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GENERAL  NOTES

fi  nNS  TWE  T  qErPIIEWO  nNSW  UYEFF  UNGCSREW  PF  nNSW  RETUYEWO  NW  nNS  PIREWEFRPIr  UYEFF 
CTWRIEW  Pi  nNS  TWE  TmWETAn  T  UYEFF  CmTnEWo  qErPIIEWF  zE  WEUNGGEIAo  iTGPmPTWPpE
nNSWFEmi  zPRY  RYE  qTFPU  WSmEF  iPWFRO  AERTPmEA  NIEF  mPREWTRSWE  PF  UNGGEWUPTmmn  TeTPmTqmEo

sEiNWE  FRTWRPIr  RYE  rTGEO  nNS  FYNSmA  WETA  RYEFE  :BhBDMu  fhdvDVMHfvho  HYE  SFEW 
GTISTm  PF  FRWSURSWEA  FN  RYTR  ETUY  FEURPNI  PIAPePASTmmn  TF  IEEAEA  UTI  qE  WETA.  tE 
WEUNGGEIA  RYTR  nNS  WETA  RYPF  GTISTm  UTWEiSmmn  FN  RYTR  FEE  Tmm  RYE  CNFFPqPmPRPEF  zPRY
zYPUY  RYE  UYEFF  UNGCSREW  PF  ELSPCCEAO  UTI  FUNNCo

BATTERIES:
,NSW  UYEFF  UNGCSREW  PF  CNzEWEA  qn  )  CPEUEF  bo(k  UV  3-  Tm.TmPIE  qTRREWPEF  JNW  MM  5  JINR
PIUmSAEA  5O  RT.E  RYE  imTC  NI  RYE  SIAEWFPAE  TIA  CSR  PR  PI  CmTUE  iIFEWR  qTRREWPEF  TUUNWAPIr  RN  RYE
CNmTWPpTRPNIo  M  FER  Ni  IEz  qTRREWPEF  EIFSWEF  T  pmTnPIr  RPGE  Ni  TCCWNx  byy  YNSWFo  fi  RYE 
qTRREWn  mEeEm  AWNCFO  nNS  zPmm  CmTn  RYE  UNGCSREWF  SIWEmPTqmEo

ADAPTER

HYE  00y  304yk  Mg  TATCREW  FCEUPTmmn  AEeEmNCEA  iNW  RYE  chess  computer  separately
from  your  dealer  .  Only  the  adapter  developed  for  this  device  may  be  used
Important:  First  connect  the  adapter  to  the  computer  before  you  connect  it  to  the
mains.

POSITION  MEMORY  (Memory):
  Your  chess  computer  is  equipped  with  a  memory  that  saves  the  game  position  and  the  set 
functions.  When  the  chess  computer  is  turned  off  ,  the  last  game  setting  and  the  set  game
stage  are  saved.  However,  this  is  only  guaranteed  when  batteries  are  insertedo

Please  note  :  If  the  chess  computer  is  not  finished  entering  the  VERIFY  or  SET  UP  mode 
turned  off,  this  function  remains  after  turning  on  the  computer  ,  you  will  recognize  this  by
the  fact  that  the  VERIFY  or  SET  UP  LED  In  any  case,  first  press  GO  fast  to  save  the  game 
structure.  After  that  you  can  continue  the  game  or  by  pressing  the  NEW  GAME  button 
start  new  game.

The  function  lamps  are  referred  to  below  as  LEDs  (light-emitting  diodes).
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I. START GAME

uPFR RYE iPrSWEF PI RYE rWNSIA CNFPRPNIo HYE NI 'Nii FzPRUY PF mNUTREA TR RYE qTU. Ni RYE AEePUE  
FmPAE RYE FzPRUY RN RYE WPrYRO RYE AEePUE PF FzPRUYEA NIo HN FRTWR RYE rTGEO CWEFF RYE hBt :MVB
qSRRNIO TIA RYEI FEmEUR RYE AEFPWEA mEeEm Ni CmTn JmEeEm Ni CmTn FEE Chapter )5o

DNSIA CNFPRPNI w HYE zYPRE CPEUEF TWE PI iWNIR NI WNzF 1 TIA 0 TIA RYE qmTU. CPEUEF TR RYE qTU. 
Ni WNzF » TIA +

They play white (color change see Chapter 8), the WHITE LED turns on Your opening 
move by gently pressing on the piece you are moving want. The two light rows /line LEDs
show the intersection of the field . Pick up the figure and place it on it with slight pressure
desired field.

As long as the computer calculates its counter move,  the BLACK LED lights up. (Never try
to make a move or enter special functions while the computer is calculating). Functional tests
cannot be performed operate until the computer has finished its calculation process) Does the
computer the two rows / lines of LEDs point to the field the figure to be drawn. Take the 
character off the field with slight pressure. Then the rows / line LEDs of the "from " field go 
out, and those of the "after " field light up. Place the figure on this field with slight pressure 
and the computer move is executed. Now the WHITE LED lights up, i.e. It's your turn again.
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BTUY RPGE nNS CWEFF T UYTWTUREW YETW T RNIE PIAPUTRPIr RYTR RYE UNGCSREW YTF
WErPFREWEA RYPF PICSRo

2. ILLEGAL OR IMPROPER MOVES

HYE UYEFF UNGCSREW CmTnF TUUNWAPIr RN RYE PIREWITRPNITm UYEFF WSmEF TIA no TUUECRF PmmErTm
GNeEFo If you try to enter a wrong move , the ERROR LED will light up,  rERSWI RYE CPEUE RN RYE
FRTWRPIr FLSTWE zPRYNSR CWEFFSWE TIA GT.E TINRYEWO mErTm GNeE.

