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L. THTROGUCTIGN

WELCOME TO THE FIDELITY CHESS CLUB.

Congratulations on the purchase of your new Elite Avant
Garde, the world's strongest comrerically available Chess Computer.

Whether yau hawve played predecessor Elite modals, or this is
your first opportunity to pit your own garne against the Elite, we
strangly recommend wou first familiarize vaurself with Section Two
of this manual and play one regular game against the computer, with-
out attempting Lo use any special features. Once yau have Finished
your first game, you will be ready to explore further and discoyer
that the Elite offers not only the ultimate in camputer chess play,
but every fealure imaginable as well.




2.0 YOUR FIRST GAME
2.1 POMER DN
1. Place all chess pieces in their starting positions [white pieces

on side of bpard clasest to you), with the base of each piece centered
an its square [Very important! See Section 2.2). v

?. Plug the connectar of the enclosed transformer into the wire
connector which 15 extending sayeral inches from the back of your

computer.

3. Plug mpower pack" end of transformer into a conventional wall outlet.
(E1ite can anly be operated on household current.

4, Press "Rew Game" KBy.

5, Your Display (Display closest to you) will read HES 0

= il 1. Transformer l1ine cord
E’"“'-J!_—_'- ! f::;.f"' : 2. Frinter cable plug
e e 3, Module receptacie

1 i

HOTE: The transfarmer provided is the only poWer Souvce that should be
used. Use of a different transformer could adversely affect the aperation
of your Elite andfor damage the elactronics. If the enclosed transforier
chould become warm during use, this i5 normal and may be disvegarded.

2.2 THE LEDs (LIBGHT EMITTING DIODES) AMND AUTD-SEHSORY SOURRES

As you can see, an LED s located in the carner of each square with a

row of additional LEDs along the right zide ot the hoard. These LEDs

are used by the computer Lo copmunicate a variety of things Lo you.

Most frequently, they are ysed to show moves made on The board. Each
chess piece pravided has a very strong magnet concealed in its base.
These magnets activate cwitches Jacated under each sguare. The switchas,
in tuyn, activate the LEDs. To demonstrate:

1. Lift the white pawn Jocated on square B2, Hole that the LED on the E2
square lights up and £he LED next ta the pawn symbal on the right side
of the board is also 11t.

2. Place the pawn back on square EZ2 and both LEDs will go out.

3. Mow pick up the black pawn located an squars £7. Mote that the EY
square is 1it and the LED next to the pawn symbol iz flashing {a Flasn-
ing LED indicates tnat the niece in question is black].




4. Place the pawn back on square E7 and both LEDs will gqo out.

In both instances, the 1it LED next to the pawn symbol indicatos that
the computer "sees" that a pawn is missing from 1ts place.

If at any time during a game the computer does not seem to respond to

the movement of a piece, check to see if any of the LEDs next to the piece
symbal keys are 1it. Be sure, of course, to put the pisce you are trying
to move back to its original Tocation first, and then see if any other
piece symbol LEDs are illuminated. REMEMBER: as in the above demonstration,
a square LED carresponding to the piece symbol will also be 19t o indicate
which particular piece is off center.

2.3 YOUR FIRST MOVE

Having performed steps 1-0 of Sectian 2.1, vou are ready for your
first move.

Playing chess against your Elite is like playing with a huran apponent --
yau make your wove and the computer responds with its move. The obvious

difference, af course. i5 that you must make the actual physical move of

the computer's piece.

To make your move, pick up the piece you have selected and place it on
the center of the square you wish to move it to. Do not slide the

piece aver other squares in making vour mave, so as to avoid accidentally
activating an undesired or incorrect square.

Once you have completed your move, it is automatically entered into the
camputer's memaory and the ETite will steadily illuminate the square of
the piace it wishes to move, and the desired destination square will be
flashing. 5imply pick up the piece and place it on the center af the

flashing sguare. Both Tights will go out, and it s your turn to move.

2.4 BASIC MAMELVERS

Eagturqg

When capturing (except En Passant captures), you nust fivst take the
captured piece off the board, and then make your actual move an the haard.

Castling

In accordance with the rules of chess, you must Ffirst move the king and
then mave the vook.

IT you wish to castle, move your king and the computer will automatical 1y
light the LEDs for the rook's mave.




The computer will signal a castling move by First lighting the LEDs fow
the king's move. The LEDs will Tight to indicate the rook move after
yau have maved the king.

IT you should want Lo castle and you inadvertently move the rook first,
the computer will not realize thal you wanted to castle and will accept
this as a rook move. You can corvect youy error by means of the Take
Back feature (see Section 7.3).

En Passant

o make an en passant copture {for yourself or E1ite), wou must Fips®
mave the capturing pawn to the desired ermpty square, at which point the
square of the captured pawn will light. Remove the pawn to camplete the antpy,

Pawn Promotions

As In a novwmal gone of chess, when a pawn reaches the sighth rank, 1t
may be promoted to a higher-valued piece {usually a queen or a knight)
af the same colar.

If ane of your pawns reaches the eighth square, the LED on that square
will flash (the LED by the pawn symbol key will alse light) until you
identify your promotion selection By pressing the appropriate piece
symbal key. Before you press the piece symbol key, you must First
| ramove the pawn from the board andpreplace it with the piece you have
I chasen.  Once you have signalled your piece selection by pressing the
appropriate piece symbal key, the LEDs will go out {i.e. to promote
your pawn to a knight, press the key next to the knight { | symbol
{the TB Key}, and Lhe Elite will recognize that wou have setected a
knighlt to occuepy that square).

[T one of the computer's pawns reaches the eighth square, the computer
will evaluate its present position and will promote its pawn to the
| piece it feels will be of most value. You must make the prowotion by
| fipst moving the computer's pawm to the TO {eighth] square, and then
taking the pawn off the bpard (the LED on that square will remain 1i%
until the promotion is completed). Refer to the LEDs near the piece
symhol keys. The computer will identify the piece it has chasen for
the promotion by illuninating the LED next to a piece symbol {i.e.,
if the LED next ta the queen { ) syrbol is 19t, the Elite has chasen
a queen]. Putting that piece on the square will complete the procedure.
Ta take back a promotion move, please see Section 7.3,

2.5 ILLEGAL MOVES/ACCIDERTAL LEGAL MOVES
The camputer will only allow moves that are in compliance with the rules

of chess. Illegal moves are not accepted. An 111egal move is indicated as
Fol Tows

P T T TTUIrNSOEY .
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faur dashes will appear in the display window,
and the LEDs on the squares of Lhe i1leqal move
will stay on. The voice (if acktivated) will
repeatedly announce "i1Tegal moyve". To correct
the i11egal mova, simply put the picce back an
its original FROM square.

ITlegal Move

IT vou unintentionally make g fegal move that wvou did pot want to make,
YOU must first wait for the Computer fo display its move and grecute
that mave oh the board, 17 Lhe conputer has not finiched thinking about
1ts move, sTmoly intarrupt fts thinking process by pressing the Ry key
and make the computer’'s move. Yoy can then take back hoth the computer's
mave and your own move, as describad in Section 7.3,

2.6 YOUR MOVESCHECK LEDs

L2 1t steadily when it s yaur furn

() YoURmMovE B Mmove.
IS 1t steadily when ¥ou are in check.
O CHECK (Does not 1ight if ¥ou place computer
in chack].

