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THIS LIMITED WARRANTY APPLIES ONLY TO FIDELITY
PRODUCTS PURCHASED IN THE UNITED STATES

LIMITED 90-DAY WARRANTY

Fidelity International warrants to the orgimal consumer
purchaser that its products are free from any electrical
or mechanical defects for a period of ninety days from the
date of purchase., If any such defect is discovered within
the warranty period, Fidelity International, will repair
or replace the unit free of charge upon receipt of the
unit which has been sent insured and postage prepaid to
the factory address shown below,

A PURCHASE RECEIPT OR OTHER PROOF OF DATE OF
ORIGINAL CONSUMER PURCHASE WILL BE REQUIRED BEFORE
WARRANTY PERFORMANCE IS RENDERED.

This warranty covers normal consumer use and does not
cover damage which occurs in shipment or failure which
results from alteration, accident, misuse, abuse, neglect,
wear and tear, inadequate maintenance, commercial use, or
unreasonable use of the unit. Removal of the top panel
voids all warranties. This warranty does not cover cost
of repairs made or attempted outside of the factory.

Any applicable implied warranties, including warranties of
merchantabilfty and fitness, are hereby limited to ninet

days from date of purchase. Consequential or incidenta

damages resuTting from a breach of any applicable express
or implied warranties are hereby excluded, Some states do
not allow timitations on the duration of implied
warranties and do not allow exclusion of incidental or
consequential damages, so the above limitations and
exclusions in these instances may not apply.

This warranty gives you specific legal rights, and you may
also have other rights which vary from state to state.

The only authorized service center in the United States:

Fidelity International
13900 N.W. 58th Court
Miami, Florida 33014

(305} 557-9800

If you ship the unit, carefully pack and send it prepaid,
ade?uateiy insured and preferably in the original carton.
IncTude a letter, detailing the complaint inside the
shipping carton with a telephone number where you may be
reached during business hours.

If your warranty has expired and you want a service fee
quote, write to the above address specifying the model,
and requesting a service guotation. DO NOT SEND YOUR GAME
with your request for quotation, as Fidelity has no
provisions of holding your game from service while waiting
for your reply.
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INTRODUCTION

It has been our intention with this product to provide you
with a value beyond comparison - a truly ercellent chess
program with sleek styling. We feel confident that this
microprocessor-based chess opponent will challenge and
delight you now and for years io come.

Fidelity's state-of-the art technology provides you with
an amazing computerized opponent that plays chess with
skiil and cunning, yet allows you to control the level of
difficulty. The sensory piaying surface enables the
computer to automatically sense all game moves, Battery
gperation allows you to play against this chess opponent
wherever you desire. The built-in display provides
additional features for vou to select from and enables the
computer to communicate more inforsation to you than
nondisplay models.

Your enjoyment of the computer will be greatly enhanced if
you familiarize yourself with SECTION ONE of this Owner's
Manual first before attempting to engage the special
features or getting up board positions. The instructions
which follow help you understand how to operate the
computer and how to play your first game.



SECTION I-BASIC OPERATION

1.1 BATTERY INSTALLATION/REPLACEMENT
To install or replace batteries:

; 1. Be sure that the optional transformer (if
' applicable) is unplugeed from the unit.

2. Locate the battery compartment on the underside
of the unit and slide the battery cover clear of
the guide notches in the case.

3. Remove and discard old batteries.

4, Engure that the battery clips are clean and
rust-free.

5. Install four (4} "AA" size alkaline batteries.

6. Replace battery cover.

1.2 LOW BATTERIES

IF tie computer appears to be behaving erratically or
signaliing impossible/illegal responses, thiz is a sign of
Iow battery power and the baiteries should be repiaced.

1,3 AC OPERATION (OPTIONAL)

For AC operation, plug the transformer into an AC wall
outlet and plug the transformer line cord into the game.

Depending upon how frequently you play, you B8y wWish to
purchase the optional AC transformer available for this
product, DO NOT USE ANY OTHER TRANSPORMER THAN THE




FIDELITY TRANSFORMER DESIGNED SPECIFICALLY FOR  THIS
PRODUCT. FAILURE TO DO SO CAN CAUSE DAMAGE T0 THIS
PRODUCT WHICH WILL VOID THE WARRANTY. If you have
difficulty locating a Fidelity transformer locally, an
order form is provided in this manual for your
convenience,

1.4 BOARD DIAGRAM

BOARD LEDS (LIGHT EMITTING DIODES): ONE LED ADJACENT
TO [EACH NUMBER AMD OME LED ADJACENT TO EACH LETTER.
COMPUTER WILL LIGHT ONE NUMBER LED AND ONE LETTER LED
TO INDICATE COORDINATES OF SQUARE IT WANTS TO MOVE A
PIECE PROM OR A PIECE TC.

@ COLOR LEDS: NOT ONLY USED TO SHOW COMPUTER'S MOVE ON

D AMD B FILES, BUT ALSO TO INDICATE #HICH 3IDE IS
CURRENTLY AT PLAY (WHITE OR BLACK). IF YOU ARE WMITE
AN IT IS YOUR TURN TD MOVE, THE WMITE {D) LEID HILL
FLASH. IF THE COMPUTER IS BLACK AND IT IS BLACK'S
TURN TO MOVE, THE BLACK {F) LED RILL PLASH.

FUNCTION KEYS:

SHIFT KEY:  THIS KEY CONTAINS LED TO INDICATE IP
SHIFT I8 ACTIVATED, IF ACTIVATED, THE RED (OR UPFER)
KEY FUNCTIONS MAY BE USED., TO USZ THE GLACK (DR
gﬁ_}éﬂ FUNCTIONS, FRESS CLEAR KEY TO DEACTIVATE

KEY SINSOR LOCATED HERE: REGARDLESS CF WHICH KEY
FUNCTION YOU ACTIVATE (RED OR BLACK). PRESS THE
CENTER OF KEY TO ENGAGE THAT PUMCTION.

YERIPY/PROBLEM KBY: PRESS CENTER OF KEY TG VERIFY
POSITION OF CHESS PIECES. ACTIVATE SHIFT KBY (SHIFT
LED 18 LIT) AND PRESS CENTER OF KEY TO INTER PROBLIM
MIOE. (FOR SETTING UP MIDGAME POSITONS OR PROBLENS].