VT.E T GPFRT.E E6EUSRPIr T UNGCSREW GNeE FRTn RYE two WNzF APFCmTnEA qn RYE
UNGCSREW C uPIE uBAF Ni RYE NSRCSR iield TWE NI CSR RYE PIUNWWEURmn GNeEA CPEUE
qTU. NI RYE FRTWRPIr FLSTWE zPRYNSR CWEFFSWE TIA GNeE zPRY RYE iPrSWE APFCmTnEA
qn RYE UNGCSREWo

APA nNS TUUPAEIRTmmn GT.E RYE WPrYR GNeE zYPmE E6EUSRPIr T UNGCSREW GNeE D 1iece placed on
a wrong square , put it on the right square with pressure , indicated by the two ligt LEDs.

3. CAPTURE OF A FIGURE

gTCRSWEA CPEUEF TWE WEGNeEA iWNG RYE rTGE zPRYNSR CWEFFSWE.

4. GAME FEATURES

a) Castling
According to the rules of chess , the chess computer knows long and short castling. If the
computer casts, both moves are displayed. Execute castling in such a way that the king is first
pressured two squares to the right or left , then pressure the rook accordingly. Note that you are
not allowed to castle when the king is in check. The computer also accepts and executes 
castling in an entered game position.

h) En Passant
The computer can automatically beat en passant. Similarly , you can hit en passant if the rules
permit. Don't forget to remove the captured pawn. The computer also accepts and executes en
passant moves in a given playing positiono
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En  passant  means  "hit  in  passing"  and  designates  a  special  move.  Normally  ,  a  pawn  may  move
one  or  two  squares  on  its  first  move.

However  ,  the  rule  for  En  Passant  says  :  Would  a  pawn  advance  only  one  square  on  its  first  move  could
he  be  captured  ?  If  he  advances  two  squares  to  avoid  the  danger,  he  will  still  be  captured  by  the 
opposing  pawn.  However  ,  the  opposing  pawn  must  capture  immediately  on  the  next  move.

The  En  Passant  move  is  performed  like  a  normal  move  on  the  board.  However,  donKt  forget  to 
remove  the  captured  pawn  from  the  playing  field.
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c)  Peasant  transformation  -  /  sub-transformation
fi  NIE  Ni  RYE  CTzIF  WETUYEF  RYE  NCCNIEIR  KF  qTFE  mPIEO  RYE  UNGCSREW  TSRNGTRPUTmmn  UNIeEWRF  PR  PIRN  T 
LSEEIo  fiO  TiREW  UNIeEWRPIr  NIE  Ni  nNSW  CTzIFO  nNS  CWEiEW  T  APiiEWEIR  CPEUEO  SFE  HMBB  sMgB  JFEE
gYTCREW  »5  RN  RT.E  qTU.  RYE  mTFR  UNGCSREW  GNeEO  SFE  RYE  aBH  c1  GNAE  RYE  LSEEI  TIA  WECmTUE  YEW  zPRY
RYE  AEFPWEA  CPEUE  JFEE  gYTCREW  b0  5o  HYE  UNGCSREW  TUUECRF  TIA  AWPeEF  RYWNSrY  CTzI  CWNGNRPNIF  EeEI  PI
EIREWEA  CPEUE  CNFPRPNIFo

d)  Patt
A  stalemate  is  indicated  by  the  STALE  and  MATE  LEDs  lighting  up.

e)  Chess  and  checkmate
HYE  UNGCSREWKF  UYEFF  qPA  PF  PIAPUTREA  qn  RYE  g4BgB  uBA  mPrYRPIr  SCo  HYE  CmTnEWKF  UYEU.
qPA  PF  INR  CTWRPUSmTWmn  FYNzIo

tYEI  T  FPAE  PF  UYEU.GTREAO  RYE  g4BgB  TIA  VMHB  uBAF  mPrYR
SC  RNrERYEWo  HYE  rTGE  PF  NeEW.

SPECIAL  FUNCTIONS

5.  NEW  GAME  JhEz  :TGE  button5

  Mmm  TWE  FTeEA  qn  CWEFFPIr  RYE  hBt  :MVB  qSRRNI  PIiNWGTRPNI  PF  AEmEREA  TIA  RYE  UYTWTUREWF  zPRYPI  RYE
UNGCSREW  GEGNWn  TWE  FER  RN  RYE  YNGE  CNFPRPNIo  MUUNWAPIrmnO  RYEPW  UYTWTUREWF  NI  RYE  CmTnPIr  iPEmA 
GSFR  TmFN  qE  WERSWIEA  RN  RYE  YNGE  CNFPRPNIo  HYE  hBt  :MVB  qSRRNI  UTI  qE  CWEFFEA  TR  TIn  RPGE  PI 
TIn  UTFEO  qSR  qEiNWE  nNS  FRTWR  T  IEz  rTGE.

MiREW  CWEFFPIr  hBt  :MVBO  RYE  CWEePNSFmn  FER  FCEUPm  mEeEm  PF  WERTPIEA.

