from 10 to 300 a fresh
Secondary time penod is allowed, and unused time may
be canned forward

4. Vary the number ol hours and minutes of the Secondary

time: control by pressing LEVEL and C8 then Programim-
ing ane of the Adjustment Level settings C1.C7 to select a
period between 15 minutes and 1 hour Tor each (repeated)
secondary time control,



Primary Time Control Secondary Time Control
Number Time to Number Time 10
of moves complete of moves complete
Select from Program Program Program
Pre-set with CB with C8 with C8
Levels B1-B6 then A1-AB8 then B1-B8 then C1-.C7

In additien, TURBOSTAR provides 8 "“sudden-death'
secondary tournmament time controls. These are set out in
section 15.2.

15.1 Adjustable Tournament Rate Controls

Primary Secondary Time Contral
Time Adjust Moves per Period Time Adjustment
A1 30 mins, B1 10 moves per 30 mins. C1 18 ming,
A2 B0 mins. B2 14 moves per 30 mins. C2 20 mins.
A3 80 B315 * M mrowm c3io -
A4 90 B416 " " hou c4 40 *
AS 100 ¢ BS520 “ " houw Chdb ™
AG 108 " B623 * hour ceb0 "
A7120 " B726 " °  hour C7 1 hour
AB 150 * BB30 * * hour CE —

Programming fresh Tournament Secondary Time Controls:
This redefines the number of moves far the secondary time
control and also defines the fresh time period to go with i
(this period can be adjusted in wrm via the Adjustment Levels
C1-C71I:

Adjusting the Secondary Time Controls: You can select a new
time period for each group of moves in the Secondary time
control, The Adjustment only has a meaning il you have
selected a full Tournament (not a sudden-death Tournament,
Problem or Casual} mode:

15.2 Tournament Sudden-Death Secondary Time Controls:
Press LEVEL and CB then any key from H1 1o HE:

This tells the computer that it must play the whole of the rest
of the game in the time period defined ;

H1 5 mins.

H2 10 minutes

H3 15 minutes

H4 30 minutes

HS 45 minuies

HG 1 hown

H7 1 how 30 minutes

H8 2 hours

The Level settings you have programmed may be read out by
first pressing LEVEL to see the main setting, then repeatedly
pressing C8 to read the individually programmed Adjustment
Level settings successivaly,

15.3 Examples
Example 1:

To play 40 moves in 1 hour 30 minutes and a constant rate of
play of 26 moves per 50 minutes thereafter press:
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LEVEL displays current Level

B3 selects tournament mode with 40 mowves 1o the first time
control

C8 specifies that Adjustment Level settings are going to be
programmad

A4 the first time control occurs in 90 minues

BY the secondary time control land rate of play thereafte )
requires 26 moves per period

CB each seconclary period is 5O minutes long

LEVEL turns the Level display off again

Example 2:

To play 40 moves in 2 hours 30 minutes and a constant rate of

play of 20 moves per hour thereafter press :

LEVEL - displays current leve|

B3 — selects tournament made with 40 moves in 2 hours
and thereafter 20 moves per hour

ca — specifies that Adjustment Level settings are going
to be programmed

AR = the first time control occurs in 150 minutes

LEVEL turns the Level display off again

Example 3:

To play 35 moves in 1 hour 30 minutes and ali the rest of the

moves in 30 minutes therpaftes {“sudden-death™) s

LEVEL displays current Lavel

B2 selects tournament mode. first time control 35 maoves in 1
hr 30 mins

CB specifies that Adjustment Level SEIINGs are going to be
programmed

H4 all the rest of the MOves are to be played in 30 mins

LEVEL turns off Level display

12

16. Problem mode

Your computer has a special problem mode (levels H1 1o HE8 in
wihich it will solve chess problems up 10 mate in gight movas,

In this mode the computer will only make a move if it can 5B

a forced mate in the number of moves corresponding to the
level set [e.g. a mate in four or less in level H4).

It the computer finds a forced checkmate it will play the first
move — which leads to mate. If you press fEEFL?v_j L it then
displays the best counter move automatically znd follows the
principal linz all the way through ta mate, You may iy 1o
detend the positian for the opposite side (the side being
checkmated] by entering moves as usual. The computes will

continue playing the checkmating side until the Game is over,

I the computer does not find a foreed mate in the required
fnumber of maves it will sound an errar beep and not make a
mave. Press [ sep Up | twice to abandon the search

17. Turning sound off

It the computer “beeps™ are distractling you or others during a
game you may turn off the sound by pressing |I 50 uN?_' _
Pressing the key again will turn the sound back on. You must
watch the indicator lights and press pieces and keys carefully
when playing without sound.