OPTION/TIME KEY: PRESS CEMTER OF KEY TO ENTER OPTION
MIOE, ACTIVATE GSHIFT XEY (SHIFT LED IS LITI AND
PRESS CENTER OF KEY TO DISPLAY TOTAL TIME USED FOR
THE PLAYER ON THE MOVE,

LEVEL/NEM KEY: PRESS CENTER OF KEY TO SELECT AND
CHANGE LEVELS OF PLAY. ACTIVATE SHIFT KEY (SHIFT LD
18 LIT) AND PRESS CENTER OF KEY TU STAET A NEW GAME,

TAKE BACK/REPLAY XEY: PRESS CENTER OF FEY T0
ACTIVATE FEATURE USED TO TAKE BACY. MOVES.  ACTIVATE
SHIFT KEY (SHIFT LED IS LIT) AND PRESS CENTER OF KEY
TO REPLAY THE LAST GAME.

HIRT/INFO KEY; PRESS CENTER OF KEY TG DISPLAY A
SUGGESTED MOVE.  ACTIVATE SHIPT KEY (SHIFT LED IS
LIT) AND PRESS CENTER OF XEV TO DISPLAY IWFD
CONCERNING COMPUTER'S LAST HOVE. .

MOVE/ALTERMATE: PRESS CENTER OF KEY TO CHANGE SIDES
HITH THE COMPUTER. WATCH THE COMPUTER PLAY BOTH
SIDES, OR TFORCE ‘THE COMPUTER TQ STOP THINKING AND
HAKE & MOVE. ACTIVATE SHIFT KEY {SHI®T LED IS LIT)
AND PRESS CENTER OF KEY TO OBTAIN COMPUTER'S "MEXT
BEST" MOVE.

ONONONONONOXC.



CLEAR KEY: PRESS TO DEACTIVATE SHIFT XEY; USED 10
CANCEL SLLEGAL MOVE INDICATION OR TO CLEAR A “FROM®
SQUARE BEFORE YOU MOVE TO THE “TO" SQUARE: USED TO
EXIT FROM OFTION MODE AMD PROBLEM MODE.

@ 4~CHARACTER LCD (LIQUID CRYSTAL DISPLAY): USER TO
DISPLAY & MYRIAD OF INFORMATION AT YOUR REQUEST.




1.5 POWER ON

Set the ON/OFF switch ON. If optional Fidelity
transformer is being used, see 1.3.

A new game is started when you first turn power on or when
the NEW GAME Key is pressed.

when the game is first plugged in. the unit will beep a
five-note =scale, and the LED labeled WHITE will be
flashing. As described in the board diagram. Section i.4.
this LED inrdicates that it is White's turn to move {in
this case, to make the first move to start the game). At
this point, none of the options or special features are in
effect. A new game is always started when power is turned
on, and turning the power off and on again resets the
program to pre-game conditions and removes all previously
selected options.

1.6 THE GAME BOARD

Set up the chess pieces with the White pieces at the
bottom of the board. Each square on the chess board is
designated. in accordance with international chess
notation, by a letter of the alphabet designating the
vertical rows (the files). and a number designating the
horizontal rows {the ranks)., At the beginning of a game
the white King is on square 1, and the black King is on

rows of squares,
1-8

Ranks are
hoerizontat
rows of squares,

Files are vertical



1.7 HOW TO ENTER MOVES

Playing chess against your computer is like playing with a
human opponent--you make your move and the computer
responds with its move. The obvicus difference, of
course, is that you must make the actual physical sove of
the pieces for the computer.

To make a move, tilt the piece and press gently on the
center of the square using the edge of the piece. Press
first on the FROM square, then on the T0 square.

1.8 YOUR FIRST MOVE

The following example will help you to start your first
game with the computer.

Let's say you have chosen to move your white pawn located
on square E2 (at intersection of file £ and rank 2) to the
E4 square:

STEP #1

First tiit the pawn and press on square E2, LEDs for file
E and rank 2 wili light up as shown. Therefore, the E2
square is selected.



STEP #2

Pick up the pawn on E2, tilt the piece and press con square
E4 (the E and 2 LEDs wiil go out). The computer. at that
instant, has recorded the move you made, and has begun to
think about its move. (In this example, the computer wiil
respond instantly, So you may not even see the "BLACK" LED
fiashing.)

‘lﬁf‘_.:.
Irj}- ‘i : : "‘ n
 "Black” 3 g g g :5: g g g
is thinking .
l ‘
STEP #3

The computer will show you its move by lighting two LEDs
for its EROM square. (We have sejected the E7 square for

this ezample - you may get a different responsel. The
file E and rank 7 LEDs are lit.



';
E
|

STEP #4

Press down on the black pawn at =quare E7. The FROM
lights will go out and two different LEDs will show you
the TO location for that pawn. (We have chogen the ES
square for this example.)

STEP #5

Pick up the black pawn on the E7 square, tilt the piece.
and press down on the E5 square. The TO lights will geo
out, and it is time for your next move.

For each wmove. remcaber the three basic steps: PRESS,
MOVE, AND PRESS AGAIN.

NCTE: You may notice that. when moving YOUR piece, the
T0 square LEDs DO NOT 1light, but when moving the



computer's piece, the LED3 for the TO square DO
light. The reason for this is that once you
have moved your piece to the TO location, the
computer is instantly informed of your move. amd
there is no need for lights. On the computer's
move, the TO square is lit to show you where to
place the computer's piece.

1.9 ACCIDENTAL WRONG HOVE

1f you press down on a piece and the FROM square is lit,
but you decide not to make that move, press the CLEAR KEY,
which will also turn the LED= off, and allew you to enter
another move of your choice.

If you change your mind after you have entered a whole
move {FROM and TD squares) then the computer has accepted
your move and is already considering its countermove. In
this case, simply press the TAKE BACK key, and the
computer will guide you through the takeback {3ee Section
2.9),

1,10 ILLEGAL MOVE

The computer will only allow moves that are in compliance
with the rules of chess. Tllege] moves are not accepted.
The computer notifies you of an iliegal move or error by
beeping a double tone and filashing the LEDs corresponding
toc the FROM square which was pressed. To undo the error.
you have several options:

1. Pick up that piece and press it down on the
square you actuaily intended to move it to; or.

2. Press the piece back down on the flashing FROM
square {the LEDs indicating that square will go
out), and then enter another move; or.