6.  LEVEL  SELECTION  JuEeEm  button5

vzI  nNSW  UYEFF  UNGCSREW  )F  mEeEmF  Ni  rTGE  CmTn  RN  FSPR  ETUY  CmTnEW  KF  F.Pmm  mEeEmo  HYE  rTGE  mEeEm  PF 
FEmEUREA  qn  CWEFFPIr  RYE  uBkBu  qSRRNI  TIA  RYE  USWWEIRmn  FER  rTGE  mEeEm  PF  APFCmTnEA  ePT  RYE  WNzF  '  mPIE
uBAF  RYTR  mPrYR  SCo  fi  nNS  zNSmA  mP.E  RN  FEmEUR  T  APiiEWEIR  mEeEm  Ni  CmTnO  CWEFF  NI  RYE  UNWWEFCNIAPIr  iPEmA
zYPUY  FYNzF  RYE  AEFPWEA  mEeEm  Ni  CmTn  MWE  AEiPIEAo
HYE  IEzmn  FER  mEeEm  Ni  CmTn  PF  TrTPI  APFCmTnEA  ePT  RYE  UNWWEFCNIAPIr  WNz'mPIE  uBAFo  hNz  nNS  UTI 
FRTWR  RYE  rTGE  qn  CWEFFPIr  RYE  :v  qSRRNI  TIA  EIREWPIr  nNSW  NCEIPIr  GNeE  iNW  t4fHBo



              

If

 

you

 

want

 

to

 

set

 

level

 

12

 

(-

 

Fixed

 

Time

 

Level

 

B4),

 

press

 

the

 

LEVEL

 

button

 

and

 

field

 

B4

The

 

corresponding

 

rows / line

 

LEDs

 

light

 

up.
            

The

 

table

 

below

 

shows

 

you

 

which

 

fields

 

you

 

use

 

to

 

enter

 

the

 

individual

 

game

 

levels

 

A

       

B

      

C

      

D

      

E

       

F

      

G

      

H

A8 B8 C8 D8 E8 F8 G8 H8

A7 B7 C7 D7 E7 F7 G7 H7

A6 B6 C6 D6 E6 F6 G6 H6

A5 B5 C5 D5 ES F5 G5 H5

A4 B4 C4 D4 E4 F4 G4 H4

A3 B3 C3 D3 E3 F3 G3 H3

A2 B2 C2 D2 E2 F2 G2 H2

A1 B1 C1 D1 E1 F1 G1 H1

           

Example:

The

 

levels

 

of

 

play

 

on

 

the

 

chess

 

board

HYE

 

mEeEm

 

UTI

 

qE

 

UYTIrEA

 

TR

 

TIn

 

RPGE

 

qEiNWE

 

NW

 

ASWPIr

 

T

 

rTGEO

 

CWNePAEA

 

RYE

 

UNGCSREW

 

PF

 

INR

 

CEWiNWGPIr

 

TIn

 

UTmUSmTRPNIF

 

TIA

 

PR

 

PF

 

nNSW

 

RSWIo

7

.



             
            

            

          

          
           
         

            

(l)

     

A1 2 sek (9)

    

B1

       

60

     

sek.
(2) A2

 

5

   

sek

 

10
(10) B2 75 sek.

(3) A3

 

sek (11) B3 90 sek.
(4) A4 15

 

sek
20

(12)

  

B4

       

120

   

sek.
(5) A5 sek (13)

  

B5

       

150

  

sek.
(6)

    

A6 25

 

sek (14 )

 

B6 s180

   

ek
(7) A7 30

 

sek (15 )

 

B7

 

210

   

sek
(8)

    

A8 45

 

sek (16)

  

B8 240 sek.
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If

 

you

 

start

 

a

 

new

 

game

 

by

 

pressing

 

the

 

NEW

 

GAME

 

button ,

 

the

 

last

 

game

 

level

 

is

  

saved

 

as

 

long

 

as

 

batteries

 

are

 

inserted

 

or

 

the

 

computer

 

is

 

powered

 

via

 

the

 

adapter
If

 
you

 
have
 

selected
 

the
 

EVEL
 

mode
 

for
 

serious
 

one
 

of
 

the
 

game
 

levels,
 

the
 

BLACK/
WHITE,

 
VERIFY

 
and

 
SET
 

UP
 

LEDs
 

will
 

light
 

up.

uEeEm uEeEmHPGE HPGE

The

 

computer

 

takes

 

the

 

average

 

value

 

of

 

the

 

specified

 

line

 

per

 

move

 

to

 

calculate

 

its

 

countermove.

 

If

 

cs

 

gives

 

only

 

one

 

solution,

 

the

 

computer

 

responds

 

immediately.

These

 

averages

 

are

 

used

 

by

 

the

 

computer

 

to

 

calculate

 

a

 

larger

 

number

 

of

 

moves.

 

The

 

computer

 

plays

 

faster

 

in

 

the

 

opening

 

and

 

end

 

games ,

 

and

 

in

 

complicated

 

middle

 

game

 

positions

 

it

 

takes

 

longer

 

to

 

play

 

its

 

counter

 

move.

 
    

         
    

        

These

 

game

 

levels

 

have

 

a

 

fixed

 

computing

 

time

 

per
 

move.
 

The
 

computer
 

will
 

always
 

respond

 

with

 

the

 

correct

 

answer
 

in
 

the
 

exact
 

line
 

given.
 