18. Care and maintenance

vour TURBOSTAR 432 is a precision electronic device, Do
not subject it to rough handling or exposs it to extrems
temperatures or moisture. Do not use chemical agents to clean
the set as these may damage the plastic.

19, Technical specifications

Microprocessor: 6502, 4 million operations per
second, address space 64K bytes

Program Memaory: 32K bytes

Ram Memory: 4K bytes

LED lamps: 28

Keys: 16

Operating Voltage Range: Vv =10V DC

Power Consumption: 2 W manx,

Battery requitement: AM-2 or Size ‘C" x 6 pes,

Alkaline 1ype recommended
AC Adapter (Optional: BV DC at 200mA minimum with
2.1 mm 1D/5.5 mm OD mini-plug
Dimensions: 371 x 243 x 33 mm
Weight: 1 Kq {excluding batteries)

13
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20. Troubleshooting Guide

POSSIBLE CAUSES, TESTS

WHAT ¥YOU SHOULD DO

1. Do nat vwork on batierses

Blatteries vask

e

Bartaries not insered properiy.

Check |1 batieries are insaried rhe cofmect way
Found.

Powas an rewsl problem

Switeh OFF ghe computer foi 10 meconds

2. Al lamps light up togather

Foaer on rewsl probilem o0 sletic dischangs ar
mﬁn dln-m

Switch OFF the computer for 10 seconds. chack
N“Em‘h

'll"h-ﬂ

Flaplace Liarmerie.

A Compuber “Trealed’ in the middie of
o geme

fratic discharge or maing gisturbence

Barteries wonk

Meplsce Latteies

Seich OFF the computer tar 10 seconds

Loous contscts on ihe e« pansion modules chip

Mlarmoye the module cover, ke aut the chip with
& small screwdriver, Replece the chip carefully
and presw down fiemily

41 Lame does not work
43 Chewnboard square o bay o nat
rasond corres iy vhen praked,
on
Lamps do mot come on cormecily.

A3 MATE or CHEC K lamps da nat light up

Lmd-lli . Sarvice Cenire.
Flult 1] Service Centra.
e VDS [EM'EI]
Frews anch square o the mu
watlly bosd contacm The proper lemps
should ght up with a been sn turn - esch bey
shpuld besp once wnlll ¥ ou resch f
wihieh w0 olf, Prass W waC ond
temie i conbinue.
Sarvice Contre.

Tha GH ECK |l'|d H.A-'I"l IM showld Fight up.

6 Compuber mese illegsl moe o
cheats

11 has mede & special mose ke

— En pasant
- -Cu-lmlﬂhuﬂ-hu- Dusen sidel
— Pawn o g atign

Parfgem the move, then mske mire hal you are
tamiliar wiith these rules |Fesd the FULES OF
CHESS' manuall. Prasm . i e

and pisce Leys 10 conlinm whera the
" o Uss the TAKE BACK function o
ratrn 0 the poesious Bosed o ten sl senily
again. Tha will show you ssecily what the
oo bed has dons. Aepest 4 7 & 4. 1o check
e e vk bng coseec ity

¥ ou have GOt pieces on (ha weong sy erel

Mﬂthwm‘umm|lﬁ?'wl , .
the and plece ket 1o confirm the
bosrd podition (s Chapes 131

Barreras are rurning oul

~ Dviwpday dim

= Sound wask

~ Lampa blink more dowly

Aapisce hatterios sl bry agein

14




POSSIBLE CAUSES, TESTS WHAT YOU SHOULD DO A
Battarios are runaing sut Replece batter e |
Coempu ter 1oChs UP- Switch OFF ve compuer for 10 seconds, chesk |

Bl 3 pmﬂﬂl-
Vﬂﬂﬂlﬂlﬂmnlwlm. Pras . e the and plecs
-L-ﬂ-‘lﬁl’.’-ﬂLﬂH“—Hllvﬂlml Wy 0 CON yom weihare R -

— D you Mave At Mook Tirst whan cathng”

Ppsn pramation rw-unﬂﬂlﬂphﬂn Farad Muﬂumrmuﬂ-ﬂ
pramaves 10 r e ok {ehapar 41
Tﬂlﬂlﬂﬁ\ﬂlﬂm-lltllﬂllwlﬂm -iwmanWMan

m:mwurﬂﬂmmnmm w-ﬂﬂutﬂhrﬂiiwmm
1-.#Huﬁ1-tplui |

___._-—-—-'-_#——_-_—-_-_ ———

T A-—nn-nh-.mnm. mm“wpﬂ.‘-‘h Prets . i the g piecE
lim-lu-ullhi uﬂu%mmdgm

Uss the TAKE BACE funcrion e ke back =
iu-m.ﬂut“ e gema.