Both of above LEDs will alternately flash whiie the Elite qsg thinking,
Both will flash 5imuitanenUs1y when you are in Probilem Moda, Poasitinn
Verification, Optians Mode or Leye] select Mode,

2.7 CHECKMATE

If the computer discovers a forced mate against you, 1t will “announca"
A0W MEany moves it will take Ta rate you by lighting rows of LEDs on the
board. The nurber af UALIT rows ndicates the number of moyes to forced
mate. For example, if the computer finds that it can mate voy in 7 moves,
the battom row of LED: wil] light ., Teawing 7 unlit rows of LEds .,

oL Pl R Pressing the CL Key will turn aff
RO o - T the raw of LEDs, and the COMpUTET 'S
e fnie Eb*_ﬁ? 2 move will naw appear on the board.
o [l e Bede Rl Dnce the computer has made the
S e o O chackmating move, all board LEDs
o o e will flash ta signal the end of the
i o A N R Jaie.
=3 Eth*“ié*“xf_ﬁ“‘ax IT you place the conputer into a
2 e e e [l checkmate position, all hoard LEDs
aile T BEL. . will flash to signal £he end of the
gane. A chess game can alsg end with
Mata Announcemant a resignation, stalemate ar a forced
"Mate in 7" oF agread - upon draw. The computer

uses different combinations af steadily
1it ar flashing LED: to display. announce ar claim all of these gamz  endings
{See: Resignations, Sect. 6.0, E2; Stalemates, Sect, 8.3, Draws, Sects, 3.4,5).

Qﬂ




3.0 SUMMARY OF CONTROL KEY AND SOUARE FURCTIONS
3.1 SQUARE FUMCTIONS [SELECTING OFTIONS )

In order to provide an easy method of selecting the Elite's many featyre
aprions, some of the actua] playing squares are used. The following dia-
gram of the playing board i1Tustrates which Squares may he activated top
select these functions and refovences the sections of this manual that
describe these faatures in greater detail.

OPTLON _SUMMARY CHART

FLAYING LEVEL GAME OPTI10MS

QRFTIONS VOTCE/TOMNE OPTIONS
Press to Enter: (@ Lv Press to Enter: OPTIONS
Display Shews - O -LC- Display Shows @ =P~
Press to Exit : (@ cL Press to Exit : (@ L

r_—’ﬁ 5 _-="-:-'
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Ag 5.1 1,38 ALE [ £.0] k3 L 2 HE  3.1.,3
Level Ay Fimad Time Claar Snak !F Vaice
{3 e 5 fnr pach doard Fractice LAl A Leds
Moye | Mods Liritad
ny a.1|&? 5.2 a7 1 L G0 il 13
Leyal OR Hale Szlw- LEN GAME Fradzar ; ¥oleg |
[3min.)  |ing Level Hith Haca Higi/ Lw
| FravioLs
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L 3.1 By Aag 04 A0 | ks [ J - 3.1:3%
Laywel RE Hiti= change Flaurine "; /
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A5 5,118 ¢ 3 |05 E.0|EE 5.p [ / A
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01w Sazrch Oaening Tine On /071
Bork | WiEh Poyer
AL 5.0 (B B3 4 6.0 |zd Al KF:- GI1 H1 - 3.1.3
Level 52 Tournarent Frint Ciubie Tane
(30 52z, ) Chess Erilirp Heigho= SR Ly
Gama Linizes
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The Elite has many special o
These features fall under th
GAME OPTION CONTROLS, and VD

ption features that

are avajlable to the user,

ree general catagories: LEYEL OPTION CONTROLS,

ICE/TONE OPTION CoON

TROLS.

The option controls ape user selectable (before the start of a new game, i

or at any time during play)

and can be activate

d by means of various sguares

on the playing surface when ane of these select modes qg invoked. When a

select mode 15 chosen, norma

1 game play is susp

to select options as shown an ihe chart,

In the following option desc

given square to select a particular option,

square is as follows:
1. An option square is
2. If the square is pec

riptians, the user

activated when the
upied by a piece, 1

it. The LED in the square will Tight t

salected,

3. If the sguare s enpty, sele

from off the board o
group yau are workin
and then remave it =

¥ a piece not Jocat
g with]. Place the
again, the LED in

ended and the squares are ysed

iz directed to “activate” 3

The procedure for activating a

LED in that square is 14t,
ift the piece off and replace
0 Thdicate that opticn is

ct any plece {either a captured niece

ed within the particular option
piece on the desired square
the sguare will Tight to indi-

cate that particular aption is selectad.
ah anly be selected when it is your turn to play.

Note: Option Control Modes c
3.1.1  PLAYING LEVELS AND 5

PECIAL LEVELS

The playing and special levels {described in Section 5.0) are selected us ing
the A and B files (files = vertical rows of squares).  Oniy one Tevel can be
used at a time. To select the level of your chojpe:

A.  Press the LY Key (D
E. Activate the Square
L. Press the CL Key to

3.1.2  ADDITIONAL OPTIONS
squares used to select addit

splay shows -LC-).
indicating the Jeve
exit Level Selectin

ional options {dese

ted on the D and E files. Unlike Tewvel selacti
al a tine. You may select one ar more aptions

of these options can be yszed
as follows:

Press OPTION Key (D4
Activate the sguare

O =

Press CL to exit apt

splay shows -DP-).
cokvesponding to th

Repeat step B until you have dctivated

Ton selections made

3.1.3  COMPUTER YOICE AND TOMES
Plugged in, the beep tone is automatically ON and

The first time your Elite is
the voice is OFF, Yoy may, howsver, change the
¥ou can see Trom the bpard d ]
selections.  You may select
following Steps A-D as deser
as your guide.

ibed in Section 3.1

1 yau wish to use,
n mode,

ribed in Section 6.0) are loca-
an, in most cases, more than one

e aption vou desire.
811 the options you want to yse.

saund optiohs as desired, As

sound controls wou desire by
-2, using the following chapt




OPTION SQUARE SOMNARE LED LIT SOUARE LED UNLIT

SOQUARE H3 Tone Unlimited* Toene Limitad
SOUARE Ha Tone (n# Tone Off
SOUARE He Voice High Vofee Low
SOUARE H? Voice lnlfmited Voice Limited*
SQUARE HE Yaice On Voice Off*

* These settings altomatically activated when ETite
is first turned on or Square D8 ( See Sect. 6.0, pa)
is activated.

fou may cancel any level, option or tonefvoice selections by activating
the correct square(s) with A chess piece until the LED turns off.
REMEMBER: You must always press the (L key aftaer entering options, at
which point al? LEDs wil] turn off, and vay ape ready to play.

