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& The program contained in the computerized chess game described in this instruction
book is the copyright of NEWCREST TECHNOLOGY LIMITED
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Thank you for buying this chess computer. We are sure *Fa:
willi be very plsased with our new product. Your new chess
ter contains more features than any cther chess computer in the
world, But can still play the computer witnhout
knowing % nf +He-e ardvanced featurss. Iin order to make i
fAaAsSyY a5 poss learn to use the computsr, we have divided
he manu“._iﬁﬁu tnfuu parts. Fart one contains the basic informa—
tion, which evervbody should know about the cosputer. Part two
contains information on the special features, which it 13 not
necessary to know from the start. Part three contains inforeation
on the advanced features, many of which are not found in

=5

other -chess cosputer today. There is also a quick referenc
which vou &% :
better, and

zht fingd useful when vou know the computer =

trouble shooting list which might help vou :

~ible. Even if you are a newcommer, you will wvery

quickly learn how to play with the computer. The best way is to

follow the manual step by step and trv the different featurazs on
the computer at the same time as you read about them.

1. The Batteries

Te insert the battaries, open the battery door 3t ths botiows of
the unit and place the batitsriez as indicst=d tv the +/— signs.
A new set of batteries lasts for approximatel -'1u).._urs glay.

1f you want to use an adepior,
specified on the zdaptor labe! is
The edaptor socket is located at ths
that vou must only use the adaptor s
The use of ancther sdapior automatica
ty.

check that the voltage
d in yvour co
your computer. i
for your coasputs
idates ine war

2. Starting 2 Same

Bet up the pinc:n
and  awitch
mel] ody, a

on the chezs bosrd in their starting pos
& computer. You wiil hear a characteri
elor lioht will come on, indicating that i
whites turn to move. Thore are tws color lights,  one for '
and one for black (the black is place above the white), Remesbor
Lhat the color lights always show who is next to move.

so notice the two digital chess clecks. Th
shows how such time white and black have vsed for bhink
you start a game the chess clocks are ot course sst to
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3. Making Moves

To make 3 move, press down gentliy on the center of the square
occupied by the piece you want to move ithe “from® sguarel. The
most convenient way is to tiit your piece slightly and press down
with the =dge of its base. Your computer is very sensitive, so a
very light press is enough. 1+ you press very hard it can in the
long run damage your computer.

The zompubter gives a beep and wvou will now see two lights on. The
norizontal lights at the bottom of the computer are called file
lights, the vertical lights =2t the ieft Side of the computer are
cailed ra lights. The two lights will indicate the squars vou
nave lust pressed down. Then set the piece on the new square vou
wish to move to angd press it lightly down again.

The Comp:
and start

t=ar gives a boep ag2in. t has now reaistersd vour move,
compuiting its reply.

4. Computer Moves

Hhile the computer is thinking, it will flash the color light of
the side it iz plsaying. At the beginning of a game th= computer
will be sbie to move immediately because of its extensive opsning
library w=with more than &000 half moves. When the computer has
decided S MOVE, it gives a characteristic beep., and switches
ot iwo lighis., These two lights show the piece which the computer
wants io move. FPress down gently on the square znd picik up the
Diace.

The 1lights change @#nd show the square thet the computer wants Lo
move bo. Szt the piece down on this sgusrs, pressing it gantly
down agein. The computer will changes the color light, indica-
ting 1t is vowr turn to move.

Hemesbs: that the color light is always flashing when the compu-—
ter is thinking. So if the color light is not flashing, the
computer has probably already found its move.

3. Special Moves

CAPTURES are performed just like any other move. The moving piece
is pressed down on the “from® and *to” squarses, while the cap-
ftured pisce is remcved from the board without being press=d.

EN PASSANT CAPTURES ars performsed in the sawme w#=v. The cosputer
will avtomstically remind vou to resmove the capitur-ed pasn. Fress
down on the sgusre, as you rescve the paan.