3. Press the CLEAR KEY to turn the LEDs off and put
the piece back down on its original FROM square.
Then enter another aove of vour choice.

IMPORTANT NOTE: Method #3 does not insure that the
incorrectly moved piece has  been
returned to its original location. but
rather leaves it up to you to replace
the piece correctly.

Please note the following circumstances. which wilt aiso
cause the computer to beep an illegal move indication:

1. Pressing down on a piece of the wrong color
{e.g., it is white's turn and vou press down on
a black piece).

2. Pressing down on the wrong square when making
the computer's move on the board (e.g.. the



computer lights the LEDs for square D8 and you
inadvartently press down on square D7).

3. Pressing dosn on a empty square without having
first pressed down on a piece which can move 1o
that square.

1.11 EN PASSANT

The computer will capture a pawn 'en passant' whenever it
deteraines that such a move iz desirable, and it will also
recognize when you choose to move ‘en passant'. When
perforaing an ‘'en passant' capture. the computer will
first indicate the pawn move in the usual way, by lighting
LEDs for the FROM square and then the TO square. Then it
will light LEDs to indicate the square of the captured
pawn, to remind you to remove the pawn from the board.
Silgéy press down on the captured pawn and take it off the
m .

1.12 CASTLING

The computer will castle by first performing a King move
and then a Rook move. PFirst, the King move must be
acknowledged in the usual manner by pressing the FROM
square and the TO square, Then the Rook move must be
acknowledged by pressing its FROM and TO squares.

You wmay castle your King in a similar manner by first
pressing down on the King's FROM square and then its TO
square. At this point, the computer will recognize that
you wish to castle, and will light the LEDs for the Rook's
sove to prompt you to move that piece.

Remember that castling is a King move. If you attempt to
castle by wmoving your Rook first, the computer wili
acknowledge the Rook's move and immediately begin
thinking. To recover from such a mistake, use the TARE
BACY feature to take the Rook move back (see Section 2.9}.

1.13 PaWN PROMOTION

As in a3 normal game of chess, when a pawn reaches the
eighth rank, it may be promoted to a higher-valued piece
(usually a Queen}. Once you have entered the pawn’'s move
to the eighth rank, the LED for that square will flash
{and (P r -)will appear in the display window} until you
identify your promotion selection by pressing the key next
to the picture of the piece you wish to promote to (i.e.
to promote the pawn to a queen. press the OFTION ey after
the lights begin to Flash awaiting your choice). As soon
as you make your selection, the LEDs for that square will
g0 out and the computer will start thinking about its next
BOVe.

If one of the computer's pawns reaches the eighth rank,

the computer will evaluate its present position and wiil
promote its pawn to the piece it feeis will be of most

10



value. Since this will occur automatically, you may wish
to use VERIFY mode to identify the promoted piece.

1,14 CHECK AND MATE

Any time there is a check situation on the board, the
display will show a dot in its center below the
area where the colen sign (:) normally appears.

1f the computer determines that you will soon be mated, it
#ill sho# ((n_ x)in the display window {X=nueber of moves
unti] checkmate). Press CLEAR t6 see the computer's move.
Once the computer's mating move is entered. the display
window will read (Cn_ ).

If you checkmate the computer, the display window will
read

11



SECTION II-SPECIAL FEATURES

2.1 GHIFY

Just as a shift key on a typewriter will activate upper
case letters. the SHIFT key on your computer will select
the upper {or red) key functions. If the SHIFT LED is
1it, any red key functions may be selected. If the SHIFT
LED is wunlit, any lower {black) key functions may be
selected, WHETHER THE SHIFT LED IS LIT OR UNLIT, ALWAYS
PRESS ON THE CENTER OF THE KEY TO SELECT THE DESIRED
FUNCTION. See {llustration below: IMPORTANT: When
pressing a key, always pash down the indicated area so the
cosputer can register your action correctly.

important: When pressing
& key, always push down g

an the contor area so tha wif Prass Here

compuler can regiater
I your action correctly.

2.2 PROBLEM (SHIFT LED LIT)

By activating the PROBLEM function ((Z Pk -)will appear in
the display), you will enter PROBLEM MODE. PROBLEM MODE
js used to make changes--to remove or add pieces during a
game; to relocate pieces from one square to another; or to
set up problems for the computer to work out. Using
PROBLEM MODDE you can alter the board set-up at any time
before or during a game You can. for example, change the
direction of the game, strengthen your side or the
computer’s, resurrect lost pieces, or even move your King
out of an isminent checkmate situation. You can also set
up mate puzzles for the computer to solve using MATE-
FINDER levels.

While you are in PROBLEM MODE, the function keys become
chess piece selector keys. Rach function key is used to
seiect the type of chess piece that iz pictured beneath
it‘

You may enter PROBLEM MODE whenever it is your turn to
move. To learn how to use this feature, try the following
drill:

1. Activate NEW (shift LED lit) and set up the
pleces in their initial pogitions.

2. Activate PROBLEM ((Cpp-)appears in display)to

12



enter Problen Mode.

3. ¥ow activate the key above the pawn | ‘
symbol. Note that the 2 LED and the A-H LEDs
are all iit steadily. This indicates that ali
White pawns occupy squares AZ-HZ. FPress the key
above the pawn symbol again. and the 7 LED will
be lit, with the A-H LEDs flashing. This shows
that all Black pawns occupy squares A7-H7.

4, Press square H7., Note that the H LED goes out.
By pressing down op this flashing square, you
have erased the Black pawn from that square.
Pressing square H7 once more will turn the H LED
on steadily., Now a White pawn occupies that
square. Pressing square H7 a third time will
cause the H LED to flash, indicating a Black
pawn now occupies square H7.

By the above illustrations, it can be seen that:

An unlit file LED means no piece of that type
occupies the square in that rank.

A steadily lit file LED means a WHITE piece of
that type occupies the square in that rank.

A flashing file LED means a BLACK piece of that
type occupies the square in that rank.

Before using this feature to create your own positions.
familiarize yourself with Problem Mode by performing the

following steps to set up the sample board position
picture below:

13
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ggpe?t steps 1 and 2 above(—Pp -Jappears in
isplay.