CONTROL KEY ENTRIES

The 11 contypl keys on the side pf the board sapye

some keys, in fact, possess mylti le  functions., The Tollowing dig-
5 and keys Tas they appear on the board) alsp jp-

of each contpal kay

detailing each func-

gram of the synba
cludes a brief des
with a referanee
tian in parentheses.

cription of
Lo the appropriate section(s)

the function(s)

-ﬁg 1] Froblan Modn I'Se'l.'t.il.ll:l
WPy pecitiun vorificanio Sect, 9.2
BEE ™ Tora He [Sect.4,2}
8 ® s i cntrars fSect, 504
Takn Back Hgyes [ i I
UL T TR T et [Sect 50}
lavel Zatling [Eact.a,i)
[ 1 il L “TTi= Canirals [Sect.5,0)
SCO ey Saaron Mispiay 15ece i ,0,ET)
Fdditional Gptione [Fect.3.1.
® oemow Yurca/Tane Jokinng iGect, 31,3}
@ o Corpuler Makes Fipss Fayn [Eacl.f,n.0L)
Chataing Sidas {3ect. r 5
Halt Thinking Process 1Gere.7,6]
MEW  Sbars jow 0aTe reiaindag provicusly [Sect.6_0 06t
GAME  selected o0nians
¥olg
MoyvgE Used En 2xik apkicn seiectians L
=] CL TuFned off LI0 signals gn Flaping sospg (feck, 0 g)
CHIGH Jugosiind Hopns {5ect, 7.2
& @ow 0 Court

Fringipal Variatian
Comfuter's Thangk s

FS&:L.E."LI
Iect.79)
iheet,7oa)

many functions,




4.0 DISPLAY WINDOWS
4.1 ELEMENTS OF THE DISPLAY

The displays have many extensive and varied functions. They supplienent
and improve the computer's communication abiiities. They confirm each
step you take, and greatly simplify the aperation of the Elite.

The displays show you the depth of search and pua1t1nna1 score, the amount
of time that has been used and how much time remains. They tell you wheh
pither side has taken too much time when you have made an illegal mave,
they display mates, and recommend when you should change medules.  The
entry of time control wvalues, time handicaps, and depth of search are also

confirmed via the displays.

The displays come on autocmatically. However, you can essentially decide
what you want the displays to show. The different passibilities are covered

in the appropriate sections of this manual.

SUMMARY OF THE DISPLAY POSSIBILITIES

Fosltlecel Soors

Cepzl of Aoolvsis

J 1
! 1

f \:'..—;.:;:::-“‘ |

1"""- I.1epal faye
el
e
Meael Count fLimme Nimape Indicarcinn

]

f FLOMC,S OF TS DTNUsSY -""-,ﬁ

=

i “yerlap I'I Fe

Search Tt (324,.34]

{i?l:::::I:::%

M ;
Tipe Swblizg (B3 E—l Eparch Depes (RED
e =]

Yeoe Serpring 001

J

I 4
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4.2 DUAL DISPLAYS

The AVANT GARDE's two display windows enable the computer to keep track
of and display both the Player's and the computer's chess clocks during
any game.

During a normal game of chess (where the player is white and {s playing
from the bottom of the board), the front display window will show the
player's clock and the back display window will shaw the computer's clock.
When the RV Key is used to switch sides [Sect. 7.5 |,the clocks will alsa
automatically switch.

The ¢lock of the side to moyve always counts and displays the time that
s being taken to make that mave. fAs soon as the move is made, that clock
Will stap and the clock for the other side will start up.

PRESSING AND HOLDING the TM Key will cause each clock to display the total

time taken in the game so far far ecach cide.

Fleaze note haw the display windows function under the follawing circum-
stances:

Using Board Kays

Displays for any of the key Tunctians (-0P-, -P5-,-FB-, etc.] are always
shown_n YOUR display window. This s alse The case for most of the other
special dispTays that occur:  the move number that s displayed when DM

15 pressed, the display indication far exceeding the time Timit, and the
Game Stage indicatians, YOUR display window iz also used for entering

the settings for the B Lovels.

[Tleqgal Move Indications

[11egal move indicatians occur in the display for the side which is caus ing
the i1legal mave. :

4.3 CHESS CLOCK
The appropriate clack starts running automatically after the fivst move is

nade on the board. The appropriate clock will also stop after the pnlayer
makes his move, at which point his apponant's clack will start up again,

On all levels except B2 and B3, the clock will count the time it takes for
each individual move and add this to the totg] thinking tine, OR COUNT LP,
In B2 & B3 however, the time taken for each move is subtracted from the
total time allowed for that player to play the game {(COUNT DOWM). This
allows the remaining time for bath playvers to be shown in the displays at
the same tire. For a detailed dascription of the chess clack when used
with Levels B2 and B3, see Section 5.7,
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The time is displayed in minutes and seconds; Limes over an hour are
shown in-hours and minutes. To distinguish between the two types of
displays, a dash will appear in the upper left-hand corner of the dis-
play when it is showing hours and minutes.

e !
L {

Minutes :Seconds Hours: Minutes

If you shou'ld desire to interrupt or delay the progress of a game and not
have the clocks continue to run, you may do so by simply not acknawledging
the computer's move until you ave ready to continue play. Both clocks wWill
stop the instant the computer indicates ts move, and the clock will enly
resume after you have physically made the computer's move on the board.

4.4 MOVE COUNTER

To activate the wove counter, simply press the DM Key, The display will
show the cuvrent move number for the side to mowve.

&long with the mova number display, pressing the DM Key also activates other
functions at the same time. I it is wour turn to move, pressing OM will
suggest a move for you to make {See Sect.7.2). [If the computer is thinking
about its move, pressing DM will show you the move it is curvently consider-
ing [See Sect. 7.8 ).

Exammp] 2
The side which is moving has made 62 moves,
and 75 currently thinking about the B3rd move.
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5.0 LEVELS OF PLAY
2.1 PRESET TIME LEVELS: "A" FILE SQUARES

The playing strength of a chess program primarily depends upon haow far
the computer can look ahead within the time allotted. The longer the
computer is allowed to think, therefare, the higher fts playing strength
will be.

The Elite affers you an infinite number of playing Tevels with all possible
aptions for selecting and setting time Timits for individual moves or for
a_number of moves. This flexibility enables you to control the camputer's
playing strength. For your convenience, Fidelity has preset time controls
for levels A1 thraugh A8 which cannot be altered. The rezponse times shown
on the square diagram in the & File are to serve as quides and are not
strictly adhered ta by the Elite. #s a rule, haowever, the computer will
hald TEself to those times, and will usually not use up all of tha time
wnich 1t has awailable,

The average response time for cach individual move can be conmputed Traom

the time Timits. Depending on the complexity and the nature of the posi-
tion, the actual thinking time can deviate cons iderably from the average
time. For example, the computer will use very Tittle time when its king

is in check and 9L only has one legal wove. On the other hand, the computer
might use more time when it is on the defensive or when the praaram sees

a pessible mate and wants to make the best move.

IT time i3 saved on a move, the thinking time which has not been used is
distributed equally among the vest of the moves; when mave Lime is taken

Tor a move, the excess time taken is subtracted from Lhe average times taken
Tor the rest af the moves. The thinking time is then recaleulated for each
move that follaws.

Functions such as move take-backs and changing sides have no sffect on the
time limits,

The Settings for Playing Lewels 81-A3 are as Follaws:

Playing Lavel Timz Controls (Settings) Averade Response Tine
Al B0 moves / 5 minutes [Blitz Chess) 5 seconds
a2 60 moves / 15 minutes (Lightning Chess) 15 seconds
L 60 moves /30 minutes {[Lightning Chessz) 0 seconds
a4 a0 maves / 1 hour L minute
S 3 maves /1 hour g minutes
AR 40 moves ¢ € hours {Tournament Chess) 3 minutes
nF A0 moves / 2 hours 30 min, (Tournament Chess) 3 minutes 45 g
At 30 movas f 3 hours B minutes
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After starting up the game or after activating square D8 (Section 6.07,
playing level Al is automatically in effect. To select a level from
Al-AB, see Section 3.1.1. The playing level can be changed as often

a5 you wWish at any.time during a game.