If
 

there
 

is
 

no
 

other
 

option
 

in
 

a
 

game
 
situation

 
than

 
making

 
a

 
specific

 
move,

 
then

 
this

 
move

 
is

 
immediately indicated 

by
 

the
 

computer.

The 64 game levels and their characteristics

8

The 64 game levels and their characteristics

The computer takes the average value of the specified line per move to calculate its
counter move. If

 

there

 

is

 

only

 

one

 

draw,

 

the

 

computer

 

responds

 

immediately.

These game levels have a fixed computing time per move. The computer will always
respond with the correct answer in the exact line given. If there is no other option in
agame situation than making a specific move, then this move is immediately
indicatedby the computer.

uEeEm

                 

Time

                  

Level

                       

Time

(1)

 

A1

                

2

 

sec

                   

(9)

  

B1

                    

60

 

sec
(2)

 

A2

                

5

 

sec

                  

(10)

 

B2

                    

75

 

sec
(3)

 

A3

              

10

 

sec

                  

(11)

 

B3

                    

90

 

sec

 

(4)

 

A4

              

15

 

sec

                  

(12)

 

B4

                  

120

 

sec
(5)

 

A5

              

20

 

sec

                  

(13)

 

B5

                  

150

 

sec
(6)

 

A6

              

25

 

sec

                  

(14)

 

B6

                  

180

 

sec
(7)

 

A7

              

30

 

sec

                  

(15)

 

B7

                  

210

 

sec
(8)

 

A8

              

45

 

sec

                  

(16)

 

B8

                  

240

 

sec

            
      

*

 

Play

 

level

 

with

 

average

 

computing

 

time

 

C1

 

-

 

D8

 

:    
(

 

=

 

Average

 

Time

 

levels)

Remark:

These averages are used by the computer to calculate a larger number of moves.
The computer plays faster in the opening and end games , and in complicated middle
game positions it takes longer to play its counter move.

 

* Game runs with a fixed delay time A1 - A8
 

 :
   (=Field Time Levels)

  If you start a new game by pressing the NEW GAME button, the last game level is 
still saved as long as batteries are inserted or the computer is powered via the adapter
If you have selected the LEVEL mode for serious one of the game levels, the 
BLACK/ WHITE, VERIFY and SET UP LEDs will light up.

.



(17) CI 2 sek. (25)

  

Ab

       

60

    

sek.

(18) C2 5 sek. (26) D2 75 sek.

(19) C3 10 sek. (27) D3 90 sek.
(20) C4 15 sek. (28) AF 120 sek.

(21) C5 20 sek (29) D5 150 sek.

(22)

   

C6 25

   

sek (30)

  

A)

       

180

  

sek.

(23) C7 30

  

sek (31) D7 210 sek.

(24)  C8 45

  

sek (32)

  

A+

       

240

  

sek.
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pro

 

half

 

move pro

 

half

 

move

(33) E1 1

 

half

 

moves (41)

 

F1 9
(34) E2 2 (42)

 

F2 10
(35) E3 3 (43)

 

F3
(36) E4 4 (44)

 

F4 12

                                             
                        

(37)

   

E5

        

5

           

(45)

 

F5

        
 

unlimited

                                              
                        

(38)

   

E6 6

                                                                                              
                        

(39) E7 7
(40) E8

         

8

 

•

 

game

 

level

 

F5:

           
          

9

� 	 
 	 �

These

 

game

 

levels

 

are

 

important

 

for

 

long-time

 

analysis,

 

if

 

you

 

want

 

to

 

determine

 

how

 

many

 

half-moves

 

a

 

specific

 

solution

 

is

 

found

These

 

game

 

levels

 

have

 

a

 

fixed

 

arithmetic

 

logic.

 

There

 

is

 

no

 

initiation

 

of

 

a

 

cell

 

and

 

the

 

computer

 

calculates

 

its

 

solution

 

up

 

to

 

the

 

arithmetic

 

depth

 

specified.

               

Level

 

calculation

                                 

Level

 

calculation

 

bb

     

half

 

moves
half

 

moves

 

half

 

moves
half

 

moves

 
     

half

 

moves

     

half

 

moves

     

half

 

moves

half

 

moves

   

half

 

moves

half

 

moves

vI

 

RYPF

 

rTGEO

 

RYE

 

UNGCSREW

 

UNIRPISEF

 

RN

 

UTmUSmTRE

 

PIAEiPIPREmn

 

SIRPmO

 

qn

 

CWEFFPIr

 

RYE

 

:v

 

qSRRNIO

 

nNS

 

WELSEFR

 

RYE

 

UNGCSREW

 

RN

 

PFFSE

 

T

 

UNSIREWGNeEo

half moves

9

) � 
 	 � 	 
 	 � ) � 
 	

 Arithmetic depth levels E1 - F5
( = Fix Depth Levels).

  uEeEm                  Time                     Level                          Time

(17) C1                2 sec                  (25) D1                    60 sec
(18) C2                5 sec                  (26) 2                    75 sec
(19) C3              10 sec                  (27) 3                    90 sec
(20) C4              15 sec                  (28) 4                  120 sec
(21) C5              20 sec                  (29) 5                  150 sec
(22) C6              25 sec                  (30) 6                  180 sec
(23) C7              30 sec                  (31) 7                  210 sec
(24) C8              45 sec                  (32) 8                  240 sec 

D
D
D
D
D
D
D

                                                

                                                      

 

     

                                                

 

                                                  
                                                   
                                                  
                     
                                             
                                      
                                      

              
        

9

uEeEm Time                  Time

These game levels have a fixed arithmetic logic. There is no initiation of a cell and the
computer calculates its solution up to the arithmetic depth specified.