Activate the key above the pawn A syabol. Note
that the 2 LED and the A-H LEDs are all lit
steadily.

Press down on the White pawn located at square
E2. (E LED will flash), Press the El square,
again, and the LED will go out. You have now
erased a pawn from the EZ square.

Move the Bhite pawn to square E4 and press down.
The 4 and E LEDs will light steadily. The
computer has now recorded a White pawn on the E4
square.

Press the key above the pawn symbol again. (7
LED {ig lit and A-H LEDs are flashing). Press
the Black pawn on square D7 {the flashing D LED
will go off). You have now eragsed the pawn on
D7. Move this Black pawn tc square DS and press
down. (The D an 5 LEDs will light steadily).
Press down ob the PS5 square again, and the D LED
will €lagh., The computer has now recorded a
Black pawn on square DS,

Press the key above the Knight (MR ) symbol.
Mote that the 1, B and G LEDS are steadily 1it
to show the location of White Knights.

Press down on the White Knight located at square
Gl (the G LED will flash}. Press down on Square
61 again (the G LED will go off}. The computer
has now recorded that square Gl is unoccupied.

Move the White Kpight to square F3 and prees
down on that square. {The F and 3 LEDs will
light steadily). The computer has recorded a
White Knight located on the F3 square.

Press CLEAR tc exit Froblem Mode.

By completing the above steps, you have successfully
entered the position pictured above into the cosputer's

EEROTY .

If you are to play the first aove from the recorded
position (regardless of which color is to move first),
siaply wmake the move after exiting Problem Mode. If the
computer 18 to play the first move, activate MOVE.

14



If the position vou want to record in the computer's
nesory involves only a few pieces {as opposed to a rather
full board. as in our example} refer to the CLEAR BOARD
option 1 in Section 3.

2.3 VERIFY (SHIFT LED UNLIT}

VERIFY enables you to verify the positions of ail pieces—-
both white and black--at any time before or during a game,
or whenever it is your turn to move. To verify the
position of any piece type, first activate YERIFY (display

window shows((pp ) Press the key above the picture of

the piece type you are interested in (e.g. to verify the
position of rooks gn the board, activate VERIFY and then
the key above the J symbol). Each time you press one of
the piece sysbol keys, a new row {rank} LED is lit and
column (file) LED(s) 1ight to show where a piece is
located in that rank. If the piece is White, the f{ile
LED{s) lights steadily. If the piece is Biack, the file
LED(s) Flashes. For any given piece symbol selected, the
computer will automatically only show you the ranks which
are occupied by one or more of those pieces you are
lopking for. Unoccupied ranks will be skipped over. If
there are nc pieces of that type on the board at all, only
the & LED in the upper left-hand corner of the board will
light to indicate this. By repeating this process for
each piece type, every piece on the board can be correctly
located. To return tc rormal play., press CLEAR.

2,4 TIME {SHIFT LED LIT)

By activating the TIME function, the display will show the
total amount of game time taken by the player to move, If
the computer is thinking and TIME is activated. the
display shows the total asmount of tiwe used by the
computer in the gase thus far. If it is your turn to move
and you activate TIME, the display will show total amount
of time used by you in the game thus far. To
differentiate batween a display of minutes/seconds versus
hours/minutes the computer will display a dot to the lower
right of the window if hours/aiutes is being shown. If
minutes/seconds is being displayed, this is easily
identified by the seconds portion of the display
continuously changing.

2.5 OPTION (SHIFT LED UNLIT)

As the OPTION function is activated, the display will show

(=0P-).see Section III for an erplanation of the various
game options from which you asay select.

2.6 HNER {SHIFT LED LIT}
Activating NEW returns all pieces back to their initial
starting positions and the computer is ready to begin &

nev game of chess. FPlease note. however, that if you have
just finished a game and you have made any level and/or

15



option selectiong, these selections WILL REMAIN IN EFFECT
for the next game if you only activate NEW. This function
is: therefore, especially handy for those of you who tend
to select the s=ame options for most games—in this
respt:ct; the NEW function will provide you with an easy
shortcut.

MOTE: To start a new game WITHOUT the previous level or
gase options selected (FULL RESET), activate OPTION {shift
LED unlit} KEY AND THEN ACTIVATE NEW (shift LED 1it), By
doing thisy you are erasing all previous entries and
options and starting a completely new game (same as
turning the computer off and turning i1t back on again).
NOTE:  Hhether you are turning the computer on or using
the Full Reget Dption, the computer will always be set on
Level Al, and the pieces will be returned to their initial
starting positions.

2.7 LEVEL (SHIFT LED UNLIT)

Your computer has 24 levels of play for you to choose
from. Level Al is antonaticall{ selected when the
computer is firgt turned on. The first time you activate
LEVEL.([CER1)will appear in the display to confirm this.
To select an alternate level, activate LEVEL and press
down on the appropriate board square. For your reference,
a diagram of the board squares used to activate each level
is shown with brief descriptions inside each square. A
sore detailed explsnation of the various levels follows
the diagram.

16



271 CHART OF PLAY LEVELS

PRESET LEVELB
"'!‘r"f:*ill-i Number  COUNTDOWN
Movew/Time LEVELS SELECT ANY SQUARE
r 1 1T L TF
AVG.RESPONSE
3.5 MINUTES 1 HOURS
40425 HOVRS PER SIDE
AS a8
AVG.AESPONSE
3 MINUTES 2 HOURS
482 HOURS PEA SIDE
AT B?
AVG.RESPONSE
2 MINUTES 1 HOUR

360 MINUTES PER SIDE

AVG.RESPONSE
1 MINUTE 30 MINUTES
BO/B0 MINUTES PER SICE

AS BS

AVG.RESPONSE
30 SECONDS 20 MINUTES
6030 MINUTES PER SIDE

M B4

AVQ RESPONSE
15 SECONDS 15 MINUTES
BO/15 MINUTES PER SIDE

Al Fﬂa

AVG.RESPONSE
10 SECONDS 10 MINUTES
010 MINUTES PER SIDE

A2 B2z

AV RESPONSE
5 SECONDS 5 MINUTES
60/5 MINUTES PER SIDE

Al a
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AXED DEPTH MATERIHDER
LEVELS LEVELS
1 1

FOR INFINITE LEVEL

BPLY MATE IN 8
l'-

TALY MATE IN7
H?