Lach of the above-mentioned playing levels £1-A2 can be weakenod hy
turning off.the computer's "brain" [see Section 6.0, E&). Essentially
by doing this. wou are not allowing the computer to think op your time,
This actually gqives you & more Tevels {intermediate strength) fram which
to choose.

5.2  PROGRAMMABLE PLAYING LEVELS: "B" FILE SOUARES
(Description/Setting Range(s))

LEVEL E1
{Analysiz/MNo Time Limit}

This level has no time 1imit. Due to the computer's memery capacity,
however, the zearch depth had to be limited to 30 half-imaves. After
selecting this Tevel{Section 3.1.1), press the RV Key, and the complytar
will start thinking. The program wiil search for a move until it sees

d mate; until it reaches a search depth of 30 half-moves: or until WOl
press the RV Key again, at which point the computer's thinking process
is halted, and 1t is forced to respond. level Bl is not recommended fop
mate problems; see Section 5.3.2 for mate solving level B6.

LEVEL B#
(B1itz ar Speed Chess/ 1 minute to 9 hours 99 minutes per ganie )

Playing level BZ provides wou with another tournament Tevel. On this
level, a total time Timit is set for the game, without taking into con-
sideration the numbar of moves wnich will be made, This_type of settin
15 mainly used for Blitz ar speed chess games. In tournament chess tuﬂgy,
the following time Timits are customary: '

Blitz Chess: 510 minutes per game
Speed Chess:  20-45 minutes per game

The. time settings must be entered individually far each side. This qives
¥you the opportunity to enter different times for yourself and the computar,
The game has to end within the set time limit. I one of the olayers shauld
go beyond his total thinking time before mating his opponent, that player
Toses the oame.

If the computer goes beyond its time, 1t will concede defeat by displaying
0:00 dn its display and Tashing the LEDs 9n rows 2.4, 6 and A tsee diagrams
1 and 2 naxzt page).

IT the human gaes beyond his timwe, the camputer will recognize this and dis-
play D:00 in the human's display, with the LEDs in vows 2. 4, 6 and 8
steadily 11t [=ee diagrams 1 and 2%,
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BZ - Entry Dutline

Fey/Square YOUR
Entry Iisplay Function/Note _
Press Ly -LC- start of entry
Activate g2 HO:08 Chaice of playing level and preparation for ent
of total time for the plaver (H=Human)
Press sT H1:05 Entry aof hours
Press TB ¥+ Entry of minutes (ten column)
Press Ly HY - ag Entry of minutes {one column )
Activate p2 Co:0& Freparation for entry of total time for the
computer (C=Computer)
Press a7 L1:05 Entry of haurs
Press TE 3 } Entry of minutes (ten calum
Press LY £49:9 Entry of minutes [one ol umn )
Prass CL End af entry

NOTE:

ZERD EMTRIES ARE NOT ALLOWED

IMPORTANT :  When using the above outline to enter information, the
chess piece which you are using to activate the sguare cannot be put
back down on that square (in this case BZ) or any other A ar B SqUaAre
during the entire entry procedure. Please hold the chess piece in your
hand until you have ended ¥our entry by pressing the CL Key., |

Az each move is made on the board, the aporopriate clock will dutomatically

display the amount of tipe renaining for each player. If the tine remaining
is one hour or greater, the digit display will show hours. If the time re-
maining is less than one hour, the digit dispiay will show the number of
minutes remaining, If onty seconds remain, the digit will show the number
of secands.

£ |
|

If gither side qoes beyvond the set time
limits, the game is normally ended at that
point.

However, 3T vou would Tike to continue the
game for practice, simply Fress the CL Key
after the LEDs have come on to signal that the

Time Timit has been oxcesdod time has run out. Yo can then continue

playving that game. For the rest of the moves

you make, vour will be allowed the same amount of time that yvou had originally

set.

IT the time should yun oyt dgain, the computer will a9ain Tight the LEDs

ta show this,
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LEVEL B3
{Tournament Chess/L min. to 9 hrs. 9% mins. total thinking time for 1-99 moves).

PLAYING LEVEL B3

Level B3 95 provided for serious tournament chess. As in an actwal tourna-
ment, each plaver must make a certain number of moves within a set time
peripd, in accordance with tournament rules. These twe factors - number
of moves and time controls - must be set in advance. This level emplays

a count=down timer - as @ach move is made on the board. the appropriate
glock displays the amount of time remaining for the player.

In today's tournament chess, several different time controls with varied
numbers of moves are customary for a game. For example:

Primary secondary Tertiary
Evant Time Control Time Control Tine Control
Internatianal 40 moves/ 2.5 hours 16 moves/l hour see balow
Mational B0 wmoves/Z2.5 hours 20 maves/1l hour
Regional 40 moves /2 hours 20 moves/ 1l hour

After the secondary time control has elapsed . three different procedures are
generally used in order to determine the outcome of a game:

a. More time contrals are added; in this case the values of the
secondary time control are usually used Tor all the rest of the
moves. Tertiary time control is sel to zZevo.

b, A total amount of thinking tima (the tertiary Lime control} is set
far all the ramaining maves of the game. The numbay of moves entered
in tertiarvy time control helps the computer budget dts time. The com-
puter divides the time remaining on its clock by that number of moves.

t. The game will be evaluated by & neutral party.

You can set the computer for the tertiary time caontrel as in a. or b. abowe.

Generally, after the thinking time has vun out, there will be a check to
sag if the sef number af moves werae made in the time allotted. IT this

is nat the case, the game will be forfeited because it went bayond the time
limits.

The computer takes its allotted thinking time and divides it up as desired.
The actual thinking times will wvary considerably from the average response
times. Depending upon the complexity and nature of the position, the com-
puter will take more or less time Tor each move.
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If the computer takes Tess of the allatted tine for a move, the Saved
time will be divided equally among the rest af the moves: i¥ the Compu=
tar takes more time for g move, that amount of time will be subtracted
from the rest of the moyes ta correct the time controls.  The thinking
times will be calculated arter each following move.

Example af taking less than tha allottad tipe:

Inagine that the camputer has been set to make 4 moves in 7 ABUFS , and
it makes tha firgy 24 moves From fts book-opening library {instant res.-
ponse).  Since the amount. of Lime taken to think about these First 20 moves

As hoted above, the savaed Line will be equally divided Anang the rest pf
the moves, From that patnt on, the dverage response time will then b
5 minutes per move for the ather 20 moyes.