CASTLING iz done by first making the king's move in ths usual
The computer will automabi L1y ramind vou mave the rook.
s down on Lhe “droe’ and Tto’ sgqueres, as vou mave the rookn

PAWN PROMOTIOM i= psrior-med

tomatically by the computer. The

ocmpuber will assume that we ant to to a queen. If you
wanbk to promsote to 3 rook, bishop or ko you must proess the
key marked bv tThs= sppreopriste piecs. t do this after




own the “{from” =
When the compu
wt2 which piece

e, but before pressing down tLhe
- promotss one of its own pawns, it
wants by lighting one of the piece
oon as vou pr dowin the “from® sguare. I+ wou did
ention; you can avs check the position (see section
compuber will uonrlr always chosse a queen, but in some
it might decide to take a different piece.

&. Illegal Moves

If you try to make an iliegal or impossible move, or try teo do
something «ise which is not possible, you will h=ar the error
signal. and the ERROR light will com= on. Whenever you hear
this signai, it m=ans that yvou have done soasthing wreng, and

that vouwr last sntry have beesn ignored.

If -e.q. you have tried to make an illegal move, you —an just
continue and place the piece on a legal sqguare, oF you can place
it oon its original square ar mover & different pisce. Vo will

alsa hear the error signal if e.g. you bry to move one of the
coponent’s pieces.

if you do not hknow what is wrong, then
which lights are on. This =wiil ususzil what wvou - should
do. I¥ e.g. the computer is showing you a ;q- &, it usualiy
m=anz that you should press down this sSquare. Anisoc notice that
vou Can always reset the Lomputer by pre ths MEW GAME key.

study carefully

7. Check, Mate, Draw, Resign and Mate announcemant,

When one of the plavers gives check, the CHECH
& checkmate is anncunced by flashing the CHECE
and the color lights will indicate the laosing

I4 a draw occurs, the DRAK light will come on. The computer
rscognizes draw by stalemate (DRAW and MATE lights: 3rd repeti-
tion (DRA&W and R0 REFET. 1ights3 and the 50 move rule (DRAH
light oniy). When a draw occurs you can always choose toc ignore
the draw and continue the gams.

14 the computer decides to resign, the BESIGN light will coms on.
The computer will vesign if it is heaviiy behind in material. It
will however nobt resign if it is being mated By the ooponent,
ince it would be uatair toc deprive the gplayer of this momsnt of
Whan the mputer resigns you can always choose to ignore
the resignation and continue the game.

If the computer +inds 3 forced mate, the MATE light wili come
o, and a column of rank lights will show the numbsr of moves
to mate you. Thus if the MATE and l-light is on, and

light i= hing, it means that you are in check and
wmtad on the nerb move,




8. MNew Game

To start =

I the MEWM GAME key and seot up the
[S51 = in their stzrting posilien sgain. You can always reset the
computer by pressing the NEW GAME ke



. Levels

Your computer has 44 different levels. For simplicity we shal
start with the first 17 levels (the rest of the levels will be
discussed in section 1i9!.

i LEVEL | TIME PER

H t HOVE H
m————— -_— +
H Rl H 1 172 sec. 1|
H A2 H 4 172 sec.
H A3 H 7 172 s=c. |
-t 1 i¢ i/2 sec. !
i A i is sec. |
I £ 7= P 2D AL mec. i
H A7 i 30 sec. |
i AB i 45 s=c. |
VOBl 1 i min. |
i B2 H i 172 min. i
i B3 H 2 174 min. |
i B4 i 3 mir.
! BS H I 374 min. !}
B i 4 i/2 min. |}
VOBY i & mir. |
i BB H 15 mir. |
i El ! b |

+

When vyou press the LEVEL key you will enter the LEVEL mode. The
computer will show th2 current level using two lights. At  the
zame time the digital displays will show the average time psr
move on the current level. E.g. on lesvel AT the LLD clocks wili
display 0:04 (4 172 seconds per move on average!. When vou switch
on the computer it will start on level - Lavel Ei is a special
level for newcomers,-and is the woaksst leve! of the computer.