SsPLY MATE N8
L]

5PLY MATE N 5
H5

4PLY MATE IN 4
W4

3IPLY MATE IN 3
wm

2 PLY MATE IN 2
Hz

1PLY MATE IN 1
H1
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2.7.2 PRESET LEVELS {A1-A8)

Playing levels with preset time controis may be selected
by activating LEVEL, one of the A file {Al-AB} squares and
CLEAR. For your convenience, the chart of playing levels
shows the average response time for each of the preset
levels within the appropriate square (i.e. select square
Al for an average response time of five seconds per move},
and the overall time control the computer is using (i.e.
square Al will make 60 moves within five minutes).

2.7.3 COUNTDOWN LEVELS (Bl-BE)

Playing levels with preset total times for each side may
be selected by activating LEVEL, one of the 8 file {Bl1-B8!}
squares and CLEAR. These levels start at the total time
for each player and count down to zero time, If either
player should run out of time before checkmate is
achieved, the dispiay will £lash to indicate time forfeit
for the piayer with 2ero tile repajning. While using one
of these levels the computer's display will split into two
2-digit clocks so time for both gides may be viewed
simuitanecusly (first minutes are counted down and then
seconds will appear during last minute}.

NOTE: If you activate Game Option HI (Countdown Clock)
while using one of these levels, the clock will show only
one player's time remaining (while it is that player's
turn to move) in a 4-digit format. This enables the player
te see the more exact time that remains for his sides
beczuse seconds will also be shown. For more information,
see Section 3.8.

2.7.4 FINED DEPTH LEVELS {Gi-GB)

Fired depth leveis may be selected by activating LEVEL,
one of the G file {G1-G8) squares and CLEAR. On these
levels the oniy preset condition is the computer's ability
to look ahead. For example, level G2 restricts the
computer's lock ahead to two plies or two half-moves ({one
half move = one move for one player). As you utilize the
fixed depth levels you will always know how far ahead your
opponent is analyzing its next move. Using these levels
can train you to improve your abllity to see further into
a game and you can Beasure your success by your number of
wins!

2.7.5 MATE-FINDER LEVELS (H1-H8)

Mate-finder levels may be selected by activating LEVEL,
one of the H file (Hi-HB) squares and CLEAR. These levels
allow you to set up mate probless for the computer to
solve. For example, if you set up a problem and want the
computer to search for a mate in 6 moves, set the computer
to level H6. On this level the computer will search for a

19



mate in 6 moves. If a mate in 6 is found, the display
will show Press CLEAR to see the move and enter
it. At thiz point 1) If you would like to see an
alternate mate-in-6 solution. activate ALTERMATE (shift
LED is 1it) before entering the computer's move sand it
will search for an alternate sclution. OR 2) if you want
to see the computer's next move or the aate it has already
tound, activate level HS (because the problem is now a
mate in 5) enter the opponent’s move and the computer will
display the next move to mate, OR 3) if no mate is found,
the display will show

2.7.6 INFINITE LEVEL

To select Infinite level, activate LEVEL and any board
square in files C, Dy By or F. Thizs level allows the
computer unlimited time for each move, The computer will
continue to search. locking deeper and deeper until it
finds a forced mate or until the search is halted by you.
Rhern halted. the computer will make the best move it has
found thus far in its search. You can halt the computer's
thinking at any time by activating MOVE. If you would
like to see how deep the computer is searching before you
force it to respond, see Section 4.2.

2.8 REPLAY {SHIFT LED LIT)

At any point during a game or at the end of a game you may
take back all moves played and see them replayed [unless
NEH ig activated. which will erase the coaputer's memory)
by activating REFLAY. Once REPLAY is activated, the board
LEDs wiil light up the FROM square of the first move in
the game and the coordinates of that move will also
appear in the display. Enter the move indicated and the
second move of the gase will be shown in the same fashion.
Az each move is entered, the computer will display the
nert move played. At the end of the move sequence, the
computer will emit a series of Deeps.

I you have taken back moves and decide you would like to
see one or wore Of them replayed, szee 2,11 HINT.

2.9 TAKE BACK (SHIFT LED UNLIT}

The Take Back function allows you 1o take back any move
yol Bake or any move made by the coamputer. The computer
will allow you to take back up to 256 half moves (128
moves per side) in a sigile game! To use this feature,
simply activate TAKE BACK when it is your turn to wmove,
and the LEDs indicating the TO square of the last move
will light. Press down on the indicated square, and the
L¥Ds showing the FROM portion will light. Press thet
square. and the LEDs will go out. You have thus completed
the take back of the computer's last move. At this point,
you are permitied to enter an alternate move for the
computer’s side If you wish or take back your last move.
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To enter an alternate wove for the computer, enter ths
desired move as you normally would and proceed with your
next move. To take back your last move, simply press the
TAXE BACK key again and proceed as ocutlined above. You
may effectively take back as many moves as you like using
this procedure.

AS you take back moves, the computer will remind you to
return a captured piece to:the board by lighting up the
square LEDg of the previously captured piece. Return the
captured piece to the board and press down on the
indicated square. If you do not recall the identity of
the captured piece: press down on the indicated square and
use the VERIFY key to £ind out what type of piece belongs
on ithat square.

To take back all moves played in a game thus far or an
entire game, see 2.8 REPLAY.

2,10 INFO (SHIFT LED LIT|

As outlined in Section 4 ROTATING DISPLAY you may select
specific information to be displayed while the computer is
thinking. Whether you have selected digplay information
or not. however, you may review all of this information
after each of the copputer's moves is displayed and
entered on the board. Simply execute the computer's move
and activate INFO, Each itime you press INFO, the computer
will indicate data concerning its last move. This
information will appear in the order in which it is listed
from feft to right in Section 4 ROTATING DISPLAY
{(diagras}. In this way, you can review the computer's
calculations at the moment its move was decided on.

The only piece of inforsation that you will not see that
wag available as part of the actual Rotating Display is
the nodes per second display. This display of how many
chess positions the computer is examining per second can
obviousiy only be called up while the computer is actually
thinking and examing moves.