Level calculation Level calculation

Level                       

(23) C7 30 sec                  (31) D7
(24) C8 45 sec                  (32) D8

Arithmetic depth levels E1 - F5 

(34) E2 2 half moves
(35) E3 3 half moves
(36) E4 4 half moves

210 sec
240 sec

(37) E5 5 half moves              (45) F5      unlimited
(38) E6 6 half moves
(39) E7 7 half moves
(40) E8 8 half moves

game level F5:

vI RYPF rTGEO RYE UNGCSREW UNIRPISEF RN UTmUSmTRE PIAEiPIPREmn SIRPmO qn CWEFFPIr RYE :v qSRRNIO
nNS WELSEFR RYE UNGCSREW RN PFFSE T UNSIREW GNeEo

(17) C1                2 sec                  (25) D1                    60 sec
(18) C2                5 sec                  (26) D2                    75 sec
(19) C3              10 sec                  (27) 3                    90 secD
(20) C4              15 sec                  (28) 4                  120 secD
(21) C5              20 sec                  (29) 5                  150 secD
(22) C6              25 sec                  (30) D6                  180 sec

per half   move                                  per  half  move          

(33) E1 1 half moves               (41) F1         9 half  moves
(42) F2 10 half moves
(43) F3 11 half moves
(44) F4 12 half moves

These  game  levels  are  important  for  long-time  analysis,  if  you  want  to  determine  how
many  half-moves  a  specific  solution  is  found.

(=  Fix  Depth  Levels)
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These  game  levels  are  specially  done  for  weaker  players  and  beginners.  The  computer
plays  weaker  on  purpose  and  its  depth  of  calculation  is  limited  to  the  given  half-moves.

Level  Calculation  depth  limited  to

(46)  G1  1  half  move  +1  1  half  move  to  capture  a  character
(47)  G2  1  half  move  +1  2  half  move  to  capture  a  character
(48)  G3  1  half  move  +1  3  half  move  to  capture  a  character
(49)  G4  1  half  move  +1  4  half  move  to  capture  a  character
(50)  G5  1  half  move  +1  5  half  move  to  capture  a  character
(51)  G6  1  half  move  +1  6  half  move  to  capture  a  character
(52)  G7  1  half  move  +1  7  half  move  to  capture  a  character
(53)  G8  1  half  move  +1  8  half  move  to  capture  a  character
(54)  F6  2  half move     +1  2  half move to capture a character
(55)  F7  2  half move     +1  3  half move to capture a character
(56)  F8  2  half move     +1  4  half move to capture a character

Solution  to  the  chess  problem  H1  -  H6:
(=  Solve  Mate  Levels)
The  chess  computer  can  solve  most  chess  problems  ,  as  well  solve  chess  problems  up  to
mate  -in-6  moves.  However,  the  solution  of  mate  problems  with  a  higher  number  of  moves 
can  take  a  long  time.  However  ,  this  is  not  caused  by  the  chess  computer  but  by  the  enormous 
number  of  calculations  that  have  to  be  carried  out  with  such  checkmate  tasks.  Always 
remember  that  no  chess  computer  is  able  to  find  all  mate  solutions  within  its  solution 
possibilities.

Press  the  NEW  GAME  button  and  enter  the  SET  UP  starting  position.  Before  you  start  the  mate
search  ,  it  is  recommended  to  check  the  entered  game  position  with  the  VERIFY  function  for
correctness.

Choose  the  right  suit  color  with  the  COLOR  button.  Now  press  the  LEVEL  button  to  set
the  desired  mat  search  (fields  H1-H6)

Press  the  GO  button  once  to  exit  the  input  function  and  a  second  time  to  start  the
computer's  calculation  function.
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Level                   Chess problem

(57) H1                Mate in 1
(58) H2                Mate in 2
(59) H3                Mate in 3
(60) H4                Mate in 4
(61) H5                Mate in 5
(62) H6                Mate in 6

This game stage is chosen to create a special opening position enter and replay , or
when two players against each other want to compete.

The following functions work when the referee level is switched on: TAKE BACK ,
 COLOR, HINT, SET UP, VERIFY, SOUND ON/OFF.

TRAIN WITHDRAWAL (Take Back button)

Random  special  level  H7  (level  63)  :
  A  random  generator  is  switched  on  at  this  level  of  the  game.  The  computer  uses  a 
computing  time  per  move  of  between  1  -  64  seconds

Referee  level  H8  (level  64)  =  referee  function  :
  At  this  level  of  play,  the  computer  does  not  calculate  moves.  A  complete  game  can  be 
played,  with  the  computer  only  checking  the  legality  of  all  entries  (=moves).

Your  chess  computer  offers  the  possibility  of  rewinding  the  last  25  half-moves  by  pressing
a  button.

Wait  for  the  computer  's  response  move  to  complete.  Then  press  TAKE  BACK  and  the  last 
computer  move  is  displayed  backwards  via  the  row  /line  LEDs  and.  Put  the  piece  back  with 
slight  pressure.  Press  TAKE  BACK  again  so  that  you  can  also  take  back  your  last  move.  Now
you  can  enter  a  new  move  into  the  computer.