A

]

You change the ievel siaply by pressing down the square of the
level on which vou want to play.

kKhen you have entered the correct level. press the LEVEL kev
once more to exit from the LEVEL mods (if vou are an experienced
veer, you can also use one of the other function keys).

You have to switch the LEVEL mode off before vou'e.g. eonter 2
MOVE .

The level can of couwse be changed at any time during the came.
when it is vowr turn Lo move.

10. Sounds

If you prefer youwr compubter to operate without its asudio signals,
Just  press the ZOUNE/COLOR Ley. The scunds dan be swibtched o
again by pressing the SOUND/COLOR key =2gain.



11. Hint

if wvou press the HINT key, the compuiar will give vou & piece of
advice on what te move. This is dgons by tlashing the move by
first showing the *from® square (long period) and then the 'to?
square (short periodi. The computer will continue flashing the
move  until you press ancother kev. @&t the same time the digital
displays will show the evaluation of the position isee section 22
for an explanation). The move showed is the move the computer
espacls you to male. Hhenever it ic ¥you turn to move and you are
considering your asove, Lhe compuier is also considering its
repiy! So it you actually make the sove the conpuisr expects you
te make, 1t will oftzn be ablie to rzspond immediatelv.

I+ you press the HINT key while ter is thinking, it will
flash the move it at the mosent the best. You can then
consider sour next move insitesd of jusi waiting. This +function
will remsain on for the rest of the game {vou zan twrn it of+ by
pressing the LEVEL key twice whiie the computer is analyzingl.

12. Memory

I¥ you have to interrupt a game and want bte resume it later, the
OFF/ON/SAVE  switch should be turnsd to fhe SAVE position. The
compuler will then retain the chess position in its memory while
using & minimue of current {a now =St of batteriss will iast for

around 6 wonths in tha SAVE positioni. iLatsr on you can switch
on again and continue as before. ihe SAVE position chould zalss
Be used, if you want to restain the contents of the programmable

cpening libracy isee section 245.



13. Changing Sides

I¥f you press the MOIVE kev, the computer i
you wsnt te change side= with the cosmputer
keav. The computer will make a move and
the other side. If -you press the MOVE Lkey 2gs3in
move again, and in this way vou can &ven let ths
the whole game itsel+s.

If you want to play a2 game with the black pieces, press the MUVE
key in the starting position. The compubter will then turn  the
bosrd acound and play with the white pieces from the top of  the
board, while vou will play with the black pieces from the bottom
of the board,

14. Taking Back Moves

1¥ you press down one of your pieces but then decide not to move
it after ail, press on its square a secend time. The lights
indicating the square wiil go out, and you may move a different
piecs.

I{ wou have already completed a move, it is not ftooc iate Lo
retract. While the computer is considering its reply or is sho-
wing the “from’ square of the move, press the TAKE BRCK Ley,
and the computer will stop thinking. Then press the TAEE BALCK
key again, and the computer will show vou the piece yvou moved
last. Press it down on its square, and the computer will show voau
the sguare it came from. Move the pigce back te this square,
pressing it again. 1§ the meve was & capbtuwea, the o e will
Framind  you bo replece the captured ; ting  the
square and the type of the capturead 0 o the
square as vou replace the piece,

If yvou have already performed the com
press the TAYE BACH key and Lake ba

press the TAKE BALCH ‘ey again ang ta Your onn . I
you want te take back more moves, = continue taking back
moves as long as vou wish. The cosputsr normally remesbers the

last &2 moves for mach player.

15. Terminate Search

1+ yvou press the MOVE key while the computer is thinil
immediately terminatse the search and play the move
moment considers the best (the same move which is flashed i+ vou
press the HINT hkey).

14. Checking the Position

In case of confuszion, for instance i+ vou
board and the pisces, vou can maks the com




“ steady

llght ind
black piece.