T e —
B l“m“.nuﬂl mmmmwurﬂﬂmnd.u Praws ¥
M:—ﬁnﬂmmm gy 1D cONT i wWhare Kings ame
e ———
| B E--ﬂ—rﬁllmrlﬂ 1
oy White or Blact lamp on steedily 11 I 0T STAFTEd COMPULIng. prass [MOVE] 10 siart it computing
Peshans e MULTI MOVE fungiien B on. Urﬂrmﬂuu'l.nmvl Fuame i
jehannmr 12
2.2 Vinits or Black lami Al aad g rfwmmﬂﬂ“nmﬁ Tha sparity the lesel, check chapter 2
———— L irinh g 1ry EgeTipd et Te nmmiﬂmﬂﬂn“mrﬁnm 1.
poaktiond it mEy take Ay i longer Than
(e dead Qe FELD DR Ditticuln Mate |
ey protslarms T ey wllnldtln-h-l-
10, Compurer is sitent | Tiw sound s oft. ::@_nuum it on.
" mmuﬁummm#w | Phug loase Look st piug Acust i
D viva BlaToer - | commputEr warss aging batteries but ot uwnl
e pdaper, then (R sdad ter i prenably
cetective. Send it 1o the T icE canire

Wrong sdas sl YO walisge rating. ounput gk with dealer
Lymnr_tmmw# _J
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I Introdection

The Scifys "Eaaparow  Selacted Openings®
Hodule plugs anto Superstar 36k (Art. 290).
1t is inatalbed in Turbostar 432 (Art. 304
ay service centres. The chip adds B Khytes
of programming; it comes cosplete with a

distinceive new module cover,

2. Installation (Superstar JEE anly)

Fisconnect the computer from lba adapbo: .
Hemowe any batberies and lesva Ehe batbery
compartment spen.  Open the plece compag!

ment ooor andd remove all the chesas pisces,

Prass bown thumbs Eiemly on the sides of
the module cover (Diagram 1) and remove it
by slidinmg slowly Lo L:.c"rl.r_th.l Should yau
hawve trouble in getbing it B0 move, insect
ehe Glade of a knife in the gap on the lefk
edge of the module gower, The socket for

[ FTE) LEFE ) Lesi BEmEdt}y 15 0w LR YView.

Vour mamory ohip s a valuable and delicate
precs of equipment: ensure Lhat your hanmds
are claan amdl dry before picking vp the
chip, To avobd damaga cheough static touch
v Cimgear Lo the Dattary spring (Diagram
21.

Full the chipg out of ita black foam base,
molding by the ands; do nob toyeh the
legs. Ensure that it @8 the rvight way
round  (Diageam 31, khen align lis fromal
legss with the corcesponding holes in the
sacket and press gently, slowly and Eirmly
all the way down until k& I8 seatad hard up

against its socket,

Slide the new ES0 module oover onbo the
chess computer in place of Ehe old one.

Hainstall the batkercles and/or reconnect
the adapter and switeh the power on.  The
computer executes & capld Aaelf-test as
usual atter 3 beeps, then tésts the modele.
Should it detect a problem with the medele.
it ahuts the whole computer down.

HB: Huperstar 36K needs 300 mA adaprer (oo
batterios ) when KSO module is installed.

. Dparatlion

all nperakions with the new madule work in

the sam: way an helore.

Thar @it L ralns an addiciconal program
whickh allows it Lo recognize trAndposit-
ions; this means that you can play an
Openfing variatien that the conputec doan

not  krow, bub Ehe moment  that your line

ylelde a position idencical to one thak the
computer knows, it intalligently recognlzes
it amd begins playtng from Book  again.
This triples the size and cffectivenass of
the Aok, ¥ou will notice that ' the
computer takes about  another second ko

reply to any mowves Leom Bookp this is the

transposition=checker in ackbion.

Kasparov Sclected Openings [oateea many of
Garry Kasparov's Ctavourite opening  Linen
including some new variotfons astablished
at  the rtecent World Chanpicnship mateh.
Mapy of the wvariations have Boon  Tocom-
manded By Kasparov boocks  and conpantary .
These lead wo a lively etyle [ocusing on
active piece play as  favoured oy  Ehae

world®s highest rated player.

In toeal some 16,000 opening =equances Afs
moW  avallable with  the module. Thin
warioty and depth nakes che ES0 Module
idoal for studying Opening theory amd a

atrengthened gama overall.

4. Bpecificatlons
Art, 2236 - Hgliya ESO Module

BoM: 0152 Dytes
Current Consumption: 60 mh (max)

777 /4
/S S I4
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1. EINLEITUNG

Das KSO-Modul  (Kasparows  salektionberie
EcBffaungen) kann in den Superstar  16F
|ArE.=Br. 290) sofort eingestecke werden,

pie Erwabtorung des Turbostar 432 alt den
K50-Modul kaan nue durch ein octilzielles
Scitys Service Centér durchgefdhet wardin .,

ber Erwelterungs-Chip  verstdrkt Lhren
Schachcomputer wm win B ¥byke grosses
Er#E t nungs prog rans, Iun KED=Modul gehiirt
abenfalls eine nese Modultachabdockung.