Captured  figures  are  put  back  on  the  corresponding  square  with  pressure.
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Your chess computer is if you are a beginner, your teacher or you interesting
chess partner. If you are already a chess player - beginners we recommend that you 
first familiarize your self with the basic rules, detailed ones literature is commercially
available.

If you have changed the figures positions with the SET UP function or with
COLOR make a color change, then all moves are before the change deleted and
you can TAKE BACK the moves me up to this one withdraw if there are no trains
in the memory, the ERROR LED lights up.

8. CHOICE OF COLOR (Go button)

As soon as you as described in Chapter 1 play white . However , the computer knows how to
take over . Instead of entering your permission, press GO and the computer will open the  
game. They thus automatically take over the black pieces.

If you press the NEW GAME COLOR GO button before the start of the game , the
position of the pieces in the position memory is changed and you can play with the
black pieces in this case. You must now place the black pieces on rows 1 and 2 and
the white pieces on the rows 7 and 8 digits.

Note that the coordinates printed on the game border are not valid in this case.

9. CHANGE PAGE (Color button)

If you want to hand over your game to the computer during a game, or play the computer 
game because, press instead of entering your move GO. This calls up a computer move and
the change of sides is complete.

You can change sides as often as you like during the game.

But if you press the COLOR button during the game, the right of suit changes
from white to black or vice versa. This form of side switching erases all previous
moves.

The COLOR button is mainly used in VERIFY/SET UP mode to set the color
of the item to be checked or set to change the figures to be used (see Chapters 11 and
12).



 

    

 

 

PLAYING

 

POSITIONS

             

     

�����  �                                                             

        

 

 
            

          
             

              

      
 

             
             

               

           

              
        

                   
     

            
             

 

        

             

                  
     

           

               

   

 

  
                       

         

               
          

             

  

 

          

              

     

              

              

         

13

                  

 

 
                   

              

 

   
   

  

want

 

to

 

remove

 

one

 

or

 

more

 

characters

 

from

 

the

 

game,

 

proceed

 

as

 

follows:

 

of

 

course,

 

figures

 

can

 

be

 

removed

 

and

 

repositioned

 

one

 

after

 

the

 

other

 

without

 

having

 

to

 

exit

 

SET

 

UP

 

mode.

1313

 

   
UP

 
mode

 
you

 
can

 
remove

 
or

 
insert

 
figures

 
or

 
enter

 
entire

 
game

 
positions .

 
In

 
the

 
SET

 
UP 

the
 

computer
 

legality
 

control
 

is
 

set.
 

You
 

are
 

not
 

bound
 

to
 

the
 

rules
 

of
 

chess
 

with
 

you
 

entries
 

. 
starting

 
a

 
new

 
game

 
or

 
during

 
the

 
game

 
you

 
can

 
enter

 
the

 
SET

 
UP

 
mode

 
before

 
entering

 
your 

ove.

  
E

 
REMOVAL

 
OF

 
FIGURES

 
:

  
the

 
VERIFY

 
/

 
SET

 
UP

 
button

 
twice,

 
the

 
SET

 
UP

 
LEDs

 
lights

 
up.

  
WHITE

 
or

 
BLACK

 
LED

 
indicates

 
which

 
character

 
alphabet

 
can

 
be

 
recalled

 
with

 

e
  

COLOR.
 

The
 

color
 

can
 

be
 

changed
 

with
 

the
 

key.  
press

 
on

 
the

 
corresponding

 
field

 
to

 
remove

 
the

 
desired

 
figure(s).

 
The

 
row/line

 
LED   

up
 

to
 

confirm
 

this
 

entry  
the

 
attractive

 
color

 
if

 
necessary

 
as

 
described

 
above.  

finish
 

this
 

process
 

by
 

pressing
 

GO.
 

You
 

can
 

now
 

enter
 

a
 

move
 

or
 

use
 

the
 

GO
 

key
 
  

call
 

up
 

a
 

computer
 

move.

 
the

 
VERIFY

 
function

 
to

 
verify

 
that

 
the

 
pieces

 
have

 
actually

 
been

 
removed

 
from

 
the

 

.

  
ANGING

 
CHARACTERS:

 
(Clear

 
button)  

in
 

SET
 

UP
 

mode,
 

you
 

can
 

move
 

any
 

piece
 

on
 

the
 

field
 

simply
 

by
 

pressing
 

the
lected

 
  

piece
 

off
 

one
 

square
 

and
 

pressing
 

it
 

onto
 

another
 

square.

  
the

 
GO

 
key

  
or

 
switching

 
to

 
the

 
VERIFY

 
function

 
completes

 
moving

 
figures.

*
 

Use
 

the
 

VERIFY
 

function
 

to
 

verify
 

that
 

the
 

piece
 

is
 

actually
 

on
 

the
 

new
 

square.
 

Insertion

/Set button= Verify/Set Up button)
����� �

13

12. ENTER PLAYING POSITIONS
(Ver/Set button=Verify/Set Up button)

In the SET UP mode you can remove or insert figures or enter entire game positions. In the SET UP 
mode , the computer legality control is set. You are not bound to the rules of chess with you entries .
Before starting a new game or during the game you can enter the SET UP mode before entering your 
next move.

12 A. THE REMOVAL OF FIGURES :
If you want to remove one or more characters from the game, proceed as follows:

• Press the VERIFY / SET UP button twice, the SET UP LEDs lights up.