NOTE: When using the Tollowing outTine to antar
information, the chess Piece which vou are using

Lo activate the square contacts cannot pe PUL Back
down on the entry square (in this case B3l during
the antire entry procedyre! Flease hold fhe chesg
piece in vaur hand unti ¥ou have completed the en-
try by pressing oL kay. :

B3 = Entry Outline

Kay/Square YOUR :
Entry . Display Function/Note
Prass LV -LC- atart of entry
Activate [3 P05 Chaice of playing Tevel ang Preparation fop
entry of thinking tipe for brimary time contr
Press al POz 00 Entry of hours T
Prassg TB ll Enlry of minutes {ten o ymn )
Ppress LY P9;00 Entry of minutes [one column )
Activate B3 PED Freparation for 2Ntry of mave nunbers fop priin:
. Lime contral
’ Fress T8 R fn Entry of moves {tan column )
|
] Prass LY Foag Entry of moves (opne calumn )
fctivate A3 50:05 Preparatian for entry of thinking time fop

secondary time cantral
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Press 5T 50:00 Entry of hours

Press TR l ll Entry of minutes {ten column]

Press LV 549:99 Entry of minutes {one column)

Activate B3 5 &0 Preparation for entry of move numbers for
secandary time control

Press: T8 5 g% Entry of moves [ten column)

Press Ly 5 499 Entry of moves {one column)

Activate B3 T0:00 # Ppeparation for entry of thinking time for
tertiary time confrol

Prass 5T TO: 00 Entry of hours

Prass TB l ll Entry of minutes (ten column)

Press LY T9:54 Entry of minutes {one column)

fctivate B3 T &0 Praparation for entry of move numbers “for
tertiary time control

Press TB T ?Q Entry of moves (ten colurn)

Press LY )i Entry of moves (one column)

Press CL 0 00 End af entry

* The tertiary time control shouid only be set when tournament regulaticns
require its use. If you do not want to use tertiary time control, press the
CL Key after pressing B3 at this point. This informs the computer that no
tertiary time control exists. If you choose this option to ]ndmate thatlrm
tertiary time control exists, all values for the secondary time control will
be carried over into the tertiary and subsequent time controls.

PLEASE NOTE THAT ZERD ENTRIES CAMMOT BE MADE FOR PRIMARY AHD SECOMDARY TIME
CONTROLS .

LEVEL B4
[ Iterative Search]
see Section R 3.1

LEVEL BS
(Man-Iterative Search)
see Sectian 5.3.1

LEVEL Bf
{Mate-Salving Level}
gop Section §.3.2
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LEVEL B7
(Training Level/l second ta 9 minutes 99 saconds per move )

In level B7, you do not set the tataf thinking time for a certain number
of moves, but rather the thinking time for the individual noves. The
time that you set will be in effect for all moves which ol lows.

In cantrast te other Tevels, the program no longer divides up the think-

ing times for the individual moves. After the tiye 1imit has heen reached,
the computer is forced to halt its thinking process and will play the best
mive 1t has found at that point. Gocasionally, when faced with forced moves
the computer will not use all of its allotted move time and will sometimes
aven respand jrmediately.

EY - Entry Outline

Kew /S B FOLR
[n{igﬁgfr Display Function/Hote
Fress LY -LC- start af entry .
Activate  B7 LG: D% Chofce of playing Tewel and preparation
for entry
Prasz 5T LO=0a Entry of hours
Press TR ; 1 11 Entry of minutes {ten column}
Prass LY L9:59 Entry af minutes {one calumn}
Prass CL 0:00 End of entry

£ERD ENTRIES ARE WOT ALLDWED!

WOTE: When using the above outline to enter informatian,
the chess piece which you are using to activate the square
cannot be put back down an that square {in this casze B7]
during the entive entry procedure! Please hald the chess
piece in your hand until vau have completed your entry by
pressing the CL Key.

2.3 EXPERIMEMTAL LEVELS

3.3.1 ITERATIVE SEARCH {B4) ANL NOH-ITERATIVE SEARCH (B5)

The problem af finding the best move in a cevtain board pasition cannot be
described exactly and, therefare, also cannot be solved according to an exact
fornula. By means of special mathematical approximations, cne can repEatedly
find approximate solutions, which can eventually get clase to the exact soti-
tion.
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This type of appraximation can alsa be used in chess programs. Such a
procedure s known as iterative search {iteratfcon = Latin for repetition).
The basis af this procedure is to use moves that have already been calcou-
lated as approximate solutions for a new calculation, based on the previous
moves, and to repeat this procedure again and again with deesper and deeper
search depths. While using the iterative search, in very basic terms, the
computer examines the full width [or all possible moves) to a certain ply,
identifies the best mave, and then goes on to repeat the search at the next
ply. The purpose of using this method iz to optimize the computer's affi-
ciency within the amount of time it has fo think. In fact, all of the
Elite's preset levels use the iterative search methad.

Using anather procedure, the computer identifies a specific mowve pessibility
and researches that move up o a set search depth. Once the research for
that specific move is completed, the computer identifies anocther mave and
researches it to the set zearch depth - and =p an.’ 3ince the progeom does
not have to re-calculate moves that have alraacdy been searched in this case,
this procedure is referred to as a non=iterative seavch.

Your AVANT GARDE contains these special programs in TevaTs B4 and BS.
Because of the characterisiics of these playing lewvels, they have a limited
playing strength if they are used for nomal games, f.e., gomes with fairly
short thinking times. For correspondingly hiagh thinking times., these lavels
become very interesting and valuable experimental and analysis programs.

fnather feature of the program is the fact that it searches certain moves
beyond the set search depth, similar to the playing and mate solving prodram.
Thase moves, also called forced move sequences, ave capturing moves, checks,
and escapes from check situations. For mere reference information regarding
iterative and nan-iterative computer analysis, read Chess Skill Man and
Machine, published by Springer-Verlag, M.Y. i,

Pl sl

Both levels B4 and BS are provided primarily for experimental use with pre-zat
board positions. wherein the operator can actually examing the canputar's
methods in calculating moves wsing either search procedure.

Setting the Search Depth for B4 or BS

After entering LV, activate B4 tor the iterative search, or BS for the
non-iterative search, The left-hand side of the display symbolizes these
special levels, and stands For the depth of half-moves (or ply-depth}. The
left hand side of the display (Pd} confivms that wou are in the proper mode
to set search depth far either of these special levels (Pd=Fly depth], and
the computer is waiting for you fo enter the set search depth number. The
two-digit number an the right displays the set search depth in half-moves.
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LW Lfter activating either sguare BI or BE,

! | the search depth is entered by repeatadly

f pressing the LY and TB Keys. TBE will set

the ten column, and LY sets the one column,
Due to the computer's memory capacity, the
search depth had to be limited to 15 half-movi

"

It is possible to set the display for up to
search Depth 05 moves. However, all settings greater than
in half-maves 15 will automatically be yveverted to 15 by
the computer. Conversely, if zero 95 entered
the computer will automatically default ta 1.

Lfter setting the search depth, end your entry by pressing the CL key. Press
RV to start the search.

5.3.2 MATE SOLVING LEVEL D&

For the mate solving level B, a special program is activated which only
searches for males.

Since positional and material walues are disregarded in the move search, this
program is not suitable for regular chess games. Countermoves should, there-
fore, be made by the human or gbtained Tram the computer on another level.

A5 in levels B4 and BA, this program allows the search denth to be 1imited.
Unnecessarily deep searches are prevented; the amount of time used will be
reduced to the minimum time necessary. FAnother Teature of Lhis level is the
ability to find all solutions (alternate salutions) within the set search
dopth.

setting the Search Depth for B&

By entering level B6, you can set the desired search denth for the compuler.
The left side of the display will show an "n" for mate in "n" moves, (The
"' display simply confirms that you are in the proper mode to set saarch
depth for level Bé and the computer is waiting for you to enter a number . )
The right side of the display shows the nurber of moves to mate fi.a. mate=-
in-four = 04)}. The search depth can be set by repeatedly pressing the LV and
TE Keys.

tat the nurber for the one colum usipg the LV Eey, and the nurber for the
ten column using the TB Key.

w Lue to the computer's memory capacity,
the search had to be limited to 15 moves |
FI | Thus, the pragram has the ability to solve
mate problemns up ta 1B moves.