17. Enter Position

press the ENTER

press ons uf the six piece
ill 1 -
mher at a ¥1a5h1ng piece
in tHe EHTEC FOSITION If

prezﬁ uomn the

COme on. H
_ug {Lie Tight
colaor llghts.
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18. Multi Move

Fressing the MULTI MOVE key places the computer in the player
versus player wmaode. In this mcde the cosmputer will not @move
iteelf, s=o you may enter the moves for both plavers. This fea—
ture may ce used to enter a particular opening, to replay a game
to a c=rtain position, or to use the computer as noramal chess
board, allowing two humans to play against sach other, while the
computer checks -the legality of the moves, offers hints, and
keeps track of checks, checkmates, 3JIrd repetition, 50 move rule
and the time. :



‘art Three: Advanced Features

19. Levels

four  computer has 44 different levels, which are
= two built-in chess clocks.

-

'

i
H mira i
! mir.. H
H ! 7 min. i
i HER mim. H
H T iti. * i
] H n. # H
H | # |
i | # i
| H 1 # i
i BT i i # i
i 12 # H
i H- & i
T EBa& i Bs Mmi. i & # i
H 7 - Ml i & # hours
i ois mim. § 1d # hours |

# bOTRAIMING 1 H
# I TRAINING 2 1
# 5 | :
# E4 i |
=# i i
# i

# i

# H

#

imd average response time.
selected respon time per
budget. ar lesvel the
ritamh moves within a + time.
re time | complex moves and le
1 average ocut the time over & numb
@ lot of time in the openi
There is a time p 7
Thus
howrs, and then

=

show you i

for

= e £

it wilil  play
0 moves and

—ol sfter 4

C1-DB wiil play the whole
of the nuinb
will -
type of s
chess




MNothing happans when you loss on tims, yOou <an always continue
the game norsallivy.

l.avel E1-EB are training levels. Un thess levels the ssarch depth
i limited to the nuaber of haif moves corresponding to the ievel
seb. E.g. on level Ei the computer will only look one half move
ahead, and thus often overlcok e.g. mate in one froeam the oppo-
nent. This gives weaker play., and thus gives average plavers a
better chance of winning against the computer, together with the
ability of slowly increasing the playving strenth of the computer
as they get better. The very fast normal isvels (Al and Cl} do
not necessarily give weak play if you yowself play siowly, T
the computer on thess levels is alsc thiaking in your tise of
reflection. Thus level El is the weakest level of the computer.

Level F1l is used for demonstration. On this level the computer
Will play at the same speed as you do regardless of whether A

s quickly or giocwly. This ievel is al=o ussd when you want a
nice and gui=st home-chesss game withecut thinking about time oon

Level F2 works as level Fl, except that the computer will pilay
twice as fast as you {in case you are a littie impatient).

Liovel F3 im the infinite level. On this level the compuber will
think infinitely, unless the position is found in its opening

i - it has onliy one lscal movs, it finds 2 mate or wvou
terwinate the ssarch i{see section 15). Thiz can e.g. be ussd +or
postal chess where yvou let the computer think a couple of days at
cach move.

Level F4 ig 2 spocial ievel wused for solving mate problems. The
computer will firet try to find a mate in 1, then a mate in 2, 3,
4, 5 etc.

When the computer has found a2 mate it
fir=t move, =2nd continue searching for
finds a2 second sclution) it will start
you are not interested in second sciuti £, vou car of
iate the sserch and play on. Whan the lumﬁuter nas §
solutions it plays the last found solution. You can thsn enter a
defense move, and the comwputer wili #ind the rest of the mnat
The computer cen sclve mates in up to moves, alithough it mi
take very long time.

chess clocks are autoaa-
the ciocks are set to
‘H:au“ t1m¢ per  move
. Thus =

When vouw change Lhe lsvel, the

¢ reset. On ievel Ci-D2
zerce. 0On level AL-BB they are
multiplied by the nusber of played o glay in 2
tournamsnt, whare the time i=s Z hours 172 hour
for the rest of the game, vou should start by plaving on level
B4, and then change to level C8 after 2 howe - I+ u play on
lTevil B4, and after 20 snoves pe E ! R Pcmputer
wWwlll not change the ievel, but it wlll reset the chess
and assume that both players have used 1 how for the
moves, regardiess of the actual time spent. I+ instead
the level to 45, the computer will assume that
uwsed 10 min. Ffor ths first 20 moves. and
game on 15 sec. per move.