2.11 HINT {SHIFT LED UNLIT)

If it is your turn to move and you would like the computer
to suggest a wmove, activate HINT. The computer will
indicate a suggested move in the display window. If you
opt to make the suggested move, enter it as you normally
would, If you decide to make a different move, simply
make the move of your choice.

If you have taken back moves and decide that vou would
like to see them replayed, activating HINT key will cause
the computer to indicate the last move taken back in the
display window. Simply enter that move on the board and
the computer will display the next move taken back. As
you enter moves taken back, the computer will continue to
display the next move until you have reached the last move
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sade in the game. At that point the computer will emit a
saries of beeps to signal that you have entered the last
move piayed thus far.

If you decide to stop playing moves forward at some point
before the last aove made. stop entering moves at the
desired position and press CLEAR to continue a regular
game from that position. To see an entire game replaved,
ses 2.8 REPLAY.

2.12 ALTERNATE (SHIFT LED LIT)

If the computer has displayed its move and you would
prefer to see it calculate an alternate move, DO NOT ENTER
THE COMPUTER'S DISPLAYED MOVE, Instead, activate
ALTERNATE. The computer will then calculate a different.
or vhat it considers to be, the "nert best" move. Heep in
wind that it will make its alternate move calculation in
accordance with the time or depth controis of the lavel
selected. Even though the alternative move will replace
the move displayed by the computer previously, the
computer considers this an additional move for the
purposeg of internal timekeeping., If, therefore, the
computer uses 1 minute to calculate its first move choice
and an additional minute to calculate its second choice,
it will record the use of 2 minutes for one move.

2.13 MOVE {SRIFT LED UNLIT)

If during a game you decide to change sides with the
computer, activate MOVE wheh it iz your turn to move. The
coerputer will then take over your pieces and make a move.
At thiz ppint you may enter a move for the computer's side
and continue to play the same game. If you would like to
watch the computer play against itseif, activate MOVE,
enter the move displayed and continue to repeat this
procedure, Activating MOVE while the computer iz thinking
will force it to move instantly at any level.

2.14 CLEAR (SHIFT LED NOT APPLICABLE}
The CLEAR Function has many uses:

1, I1f you accidentally activate an unwanted FROM
square, press CLEAR and you are free to activate
the desired square.

2. Press CLEAR to erase illegal move indication.

3. Press CLEAR to exit Option Mode, HINT, Replay

Mode, Problem Mode, Verify Mode, Level Seiect
Mode and Time Display Mode.



SECTION lll-GAME OPTIONS

In additicn tc the Keys and Special Features described
previously, a number of additional options may be selected
to enhance your enjoyment of the coaputer. The game
options are user selectable {before the start of a new
game or whenever it is your turn to move during a gamel.
and can be activated by pressing various squares on the
playing surface. When Option Select Mode is chosen by
activating OPTION, normsl game piay is suspended and
squares Al through Hl are used to select options as
illustrated below:

BLACK | CHANGE COUNT
EASY SoUND | MONITOR{ FROM THE | CotOR | cAMCEL | CLEAR [ poyy
MODE OFF MODE | BOTTOM |WITH MOVE| BOOK | BOARD | piaek
A B C D E F G
® @ ® L [ L ®

Activate DPTION to enter Option Select Mode. Hhenever you

are in this mode, the display window will read "-OP-",
After activating OPTION, select the optionfs) of your
choice by PRESSING DOWN ON THE SOUARE DESIGNATED FOR THAT
PARTICULAR OPTION. The LED below that square will light
to confire that you have selected that option., You may
choose a nuaber of options st the same time, as desired.
After selecting your option{s), aiways press the CLEAR to
exit Option Select Mode.

As each option is selected by pressing the desired =square.
the LED below that square will light to indicate the
selected option. If you decide after selecting an option
that you would rather oot have that option in effect,
simply press the option square again. The LED below it
will go out to indicate that it is no longer in effect.

If you decide you want to cancel an option after you have
already pressed CLEAR to exit Option Select Mode, simply
activate OPTION again to get back into that mode. Note
that the LEDs For DPTIONS Al. Bl, Ci, D1, or Hl are lit if
they have been selected and are in effect. Ta cancel any
of them, press the appropriate option square(sj and the
LEDs in the square(s) will go out. Then press CLEAR to
exit Option Select Mode. NOTE: This rule doee not apply
to Options E1,Fl and Gi, because they represent either a
one-tise selection (Clear Board and Cancel Book) or an
option which must be entered separately eachk time for it
to take effect (Change Color}. If either of these options
was chosen by you, therefore, and you go back into Optien
Select Mode, their LEDs will NOT be on, even though they
were selected.

3.1 SQUARE Al - EASY MODE

Activate OPTION, Square Al and CLEAR.
Easy Mode is an option which weakens ail playing levels
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without affecting the computer's time controls. This is
accomplished by restricting the computer’'s use of its
allotted time. Ordinarily. the computer will do some of
its thinking on your tise—-while you are contemplating
your next move. This feature is part of what makes your
comaputer such a tough opponent. For erasple: If you set
the computer on Level Al to give it roughly five seconds
per move, but you take two minutes to consider your move,
and the computer guesses what you are going to play. the
computer will have used the whole two minutes to think
about its reply. You might as well have selected a higher
level!

Selecting Easy Mode will prevent the computer from
thinking on vour time. Since this weakens all of the
skill levels, you are thus given the option of having more
playing levels to choose from,

3.2 SQUARE Bl - S0UND OFF

Activate OPTION, Square Bl and CLEAR.

For completely silent cperation of the game, press 35quare
Bl to select the Sound Off option. To turn the sound on
again, go back into Option Select Mode and press Square Bl
again. 7This option can be changed as often as desired
during a game.

3.3 SQUARE C1 - MONITUR MODE

Activate COPTION, Square Cl and CLEAR.

This option allows humans to play both sides of the game,
while the computer acts as referee checking each move for
tegality and keeping track of times taken per move by each
player. Certain other features remain active during
sonitor mode as follows: TIME. REPLAY, TAKE BACK, and
MOVE will also Function, but after the computer makes the
pove, Monitor Mode will remain in effect. To exit Monitor
Mode and continue playing the game against the computer
activate OPTION, SQUARE C1, and CLEAR. Then simply make
your next move and the computer will respond as in a
regular game.