* The WHITE or BLACK LED indicates which character alphabet can be recalled with
  the COLOR. The color can be changed with the key.

* Now press on the corresponding field to remove the desired figure(s). The row/line LED
  light up to confirm this entry.

• Change the attractive color if necessary as described above.
* Now finish this process by pressing GO. You can now enter a move or use the GO key

  to call up a computer move.

Use the VERIFY function to verify that the pieces have actually been removed from the 
board.

12 B. CHANGING CHARACTERS: (Clear button)
• Once in SET UP mode, you can move any piece on the field simply by pressing the

  selected piece off one square and pressing it onto another square.

• Pressing the GO key or switching to the VERIFY function completes moving figures.

* Use the VERIFY function to verify that the piece is actually on the new square. Insertion
  of course, figures can be removed and repositioned one after the other

without having to exit SET UP mode.
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����DELETING ALL CHARACTERS: (Clear )
If you want to delete all previous positions in order to enter a game position (e.g. to solve
mate problem or to analyze a position), proceed as follows:

• Press the VERIFY/ SET UP twice, the SET UP LED lights up.*
Now press the CLEAR to delete all figures.
• The WHITE or BLACK LED indicates which piece color is being used can be. The color
of the figures to be used can be changed using the COLOR
*    You can now enter a game position
���� �

SETTING UP PLAYING POSITIONS:
If you would like to use one or more figures or change a game position, proceed as

follows:

* Press the VERIFY/SET UP twice, the SET UP LED lights up,
If necessary, remove all pieces from the board if you want to enter a new
game arrangement (see Chapter 12. C.)
The WHITE or BLACK LED indicates which piece color is being used can be. The

Select the type of figure to be used via the corresponding symbol loads.
* Place the figure(s) of this type in the desired empty fields with slight pressure.

The rows / line LEDs of the respective field light up.
Select the next character type using the icon button and select these character types
etc. The color only needs to be changed when it changes to the previous character.
Press GO to finish.
Change if necessary the attractive color as described above and make a move

or use GO to get a compute move.

Use the VERIFY function to check that the figures have been placed correctly.

color of the figures to be combined can be changed using the COLOR

14

*

*

*

*

*
*

key

 key 

key

 key
 key

keycolor of the figures to be combined can be changed using the COLOR button
Select the type of figure to be used via the corresponding symbol loads.

14

*

*

*

*

*
*

If necessary, remove all pieces from the board if you want to enter a new
game arrangement (see Chapter 12. C.)
The WHITE or BLACK LED indicates which piece color is being used can be. The

Select the next character type using the icon button and select these character types
etc. The color only needs to be changed when it changes to the previous character.
Press GO to finish.                                                                                                 
Change if necessary the attractive color as described above and make a moveor use
GO to get a compute move.
Use the VERIFY function to check that the figures have been placed correctly.

* Place the figure(s) of this type in the desired empty fields with slight pressure.   
The rows / line LEDs of the respective field light up.

* Press the VERIFY/SET UP button twice, the SET UP LED lights up,

-  DELETING ALL CHARACTERS  : (Clear button)
If you want to delete all previous positions in order to enter a game position (e.g. to solvem

 problem or to analyze a position), proceed as follows:

• Press the VERIFY/ SET UP button twice, the SET UP LED lights up.             
* Now press the CLEAR button to delete all figures.
• The WHITE or BLACK LED indicates which piece color is being used

can be. The color of the figures to be used can be changed using the COLOR button            
* You can now enter a game position

  - SETTING UP PLAYING POSITIONS  :
If you would like to use one or more figures or change a game position, proceed as

 

color of the figures to be combined can be changed using the COLOR button
Select the type of figure to be used via the corresponding symbol loads.

14

*

*

*

*

*
*

If necessary, remove all pieces from the board if you want to enter a new
game arrangement (see Chapter 12. C.)
The WHITE or BLACK LED indicates which piece color is being used can be. The

Change if necessary the attractive color as described above and make a move
or use GO to get a compute move.

Use the VERIFY function to check that the figures have been placed correctly.

* Place the figure(s) of this type in the desired empty fields with slight pressure.
The rows / line LEDs of the respective field light up.

- DELETING ALL CHARACTERS : (Clear button)

���� ��

������

If you want to delete all previous positions in order to enter a game position (e.g. to solve
mate problem or to analyze a position), proceed as follows:

• Press the VERIFY/ SET UP button twice, the SET UP LED lights up.
* Now press the CLEAR button to delete all figures.
• The WHITE or BLACK LED indicates which piece color is being used

can be. The color of the figures to be used can be changed using the COLOR button
* You can now enter a game position

If you would like to use one or more figures or change a game position, proceed as
follows:

* Press the VERIFY/SET UP button twice, the SET UP LED lights up,

- SETTING UP PLAYING POSITIONS :

Select  the  next  character  type  using  the  icon  button  and  select  these  character  types 
etc.  The  color  only  needs  to  be  changed  when  it  changes  to  the  previous  character.
Press  GO  to  finish.
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13.  SUGGESTIONS  (Hint  button)

The  HINT  button  on  the  chess  computer  can  be  used  to  make  move  suggestions  from  the 
computer.  This  is  particularly  useful  in  difficult  situations  or  when  learning  to  play  chess.

When  it  is  your  turn  to  move,  press  the  HINT  key  and  the  computer  will  display  a
suggestion  via  the  flashing  row/line  LEDs.