1



20. Playing Styles

As the first chess computer in the world, your comgputer offers
you 4 different playing styles! You can choose bestwesn the
NORMAL playing style {H1+HS), AGBRESSIVE playing style (H2+H6),
DESPERAT playing style {(H3+H7), which usually will start a despe-
rat attack against your king, and even POSITIONAL plaving style
{H3+HE}, which is normally considered very difficult for compu-—
ters. Your computer is actually 4 different chess computers in
one. This feature truly offers a new dimension to computer chess,
and gives you a unigue opportunity of training your chess against
different types of plavers. You can even change the piaying stvle
of the computer in the middle of a game. The playing stvie af-
fects both the choice of opening line and the styie of play in
the middlegame, but not the endgame.

Your computer slso contains 2 different opening styles. You ' can
choose. between STANDARD openings (Hi-H4) and RARE opsnings (HS-
HB). The computer contains an extensive opening library with more
than &000 half moves. Most of the openings in the iibrary are
standard openings, but the library also contains a lot of suw-—
prise moves and rare openings. If you select standard openinags,
the program will most often play ons of the standard openings. 14
you select rare openings, the program will very often at some
point in the opening select a rare move from one of the rather
unknown openings.

When you turn on the computer, the playing style is set to normal
and the opening style to standard. You change thes plaving style
simply by pressing the LEVEL key (to snter the LEVEL mode! and
the square of the style you want to choose (Hi-H8). Remember to
press the LEVEL key again to exit from the LEVEL mode-

21. Search Depth

When playving with yvour computer it may interest you te know how
many half moves the caomputer is locking ahs=ad. The search depth
is of course linked to the level set, wmesning that on ievel Al
the search is by far not as deep as on level A8 egtc. On the
training levels (E1-E8) the search depth is fixed. If you prass
the LEVEL key while the computer is thinking, the current search
depth will be indicated by 2 rank light. E.g. the F-light means
that the computer i= looking 3 halfmoves ahead. On ths Mate level
iF4) the computer shows the number of moves, in which it is
trying to find a2 mate. I+ the search depth exceeds & halfmoves,
the computer will start counting from i again (thus i¥ the compu-
ter i= looking e.g. 11 halfaoves ahead, the 3-light will be onl.

The digital displays will at the same time show vou which move,
the computer is currently analysing, and how much time the compu-
ter has used on thie move. You will therefore alwave be able to
see what the computer is doing. You can switch the fusction off
again by praessing the LEVEL key once more.

12



22. Anticipated Line of Flay and Evaluation

When you press the HINT key, .the computer will flash the move it
expects to ke the nest move in the game (see section 137. If your,
after having pressad the HINT key, press it a second time, the
computer will flash the move it expects to be the Znd next move
in the game, and 20 on, up to a maximum of & half¥ moves. in this
way vyou can ses how the computer expects the game +to develop.
You can of course use this function both when it is your turn to

move and while the computer is thinking. The number of half
moves, the computer will display, depends of course on how many
half moves it looks ahead, but the nusber will not necessariliy

be identical with the s=zarch depti.

The digital displays will at the same time show you ths compu-
ter’s evaluation of the position. and how much time has been usad
on this move. The evaluation is displayed as a number, with a
pawn bs=ing worth 100 points. Thus a value of e.g. +25 means about
1/4 of a pawn ahsad. A positive number means that the player who
is next to move is ahead. I you press HINT when it is vou turn
to move, a positive number means that you are better of. But '
while the computer is analysing, 2 positive number means that ths
computer is better of.

You can switch off the function by pressing the HINT key wuntil
there are no more moves.

23. Replay Game

When you have played a2 nice game you will very often want to
write it down afterwards, or maybe just study one of the interes-
ting positions more carefully. The replay game feature allows you
to replay the game, you have Jjust played.