3.4 SQUARE Dt - BLACK FROM THE BOTTOM

activate OPTION, Sguare D1 and CLEAR.

Option D1 allows you to play with the black pieces et up
at the bottom of the board. If you choose this option. be
sure to get the pleces up correctly. Use VERIFY to be
certain of where the pieces should be placed. Once you
have verified proper pisce locations, activate MOVE to
make the computer start thinking, SWITCHING TO THIS
OPTION DURING A GAME IS NOT ADVISED.

3.5 SQUARE E1 - CHANGE COLOR WITH MOVE

Activate OPTION, Square El and CLEAR. )
This option is primarily used in conjunction with PROBLEM
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Mode (see Section 2.2). After exiting Problem Mode, you
may change the color to move by entering Option Select
Mode and pressing Square El.

3.6 SQUARE F1 - CANCEL TOURNAMENT BOOK

Activate OPTION, Square F1 and CLEAR.

Choosing option F1 locks out the computer's tournament

opening book library. If this option is in effect, the

computer will select from a greater variety of book

opening lines. If this option is not activated, the

gglguter will play only those opening lines it feels are
st.

3.7 BSQUARE G1 - CLEAR BOARD

Activate OPTION, Square Gl and CLEAR.

This option removes all the chess pieces from the board in
the computer's internal memory, and is especially valuable
for setting up problems that involve few pieces.

NOTE:  After pressing CLEAR. the display window will show
. You may now place the kings in their appropriate

positions along with the other pisces of your choice using
PROBLEM Mode (see section 2.2).

3.8 SQUARE HI - CLOCK OPTION {(FOR ALL LEVELS EXCEPT Bl1-B8}

Activate OPTION, Square HI and CLEAR.

This feature is especially handy if you play the computer
at its higher levels and want to be able to walk away from
the toard for a few minutes. While this option is
engaged, the computer will display the amcunt of total
time it expects to take for the move, and COUNT DOWN the
time instead of up. The computer knows the approrimate
amount of time it will allot itself based upon the level
selected and, therefore, is able to tell you ahead of time
approzimately how long it will take to move. If the
computer Sseg any major obstacles while searching for the
best move, it may allot itself more time and the clock
will change to reflect this.

Since levels B1-B8 are already countdown levels,
activating Hi while using one of these levels will provide
you a different ogtic-n. Normally, the computer will
display both players’ time remaining using a "split clock”
format (two-digit display for each player side by side)
while using the countdown levels. If OPTION H! is
activated in conjunction with a countdown level, however,
the clock will show only one player's time remaining
{while it is that player's turn to move} in a four-digit
format. In this way. the player can see the more exact
time that remaing for his side because seconds will also
be shown,
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SECTION IV : ROTATING DISPLAY

The buiit-in display window is provided to communicate
additional information to you upon request. You will
norsally want to obtain this information while the
computer is thinking, so that you can follow its thought
and search processes as they take place. Therefore, in
this section oh the ROTATING DISPLAY, the phragze ™while
the computer is thinking" will be used over amd over.
This simply serves to remind you that this feature is only
activated while the computer is thinking about its next
pove, If you wish to see the same information after the
computer has made its move, you must use the INFO Key (see
Section 2.10).

If you simply turn on the computer and begin to play, the
display will autematically show time for the player to
move while each side is thinking. To start up the
Rotating Display during the computer's search, simply
press down on one of the squares In the first rank while
the computer is thinking. The following chart shows which
gquares teo activate for the type of information which may
interest you.

B Sy
p

" JRD MOVE 2&&%\
4 PRINCIFLE |- | ]
R’ﬂ“@%@ VARATION | FRBIATIM

[ o el s
W 3

,,,,,,,,,,

If, further into the game, you choose to deactivate a
Rotating Display feature you selected eariier, simply
press down on the appropriate square in the second rank
{see chart} while the computer is thinking, and the
Display will no longer show that particular information.
If you have selected multiple display features, the
information will be rotated in one-second incremsents, If
you turn all of the display options off., the Digplay

window will simply show two dots (). indicating that
the computer is thinking, but none of the dizplay options
are currently on. The remainder of this section contains
descriptions of each individual dispiay feature,

4,1 DISPLAY MOVE TIME {SQUARES Al - A2)

Since move time is automatically activated when the



computer is turned on. there is no need to activate Al to
select time initially. You may, however, wish to
deactivate move time if you are usini other display
features and are not interested in the time display, To
deactivate move time, press down on Square A2 while the
coeputer is thinking. If you wish to reactivate this
feature later in a game, press down on Square Al while the
computer i thinking.

4.2 DISPLAY SEARCH DEPTH (SQUARES Bl - B2)

If you would like to see how far ahead the computer is
looking as it ponders a move. press down on Square Bl
while the computer is thinking. The Display will show the
ply (half-move) depth amd the number of computer moves in
that ply which have been examined thus far. For example,

geans that the computer is currently examining the

third ply and has reviewed 12 moves so far, To deactivate
the search depth display, press down on Square BZ while
the computer is thinking. If you wish to reactivate this
feature later in a gake, press down cn Square Bl again
while the computer is thinking.

4.3 DISPLAY SCORE (SQUARES Cl - C2)

IF you would like to see the computer’s opinion of the
current board position, press down on Square ! while the
computer 1s thinking. The computer will display the
current game score. with a positive number showing if the
computer thinks it has the advantage, and a negative
number showing if the computer feels that it is at a
disadvantage. The numerical values indicate the extent of
how good or how bad things are for the computer. Material
scores are basad roughly on the value scale of 100 points
for a pawn. 300 points for a Knight or Bishop, 500 points
for a Rook, and 900 points for a Queen. The score is also
interpreted in terms of positional value-whether the
computer considers its position good or bad. As an

example, a display of ((491)would indicate that the

computer is up a Rook, and a display of (-1 03)indicates
that the computer is down a pawn. To deactivate the score
displays press down on Square C2 while the coamputer is
thinking. If you wish to reactivate this feature later in
a game, press down oh Square Cl again while the computer
is thinking.