As  a  rule,  this  is  the  move  that  the  computer  has  predicted  to  be  the  strongest  move.

If  you  press  the  HINT  key  while  the  computer  is  calculating  a  counter  move  ,  the  row  /  line 
LEDs  will  indicate  which  counter  move  the  computer  has  calculated  up  to  this  point.

Remark:
If  you  press  the  Hint  button  again,  the  computer  suggests  a  different  move  if  the
playing  position  allows  it.

1  4.  TRAINING  FUNCTION  (Training  button)

This  function  is  especially  helpful  for  the  beginner.

To  activate  this  feature  ,  press  the  TRAINING  key  when  it  is  your  turn.  The  flashing  row/  line  LEDs
indicate  the  field  position  "from"  and  "to"  field  of  the  first  possible  piece  that  can  be  moved  on  the 
next  move.

You  can  repeat  this  process  as  you  wish.  Once  all  the  options  have  been  called  up,  the
computer  automatically  ends  the  TRAINING  mode.

If  you  want  to  make  one  of  the  displayed  moves  ,  press  the  GO  key  and  the  computer
will  start  calculating  your  counter  move.  However  you  can  also  run  any  other  train
of  your  choice  as  usual.

Additional  moves  of  other  pieces  can  be  called  up  a  little  faster  by  pressing  the  LEVEL  key
during  the  TRAINING  function.  Now  the  field  position  of  the  next  possible  piece  is  shown.
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Remark:
When  you  have  sniffed  out  all  the  draw  options  using  the  LEVEL  button  ,  the  VERIFY  /SET  UP  and
BLACK  /WHITE  LEDs  light  up  ,  as  well  as  the  row  /line  LEDs  of  the  preset  game  level.  The  LEVEL 
function  is  now  activated,  press  the  GO  button  to  exit  this  function.

You  also  have  to  press  the  GO  button  to  exit  the  TRAINING  function.  You  can  now  enter  your  next 
move  or  call  up  a  computer  move.

15.  TURN  SOUND  ON  AND  OFF  (Sound  button)

The  various  acoustic  signals  can  be  switched  on  and  off  with  the  SOUND  button.

16.  CHESS  PROBLEMS  -  MATTING  QUESTIONS

On  the  game  moves  H1-H6,  the  computer  can  solve  almost  all  mate  problems  (mate  -in-6  moves  )  as 
well  as  chess  problems  that  also  include  castling.  Include  pawn  promotions  and  en  passant  moves.

Enter  the  game  position  as  in  Chapter  13.  and  set  the  level  of  the  game.  If  you  want  to  solve  a
chess  problem,  then  let  the  computer  play  against  itself  (see  Chapter  12).

Now  press  the  GO  button  once  to  exit  mate  task  mode  and  a  second  time  to  start  the  mate  task.

Example:
If  you  want  to  solve  a  mate  problem  with  mate-in-2,  first  place  the  3  pieces  on  the
chessboard  as  shown  in  the  diagram  below.
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16 KByte ROM
ROM = Read Only              

768 Byte RAM                  
RAM = Random Access
8 MHz

130mW max

* Program size

* Program memory

* Clock frequency

* Operating voltage

NEW GAME button

          

          
        

               
               
                
              

 

                   
                
                 
        

         

 

Apply now as follows n press : 

LEVEL  button  Field  H2
GO  button
VERIFY/SETUP  button  twice
CLEAR  button
Symbol  button  King  Field  position  F6
Symbol  button  Rook  Field  position  B4
COLOR  button
Symbol  button  Knight  Field  position  G8
COLOR  button,  it's  white's  turn
GO  button,  confirmation  of  the  entry
GO  button,  beginning  of  the  mat  search

The  computer  will  respond  with  the  first  half  move:  1.  B4-H4.
The  black  King  can  only  move  G8-F8,  please  execute  this
move.  Your  chess  computer  responds  with  2.  H4-H8  MATT!

WARRANTY
The  chess  computer  comes  with  a  one-year  warranty  from  the  date  of  sale.  Your  warranty 
claim  is  linked  to  the  conditions  listed  on  the  enclosed  warranty  card  ,  repairs  after  the
warranty  has  expired  will  be  charged  for.  The  shipping  boxes  are  to  be  borne  by  the 
customer  the  address  of  the  after  -  sales  service  is  noted  on  the  warranty  card.

DEVICE  CARE
Dust  and  dirt  can  be  removed  with  a  soft  ,  dry  cloth.  Under  no  circumstances  should  the 
device  be  allowed  to  brag  cleaning  agents  are  brought  into  contact.  The  device  must  be  kept
dry  and  at  room  radiators.  Avoid  storing  and  playing  in  the  blazing  sun  ,  under  strong  room 
radiation  or  near  radiators,  failures  caused  by  improper  use.

Handling  of  the  device  is  not  covered  by  the  guarante.

TECHNICAL  SPECIFICATIONS



• Operation

•      Move input via 
•      F unctional loads                                              16
 

• Levels                                                    64
• Solves mate-in-6 moves 

• Opening library                                      8500 half move
 

• Take back                                               25 half move 
 

• Position control
 

• Entering game positions
 

•            Move suggestions and  training  function
 

• Handy case                                             
 

     
 

  
 

Subject to change.

  

        Additional ERROR LED

 

282 x 298 x 25 mm