1B

It is possible to szet Lhe display for zevo
to 9% moves, bult, all settings greater than
15 will avtomatically be reveried internally
Saarch Depth tao 15 by the computer. Conversely, 17 a
zayn s entered, the Elite will default to 1.

[ e T




E
E

21

ffter setting the desired search depth, end the procedure by pressing the
CL Key. Pressing BY will cause the computer to start the search.

NOTE: If an out-of-bounds number is enteyed and CL 45 pressed -to exit

leve] select mode, the default to either 1 ar 15 fakes place auvtomatically,
without any type of display conTivmation. To be sure of the setting

you have entered, press LV again and reactivate the BE square.

The DM feature {Section 7.8) does not work on this level, as the computer
rejects all non-mating moves while it is Tooking for the mate.

The Search/innouncements for B&

Once B s activated and the search depth entry is complete, pressing the
RY Key will start the computer's search process. The program will search
until it finds a mate, or until it recognizes that no mate is possible
within the set search depth.

If the computer Finds & mate, it will show
a number larger than %990 in the display.

%k S A mate in Tess than & moves will alsc be
%@»a displayed on the board by 1it LEDs. The
s N numker of yows Teft unlit will signify the
= number of moves to mate {see diagram).

5} bhen the computer makes the mating move, all
o of the board LEDs will be on.
o [
Qx % Pressing CL will turn the LEDs off, and the

computer's move will be displaved on the
boawrd,

Announcenent
"Mate d9n 7 Mowves"

[¥ the computer finds no solution, 7% will signify

thiz by 1ighting the LEDs in the upper A1-AB-HZ L_ o I s [
: o fecle Eoie b

triangle (see diagram). i, 1;\}:' i,
; 4 : e 3 o M
This indicates that there is definitely no solu- “.;\wﬁ“h&ﬂ? 0ol
tion to the problem within the set search depth. wie wils ENe
v B [N B

Far Tanger mate problems, the search depth setting o e #g;_
should be set higher. 2 S
o fimnde e e

O e e e

Announcemant
"Mo Malte Possibla
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Solutions for problens Up to mate-in-5 can be shown in their entirety
(see Section 7.9,

Alternate Solutions

Tier a mate has heen dannaunced, you canp requast the computer to search fop
other possible solutions.

Inorder to do this, do not make the computeyr's displayed move on the board.
Stply press the gy Key at this paint, and the camputer will keep an saarch-
ing.  Alternate solutions, 1F available, should be calculated mare quickly,
as the computer retafns the data it znalyzed to achieve the Trst solution,

This process can he repeated after each solution js found or until the com-
puter lights the uppaer triangle to signify that no more solutions can Be fou

6.0 ADDITIONAL OPTIONS: "D anp vgo FILE SQUARES

08 {New Game - Mamory ERASED)

To begin a new game and ERASE ALL OPTIONS SELECTED IN THE PREVIDUS GAME {i.e.
level selected, voice/tone aptions, etc.), ACTIVATE THE D8 SOUARE using the
Procedure shown in Sact{aon 3.1.2. AFTER activating D8: al) Pieces will be 4ip
their basic starting pasitions (white pieces at bottom pf board), lewve] Al

is in effect, the computer g dutomatically set tp Play black, the beep tone
is on and the voice ic of T, and the Compuier s set to think on your time.

I you wish to change any of thege automatic selections, You may do so at this

BEFORE ENTERING 08, PLEASE PUT ALL PIECES 0N THEIR STARTINEG POSITIONS,
07 {Clear Board)

If you wish to set Up & special board position that requires few pigces, you
may clear the board of a7] pleces by activating square 07 < outlined in Sac-
tion 3.1.2. Ta enter Pieces on the board, use the Problem Mode feature [See-
tian 9.0),

D& (Mew Game - Previous Options)

tain all of the options yvau had previausTy chosen fop your last game. Bofpre
entering D6 opr Pressing the NEW GAME Key, be sure a7] pieces are an their
starting squares., BE CAREFUL NOT TO ACCIDENTALLY PRESS THE MEW GAME KEY WHILE
IN THE MIDDLE OF A GAME, SINCE THIS WILL ERASE THE CURRENT GAME FROM THE COM-
PUTER'S MEMORY.

NOTE:  After Plraging the compyter in, YOU MUST ALWAYS ACTIVATE EITHER D&,

DE DR THE NEW GAME KEY before beginning Play, setting up problems, ar activat-
ihg aptions.

b | D5 {Change Colar with Morve )

In & regular game, the color to move depends upon the lazt move that was made
on the board (1.e. if white has Just completed his move, it is black to move),

L
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If you wish to change color to move at any poeint in a game, simply activate
square 05 using the procedure outlined in Section 3.1.2. Once D5 is activated,
if the computer is to move, press RV. If you are to mave, simply make your
mave. Therefore, if it 1z black to move, and you activate DS, white is to
mave instead. This feature 415 helpful for special board positions set up
using the Monitor Mode (Sect. 6.0, EB), and Problem Mode (Sect. 9.0).

D4 {Cancel Opening Boak)

IT you prefer not to use the compuler's preprogrammed openinogs, or if a
cartridge 15 inserted and you do not want to use t, activate D4. By
activating D4 as outlined n Section 3.1.2., you can prevent the computer
from making use of the apening library, :

D3 [Print Entive Game)
FOR USE WITH ﬂFTIﬂHﬂL PRIKTER (See Section 13.0)

b2 [Hexadecimal Score Display)

The computer is automatically set up to display positional score using decimal
values, if LV is pressed while the computer is thinking or square El 75 acti-
yated EEEGtinn 6.0, E1}). The decimal values are used for the ease of the
human operator. The hexadecimal numbering system, however, 15 best suited
for the programming of microprocessors, and is used internally by the compu-
ter. In fact, in arder for the computer to display a decimal score, 1t must
first calculate the hexadecimal score and then convert it to a decimal score.
Far your canvenience, a summary of the scoring is included in this manual,
Thcluding a table that shows the conversion of hexadecimal to decimal scoring
(Sect. 6.0, Ei). If you prefer to have the computer display the hexadecimal
score during a game, simply activate square D2 {as oublined in Section 3.1.2)
after you have requested that the computer display score by activating EL,

01 (Human PTaying Black from the Bottom)

The computer i3 automatically set for the white pieces fo move from the bottom
to the top and for the white pieces to occupy the bobtom Two rows.

IT you would rather play with the black pieces from the bottom of Che board,
activate D1 [see Section 3.1.2). Be sure to set up your pieces on the board
before turning the computer on. After wou have activated D1 and completed
all other.option selections, press the BV Key to force the Elite's first
moye as white. The DIRECTION af the play 1s the only option that cannot be
changed ance you have started a game. If you select option DL, the computer
will compensate for this and your clock will be the Front clock as soon as
the RV Key is pressed to start the game.
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E& ( "Brain" Off )

Before starting a game, you can activate ER [see Sectian 3.1.2) to invoks
this special Teature. Once activated, the computer no Tongar has the
abilTity to think on yvour time. It will only start its move evaluation
after you have made your move on the board.