To replay a2 game, set up the pieces in the starting position and
press the REPLAY key (do not press the NEW GAME key). This places
the computer in a special replay game mode. The computer will
show you the *from” square of ths first move, and the digital
displays will at the sams time show the move number and the move.
Perform the move as usual by pressing down on the *from” and “to’
squares, and the computer will imm=diatsly show yvou thz next move
in the gam=. This continues wntil you have r=ached the end of the
oame.

I+ you do nclt want to continue until the end of the game,; you can
exit From the replay game mode in three different ways. If vyou
presse Lthe REFLAY key, the computer will leave the replav game
mode and return to the original position {(before you pressed the

REFLAY key the {first time). You can set up the original board
position again by checking the position (sse section &), and
continue the game. If you press the TAKE BACK key, the computer

will leave the replay geme mode in the middle of the game without
changing the cwrent board position. This is very usaful if vou
want to sltudy a particular position in the game. Fressing the NEW
GEAME  key will of cowrse e uvsual reset the computer completely
and start a new game.

In stesd of performing the move by pressing down the "from®  and
"te’ squeres, vou can go directly on te the next move by pressing

13



the MOVE kev. Thus i+f you dust want to write down the game, you
just press the REPLAY key (without setting up the pieces in the
starting position), and then write down the moves one by one
lusing the digital displaye).while you press the MOVE key.

The computer will only remember the last 40 moves. Thus if vou
want to write down s very long game, vou must use the replay gawe
feature after the first 80 moves, and then again after 120 moves
etc. If you use bthe ENTER POSITION mode during a2 game, the coapu-
ter will not remember the earlier moves. This can however alisc be
be wvery ussful_ if vou during = game reach an interesting posi-
tion, you =mark the pesition by pressing the ENTER POSITION kay
twice. Then later on, when vou have finished the game and mant o
study the posit « Simply press REPLAY and TAKE BACE and
the pisces sciring the position {ss== =ection 1&).

"o

I

|
°

24. Programmable Dpening Library

Your computer has an e<tenszive opening iibrary with mors than
1000 variations containing more than &0O00 half moves. If this i=
not enouah, your computer offers you sz the second chess Compu—
ter in the world, the abilily to program openings and veristions
into the comp: royoursalf! This feature allows you to build an

opening  1ib of your own choice. Up to 240 hald moves can {=l=]
stured  in yous opening library  (only different moves #re coun-
ted, i oyou enter several varlations starting with 1. ed4, the

mve only counts for one halfd move) .

Frageamnming ur o opening library iz as simple as you can  dream
of e With this chese compubter ¥ou do not have to use a hew overlay
or to read ages of instructions. A&l you have to do is learn

to vesp one single keyl

As usval you star:t a neow game by pressing the NEW GAME key. You
then play the variation, you want to enter in the librarv. The
easiest way is to use the MULTI MOVE function (section 18). You
can of couwrse wuse the TAXE BACK kev: let the computer offer
advice or 1=t the computer analyse the moves. When wvou havs
reached the =nd of the variation vou want to enter, simply press
the LIBRARY key, znd ths varietion is antered. It is as simple a=
that.

You can of courze also use ths LIBRARY function, if in a gam
against the cosputse you reach an interssting variation, wh
you would liks o enter in the iibrary. Just press the LIER
kFey, and the variztion is entered. I{ the storage capacity of
half moves is exceeded, ths computer will give the error signal.
oF
%

1
This means  that only the first part the variation has besen
sntared, The comguter will alss give the error signal, if the
length of a variation erxceedsz &0 full MOves.,

When the computer ise playving, it will at random pick either a
move  Ffrom its own opening library or from your opening library.
This means that vou can also use the library to give priority to
certain openings. If e.g. you enter the move 1. 44 (Birds i
ning) in the computar, this opening will be plaved more often by
the computer than otherwise, The order in which vou entee the
different variatione is important, sirnce the first pntersd veris—
tions will be plaved most often.
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The computer handles transpositions automatically. Thus i e.g.
you enter a line starting with 1. =4 5 2. 4, and later on
in & game play 1. f4 =5 2. ed4, the computsr will still be able
to uses the opening library.