2, EINBAU [nur Edr Superstar J6K]

Figurenfach  #Efnen  und alle Flguren
antnehmen. Metzgeritatecker und Datterien
van Gerft ' ontfeenen  wnd  Batteriefach
gudtEnet lagden.

Mit beiden Daumen kriPtlg oaul die Hodel-
fachabdeckung  drifcken  (ALLL L) umd  diese
yorabchtlg nach rechts  achiaban. Sallte
die  Abdeckung nicht won Hamnd  Zu Gaeges
seln, dann eine didane Mosserklinge Lo don
linkan Spalt zwlschen den Gahiuse und des
abdeckuny stecken. Dor Sockel (0 das
Erwaftarungachip Llege nun vor Thaon.

Der Chip ist ein kompliziertes wnd empfind-
Liehea alakbronlsches Bauteil: unbied L gt
auf saubere und trockens lLande achten! Us
zu werhindern, dass der Chip duech atat:
ische Entladung beschidigt wird, mit elnem
Finger Wkurgz die Feder im Battoerlefach
beridhran (Abb.2).

ben Chip an beiden Enden  famson und ihn
vorsichtig aus der Verpackung ziehan.
Kontrellieran, dass das Modul rientlg liegt
(Abb.3§, @ann- die vorderen foine auf die
entsprechendan Kontakte des Sockels aus-
rlchten. Dan Chip langsam und vorsichtig in
den Sockel steckon, bia er bindig und genau
I der Malterung sivzt.

Modulfach ait der neuan micgelietecten
Abdeckung schliessen. Batterien elnlegen
und/foder das Hotzgerdt anschliessen und den
Computer einschalten, Dar Computer Elhirt
wie gewdhalich wine schnelle Obeepedfung
durch, gibt dreimal eipen Summton und Bber-
pritr das Hodul.

Gollte oin Fehler im Zusammenhang mit dam

Modul  voellegen, so wied die weiters

vy dos Compubars gespatirt.
peratar 16kt erfocdecliches Hetz-
gerdt, wonn Eso-Model eingebaut: By 300ma

1. BEDIENUNGS - UMD FUNET IONSUTNWELSE

Do Bedianung des Schachoomputass nit dem
peuan KSO=Modul ecfolgt genauso wie chne
Mol .

pigses Modul beoinhaltet eine zusiczliche
Programmierung  zur  Stel Lunguw | edererkenns
ung: das bedeutet, dass Sie eine belichige
Ertiffnung apielon kénnan, die in dep ExGff-
nupgabiblisthok des Computors nicht gespei-
ehert Lat, sobald  aber eine Stellung
errebont ist, die in der Er8ffnungsbiplio-
thek wvorhanden ist, beginnt der Compuber
wiedor aus den gespelchecten ErdEEnungs-
zigan des Moduld zo splelan, Dies werdrai-
Facht den effektiven Umtang und den Wirk-
ungegead  der Eréiffnungsbibliothek. Dag
Compuber braucht @twa |1 Gagunde mehr Ll
seinen Gegenzuy als ohne das KEO-Modul .
wenn er aus der Erbifnungsbiblicthek spielt
- dies berunt aul der newen, speziellen
Programnlerung zur intelligenten Etellungs-

wiedererkonnung.

Ben Modul beinhaltet ca. B'000 Halbzilge,
was aulgrund der intelligenten Etellungs=
wisdarsrkennung zusammon nit dem stacken
Basisprograms ein Reperteire von pffekbiv
16'000 Halbzigen eeglbt. Semit  lst das
KSO-Hodul Thervorcagend Edr  vielseitiges
Erdffnungatralning geaignet.

pan  ESO-Model enth¥lt elne grosse Anzahl
von Garry Kasparows bevorzugten Erdiffaungen
wnd sogar einlge sehr weltgehends Ertiff-
pungen aus dolner Weltmeisterschaftk¥mpfen
1984, Viels der Erdffnungen hat aF ganz
pesonders bn seinen Blehorn und Kommenbaren
empfohlen. Das Hadul ermdglicht somit eine
lebandige und autregende Splelweise. so wie
wle vom zur Iailt besten Schachspieler der
Welt bevorzugt wird.

4. TECHNISCHE DATEN
Arbikel Hrp. 226 - SclSys ESO-Hodul

ROM Bpeicher: BY1RZ byre
Seromverbrasch: 60 mA iman.)