Each playing level can be weakened by using EA, therehy 4iving you the
option of having mare skill levels to choose from. E& may be activated
or deactivated at any time during a game.

E7 (Book Fractice Mode)

For the general opening practice, whether you are using the computer's
built in library of hook openings or a book opaning cartiridge, the computer
will dictate the apening to' study by making random countermoves. For marc
details regarding book openings.{see Section 13.0}.

After each computer move, you must try to continue the game by flaying the

move Lhat you consider strategically best. If you play a move that is con-
tained in the opening library, tha camputer will determine if a counterpive

18 present. IF it finds the countermave, the computer will play it immediately,
using none of fts thinking time. 71f there are seyeral maves available asg
countermoves, the computer will randomly pick one of the moves.

It no move is available or if you make a move that is not in the computer®s
book, the computer will signal the end of the apening variation, It does
this by besping three times and making a voice announcenent (1f vojce option
13 selected}. It also shows the end of book hy keeping Lthe LED of the last
T0 square 1it.

It the computer plays the last mwove of a hook opening varfation, it will
alse silgnal this as . described above.
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Study af Specific Openings

In addition to the general apening study, you can alse practice specific
opening variations of wour choice. To do this., have the computer play your
chasen wariation up to a certain point. Variations can be specifically chosen
by repeatedly pressing the RV Key after the computer has responded with a move
BUT BEFORE THE PTIECE IS PHYSICALLY MOVED.

After each press of the RY Key, all stored countermoves will be shown on
the bhoard, one by one. Press BY until you see the desired book move on

the board, and then simply make that move. Foellow this procedure alter-
nately for both sides, until you want to continue the opening variation For
ohe side.

Example: In response to an opening move of d2-d4, the computer has

(Using 11 possible countermoves: d7-d5, di-do, Ngd-fh, Nbd-ch,

CBla e7-e5, ef-eb, b?-b5, bf-bb, f7-7&, ¢7-ch, and g7-gh. You can

noduie) determineg which move the camputer should play by repeated]y
pressing the RY Key.

Refer to Section 10.0 for additional details vegarding Book Openings.

Take-Back of Opening Mowves

By vepeatedly pressing the TR Key, you can take back the entire game. The
LEDs will Tlight Lo guide vou through the take-back procedure (see Sect. 7.3 .

IT you have exited the book opening {book practice mode) and are into the
mid game, wou may re-enter book practice wmode. Ta da this, you nust take
hack a1l moves from the widgame and into the opening.

Opening Move Suggestions

If you are not sure of which move to make, Lhe conputer can help you by
giving you ohe or more move suggestions.

1f the DM Key is pressed, the computer will use LEDs to indicate a suggested
move on the board. By repeatedly pressing the DM Eey, it will show you all
ctored countermoves.

For further detazils on move sudaestions, see Section 7.2.

Continuation Tnto A Game

If wou want to go from the opening wariation directly into a game against
the computer, proceed as follows:

If the move you make is nat in the computer's opening book or 17 it is the
last stared move af the opening varfation [the computer will indicate this as
deseribed previcusly.simply press the RY Key Lo make the computer start
thinking about its next move and comtinue the gamel. If it is the computer's
turn and it plays the last move af the opening variation, you can continue
the gamg by making its indicated move, pressing RY, and then making your move.

e B B = B B E BB = = B 8 5 =
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E6é  [(Monitor Mode)

It gesTrﬂd. you can turn the game on and use the computer board to play
aqainst another human by activating ES {see Sect. 3.1.2) for Monitor Mode.
In this mode, the computer will only check the legality of the moves. If
an iliegal move is made, the computer will announce this [see Sect. 2.5).

The camputer's chess clock can also be uwsed in Monitor Mode (each clack
will correspond Lo the side of the board wheve it i Tocated ). For
Lournament games, the time display will be shown as described in Section
4.3.

For a speed chess game, set the time on level B? {see Sectian 5.2). IT
either oFf the players goes beyond the time Timit, the computer will announe
thiz as described in Section 5.2,

If desired, the conputer can also continue the game for either ov both
players, To do this, press RV al any time and the computer will think
of a move Tor that side. You must, af course, First set o time Timit

by entering ane of the playing Tevels (see Section 5.1). The computer is
unable to suggest moves in Lhis mode once it 45 "out of book".

5 (Figurine Algebraic)
FOR USE WITH QPTIOMAL PRINTER (SEE SECTION 13.00

E4 (Print Time with Mowe)

FOR USE WITH QPTTOMAL PRINWTER - MODEL IFP FRINTER DMLY [SEE SECTION 13.0)
E3 [(Double Height)

FOR USE WITH OPTIONAL PRIKTER - MODEL TFP PRIMTER OMLY [SEE  SECTION 13.03

EZ (Resicn Enable)

Engaging this feature causes Che computer to resign if it sees a forced
mate against itsels. To select EZ. 3ee Sect. 3.1.8.  IF vou have selected
EZ2, the camputer will veact as oubTined in Section 2.7, BUT the LED: will
be flashing ta indicate the computer's resignaticn.

El (Automatic Depth, Score & Time)

After activating E1 (see Section 3.1.2), you will see the scare display
and the search depth on YOUR clock and the computer's mowve time on its
clock. (You can also accomplish this by pressing the LV Key during a
gamez after each of your moves whila the computer 15‘thjnk1nu.} The score
display and search depth display will alternalely appear at & - seocond
intervals. As soom as you have made the computer's move on the haard,
vour clock will revert back to showing your fime,

surmary of Scoring

At the beginning of a game, ar beTore vou make your next move, activate
El, and the information noted above will automatically be displayed
after you make each of wour moves on the baard.
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The score is displayed in decimal notation. I vou prefer hexadecimal
scaring,. refer to Section 6.0, DE.

The score displayed represents which player has the advantage (in the
computer's opinian} materially andfor positionally as follows:

Pawn = 100 Stalemate/Draw/Even Position: Q000

Enight = 300 Checkmate: more than 990

Bishop = 300

Roak = 50O

Queen = B00
Example 1:
Thiz display indicates that the corputer f |
believes the current position to be in its {

favor by the value of one pawn. This value ||
can actually represent (based on Lhe Elile's
calculations) that:

a. the computer is actually ahead in mat-
erial by one pawn,

b, the camputer anticipates being ahead
in material by one pawn shartly;

€. the computer sees itself in a positional
advantage equivalent to the value af a pawn.

A DOT IN THE SCORE DISPLAY SIGMIFIES A MEGATIVE SCORE FOR THE COMPUTER
(OR A POSITIVE SCORE FOR THE PLAYER)

Example 2:

f _ This display indicates a mate=-in four against
the computer [Mote: dot indicates human advantage.

e Same display without dot indicates the computer
has a mate-in four against human}.