The contents of your opening library will be retained when you
put  the cospueter to the SAVE position {(see section 12). IFf  wyou
want Lo erase the whole opening library, Jjust put the computer to
the OFF positiaon.

it is thus very important that you use the SAVE position and not
the OFF position, when you have programmed youw own opening
library. -

1+ wyou want the computer to play without -its opening library,
Jjust press the ENTER POSITION key twice befora you start the
game. The computer will then start thinking from the beginning
of tha game.

25. BGame Library

JFf you are nok interested in programming your own opening libra-
Yy, you  can instead use the library memory to save chess posi-
tions.

When you want to save a position in the library, simply press the
LIBREAREY key as described in the last ssction. The position is
then saved in the library,  and vou cam play some other games, or
put the computer to SAVE position.

You can have several different positions in the library at the
same time. The conputar does not save the position itself, in-
stoad it seves the whole geme leading to the position. The number
ot positions, you can save at one time ihus depends on the length
of the games. Up to 120 full moves can be stored (e.g. Z gam=s
of =sach &3 moves on & games of each 20 moves). Ne game may
howsver be lunger than &80 aoves, and you cannot save a game i+
you have used the ENMTER FCSITION function.

When vou want to resume & saved game do thes following. First
press MEW GAME ta reset the computer. -If you have more than one
pame saved in the library, then play the first few moves of the
ne o vol Want to resune (s that the computer can distinguish it
from the other games) e.g. by using the MULTI MOVE function. Then
press LEVEL and LIERARY. The computer will then automatically set
un the position. Wait until the color lights step flashing, then
set the level and playing style, and press LEVEL (to exit +rom
LEVEL sodel. I1f you set the level before pressing the  LIBR&RY
key, the clocks wmay not be reset correctly (see section 1%},
Then check thz position (see section 1&) and set up the position
on the board, . and resume the game. I ldter on you want to save
the game again,  simplyY press the LIBRARY key, and the new moves
will be added to the ones already saved.

Fhis unique feature is very useful if e.g. you play postal chess.
It alsc means that the computer (with some difficulty) can piay
simultaneously  against several different players 2t the same
timst 5 .



24. About the computer
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MNothing happens when I turn on the computer

There i3 probably something wrong with the power. 1+ you use
batteries, check that they are placed correctly in a2 firem hold
and that they are new ones, 1§ you use adsptor, check that the
PoseyT 18 Of.

The computer used to work, but now it suddenly doesn’t
The batteries are probably low. Tey with new ones.

I think there is something wrong with my wunit

When vou turn the computer from OFF position to ON position, the
computer tests itself. If the test is successful, it will turn on
all thes lights +or 2 short while. If this happsns, your computsr
should be perfectly allright.

The ERROR light comes on when I try to enter a move

If the computer shows you @ square with a row and a colusn light,
then try to press down this sguare. You have probably hit this
sguare by accident, and you have to turn it off again.

The computer doesn’t respond when I enter a move
You might have forgot to turn off the LEVEL mode when you entered
a level, Fress the LEVEL kev again.

The computer doesn”t move

I+ the computer shows you a square. it ha
color light is flashing, the computer is
wise try to press the MOVE key.

zlready moved. If the
+ill thinking. Other-

{1/

How do I reset the computer?
Fres=s the HMEW GAME kev or turn the computsesr OFF and O again.

The computer made an illegal pawn move
This is a special pawn move called.en passant capituwre. Read sbhout
it in the section about the chess rules.

How do I beat the computer?™

ilse level Ei, this i= the weakest level. HWhen vou do not  know
what to do then use the HINT function. &nd use the TAKE BACK
function to take back your move i+ you mabke a pad move.

The ERROR light comes on when I use the LIBRARY function
Either the library is 4ull, or the game is longer than 60 moves,
or vou have vsed the ENTER FOBITION function during the game.

The computer’s evaluation of the position seems to be wrong
ambar that the compuben always shows evaluation {for  the
"y who is nesxt to move (see section

17
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