4.4 DISPLAY NODES PER SECOND (SQUARES D1 - D2}

If you would like to see how many chess positions {nodes)
the computer is examining per second, press down on Square
D1 while the cosputer is thinking. The number displayed
will usually be a four-digit number due to the speed at
which the computer processes information, To distinguish
this display froa the score or other displays you may have
activated, the nodes per second display is always_ shown
with two dots. As an erample, if the display is (2.25.6)»
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this means the computer is examining 2,2% nodes per
second at that time. To deactivate the nodes per second
display, press down on Square D2 while the computer is
thinking. If vou wish to reactivate this feature later in
a game, press down on Square D1 again whije the computer
is thinking.

4,5 DISPLAY FIRST MOVE OF PRINCIPLE VARIATION (SQUARES
Bl - E2}

If you would like to see the first move of the computer's
principle variation {the line of play which the computer
currently believes to be best), press down on Square £l
vhile the computer iz thinking. To deactivate this
display, press down on Square EZ while the computer is
thinking. If you wish to reactivate this feature later in
a game, press down on Square El again. MNOTE: The first
pove of the principle variation is the move the computer
is currently thinking of making.

4.6 DISFL&Y}SECUND MOVE OF PRINCIPLE VARIATION (SQUAREE
Bl - FZ

If you would iike to see the second move of the computer's
principle variation. press down on Square F1 whiie the
computer is thinking. To deactivate this display., press
down on Square F2 while the computer is thinking. If you
wish to reactivate this feature later in a game. press
down on Square Fl again.

4.7 DISPLAY THIRD MOVE OF PRINCIPLE VARIATION (SQUARES
Gl - 62)

If you would like to see the third move of the computer's
principle variation, press down on Square G1 while the
computer is thinking. To deactivate this display, press
down on Square G2 while the computer is thinking. If vou
wish tc reactivate this feature later in a game, press
down on Square Gl again.

4.8 DISPLAY}FOURTH MOVE OF PRINCIPLE VARTATION (SQUARES
H1 - H2

If you would like to see the fourth move of the computer's
principle variation, press down on Square HI while the
computer {s thinking. To deactivate this display, press
down on 3quare H2 while the computer is thinking. If vou
wish to reactivate this feature later in a gase, press
down on Square M1 again.
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SECTION V
MATE AND DRAW ANNOUNCEMENT

The computer has the ability to announce forced mates
against itz opponent. In addition, the computer can
recognize and claim three different types of draws: draw
by stalemate, draw dy the 50-move rule, and draw by three-
time repetition. Please refer to the appropriate sections
that follow for details regarding specific draw
announcements,

5.1 DRAW BY STALEMATE

A game of chess iz drawn by stalemate if the player whose
turn it is tp move has no legal soves, but his Xing is not
in check. The computer claims this draw by displaving
in the Display Window. If this occurs the game is
over amd cannot be continued. If desired. however, vou
may replay the game (see Section 2.8), take back wmoves
(see Section 2.9}, or change the position in Problem
Mode (see Section 2.21.

5.2 DRAW BY THE SO-MCOVE RULE

If 50 consecutive moves have been played in a game without
either side having moved a pawn or captured a pieces a 50-
move rule draw may be claimed by the side whose turn it is
tc move. %f t;te computer detects that such lEshave
been made, it will claim a draw by displaying (dw50) in
the Display Rindow.

5.3 DRAW BY THREE - TIME REPETITION

If the same position occcurs three times in a game of chess
where the game side has the move each time, the game is
drawn by repetition of position. If the computer is about
to make a move that will resuit in the same position being
repeated for the third time, it will display (drcC3). If
the computer recognizes that itS opponent has made & move
that results in a third repetition, it claims the draw by

displaying _
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Say Yes to Chess!

And get a booklet on how to win — FREE!

"“Ten Tips to Winning Chess”’ g
by International Champion -

Arthur Bisgnier! %ﬁﬁ%ﬁx g.:%.fe _

i)

Learn to win more games. In- Six issues of Chess Life — full
cluc.les How to Read and of stories, photos, games and
Write Chess.” lessons!

Fidelity Chess Challenger Discount

Write today for this information-packed chess mini-course by International
Grandmaster and former 11.5. Champion Arthur Bisguier. After reading it,
you will be winning games from chess players with years of experience!

You pget it FREE if you send for your United States Chess Federation
membership card today! U.5. Chess is the official membership organization
for American chess players from beginners to champions.

As a member of U.S. Chess, you'll receive your copy of Chess Life — the in-
ternationally famous magazine for chess players, full of stories about famous
players, great games, photos, and chess lessons — every month! You'll also
get the opportunity for special discounts on chess equipment and the right to
play in officially sanctioned tournaments {¢ven by mail} and to establish a na-
tional rating.

And you get it all for the special Fidelity Chess Challenger discount
of only $9 for a full six months. You save 28%!

1 'm saying "'Yes” to U.S. Chess — America's chess people. Send my FREE booklet
and membership card! T've enclosed $9.

My name (please print)

Address/Apt. No.

City and State ZIF Code

My Birthdate

Make checks payable to Fidelity International and send to:
: Fidelity International Inc.
13900 N.W. 58th Court
Miami, FL 33014
Fidelity International will forward your dues o the USCE, a not-for-profit membership organtzation.
Offer subject to expire without notice and valid only in U.5.
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IMPORTANT NOTICE

This equipment generates and uses radio frequency emergy
and if not installed and used properly, that is, in strict
accordance with the manufacturer's instructions, may cause
interference to radio and television reception. It has
been type tested and found to comply with the Timits for a
Class B computing device 1in accordance with the
specifications in Subpart J of Part 15 of FCC Rutes, which
are designed to provide interference in a residential
instailation. However, there is no guarantee that
interference will not occur in a particular installation.
If this eguipment does cause interference to radioc or
television reception, which can be determined by turning
the equipment off and on, the user is encouraged to try to
correct the interference by one or more of the following
measures:

Reorient the receiving antenna,

Relocate the computer with respect to the receiver,
Move the computer away from the receiver,

Plug the computer into a different outlet so that
computer and receiver are on different branch
circuits.

If necessary, the user should consult the dealer or an
experienced radio/television technician for additional
suggestions. The user may find the following booklet
prepared by the Federal Communications Comnission helpful:
"How to Identify and Resolve Radio TV Interference
Problems". This booklet is available from the U.S.
Government Printing Office, Washington, DC 20402. Stock
No. 001-000-00315-4.
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