Search Depth

While the computer is thinking, YOUR display will show you the current

search depth and the nurber o searched variations. The search display is shown
in hexadecimal format. To converl the numbers Lo decimal wvalues, please

use the Cohversion Table overleaf.
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CONVERSION TABLE

Te convert the hexadecimal values for search depth to decimal values ,
refar to the table below:

| Hex. Dec. Hex. Dec. Hex. Dec.
Value = | Value Value = Yalue Yalue = Yalue
| 0 i A 10 14 20
1 1 B i1 15 £l
2 z L 17 16 22
3 3 ] 13 Ly 23
| 4 4 r 14 18 24
f g a F 15 19 25
| 6 3 10 16 a 26
: 7 7 11 17 1E er
! 8 A 12 18 1c 28
| a 4 13 13 10 4
il _ 1E a0

|. The number of searched mave variations appears in the Teft-hand side of

[ the display. The depth of seavch { in half-moves ) will aspear on the right-
] hand side of the display.

1 ;

i { This display shows that the program is searching
] the first variation at the depth of & half-moves,
i

Example:

When it has finished analyzing this variatian, a 1
will be displayed lon the left of the display) to sig

| nify that the pregram has bhegun to search the second
H | e S variation at the depth of & half-moves. Once all
| Yariation Depth variations have been analyzed at this depth, the
program will start searching the next depth {9 half-
i maves ) .

7.0 ADDITIOHAL FEATURES
| F.1 THINKING ON THE OFPCOHENT'S TIME

! f special Teature of this program is the "brain" which enables it to think
an its oppenent's time.

il While the compuler is making its move, you are able fo use that time to
analyze the positian and think oF a countermove ta tha move the computer
| might make, Similarly. the computer also thinks shesd while you are deciding
' which move to make. The computer does this automatically, whenever you are
thinking about your move. There are no time Timits on this for any level.
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The "brain" is based on the following principle: While it is thinking abaut
a move, the program will stare in memory the anticipated best line of play,
up Lo 9 half-moves (see Section 7.0 ).

The first half-move the computer looks ab is the countermove to the move it
gxpects you will make.

The next half-move 1t looks at is the anticipated countermove that you
might possibly make. This evaluation serves two functions. TL makes up
the move suggestion [see Section 7.2 which you can request, and also the
mave upon which the computer will now base its further calculations. Thus,
the computer assumes that you will make this move and inmediately starts
thinking of the countermovea.

If you play the expected countermove ar take it as a move suagestion, the
computer will play its countermove sooner. In this manner, the computer
is able to save up Thinking time, which can then be divided among the rest
of the moves.

If, however, you play a move other than the one anticipated by the Elite,
the computer will discontinue its first move calculation and start a new
one, based on the move you actually made,

The "brain" is not used if the program has not had the chance to think about

a mwve, e.d., right after using Problem Made or right after getting out of
the bock ppening.

Befare starting a game, you can activale ES Lo cancel this special feature.
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After doing this, the computey ne Tonger has the ability to think on your time.

It will only start its mave evaluation after yau have made yaur mave on the
baard .

Each playing level can be weakened by using option E& to turn the "brain"
aff. You are thus given the option of having more playing levels Lo choose
Frem.  The computer's "brain" can be turned oo oor off during a game as often
as desired.

J.2 MOVE SUGRESTIONS

If you are in a positian where you are not sure which move to make, the
conputer Wwill help you., If you press the DM Key, the computer will suggest
a mova Tay you to make by Tighting the LEDs in the FROM and TO squares aof
that move.

The computer will not give you a nove sugeestion if 9L is not using its book
opening 1ibrary and has not had the chance to caleulate ts previous move.



R
|

3o

L move suggeslion can be taken from the book opening library. or it can be
the vesult of the previous move's caleculatian, with the suggested mave being
the best countermove that the compuier came up with (see Section 7.1 T8

Accepting the Sugoested Move

You can accept the computer's move suggestion by simply making the indicated
move on the board.

1 Declining the Suggested Move

_ If you would rather not make the computer's suggested move, simply press the
i CL Key to turn the LEDs aff.
]

If the DM Key is pressed, the computer will also show the cuvrent move
I number in the display (see Section 4.4 )

7.3 MOVE TAXE-BACK

& move made by mistake or a "w2ak' wove can be taken back by means of the

TE Key. A longer series of moves or the entive game T you wish, can be taken
back by repeatadly pressing the TB #ey. If you have entered the Problem

Mode ab a previous point din the game. the fake-back will only go back to
that point.

it | The move to be takern back will be indicated by steadily 11t LEDs. AfTter

i, prassing the TE Key, the LED on the last sguare which was moved T0 will
Tight. When you pick up the indicated piece, the LEDL will light to show you

| where that piece moved FROM. Pulting the piece back down on that square will

1 turn the LEDs off.

Mormal moves are taken back by simply putting the piece back to its original
sguare.

s Tl ATV =

With captures, you must first put the capturing piece back in its nlace, and
then put back the capiured piece. The appropriate piece symbal LED will in-
d | dicate the colar and type af the captuved piece, and a square LED will be
L | an tn remind you of the sguare that was occupied by the captured piece,

e

To take back a castling maneuver, the LEDs far the Rook's move will light
: first and then the LEDs for the king's move. IT IS IMPERATIVE THAT YOU MOVE
i | THE RODOK BACK FIRST, AMD THEK MOVE THE EING BACK.

For en passanl maves, first the capturing pawn's move is taken back and then
the captured pawn is put back on Lhe boavd,

A pawn promotion is taken back by first taking the pronoted piece off Lhe
board, and then putting the ariginal pawn hack on Tts FROM square.
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You can also take back a full move (two half-moves) at one time by pressing
the TE Key twice. The computer will Tight fthe LEDs to guide you through the
mave take-back.

7.4 FORCING THE COMPUTER TO MAKE A SPECIFIC MOVE

IT you take back cne of Lthe compuler's moves, the computer will not start
thinking again until you have pressed the BV Kay. However, you alsp have
the option of making the next mave for the computer's side, If you do this,
the computer will not stavt thinking about its next move until after you have
made yaur gwn move on the board.

.5 CHAKGING SIDES

fau can change sides with the computer as often as you wish at any time dur-
ing a game. Please nate, howawer, that the thinking time which has been taken
s Tar 15 not affected by the chanaing of sides. [ you change sides, each
plaver keeps his original time, and thus still has the same amount of time left
ta make nis movas, IF you want to change sides with the computer after it has
Just made a move, press the RY Hey [after mowing the computer's piecal.

/.6 HALTING THE COMPUTER'S THOUGHT PROCESS

You can halt the computer's thinking process at any time by pressing RY. The
computer will then play the bast wowe Lthat it has calculated wp to that point.

Press the RY key anly one Lime; 77 you should oress it again, the computer will
ctart thinking again,

7.7 THE COMPUTER PLAYS ITSELF

batch the compuber play against itself. By doing this, you can study its
strategy and tactics, 7ts offense and defense and its opaning and endoame.
Canpare the moves yau would have made in certain positians with the moves

the computer makes , or study the development of the gamg from a specific point
or from an ooening variation.
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The move times are actual thinking times, since the computer's "brain"
(see Section 7.1) is not used here.

Set the thinking time by entering one of the playing Tevels. Afier you have
chosen the level, start the game by pressing BY Lo have the computer make the
First move. Simply press BY after each move is made, and the computer will
play through the entire game.

You can participate in the gamg and make moves of wour own at any time.

7.0 LOOKING INTO THE COMPUTER'S THOUGHET PROCESS

By pressing the DM Key while the computer is thinking, you can sese the move
that the computer is currently thinking of making.  Both the FROM and TO LEDs
will flash on the board to show wou the best move that the computer has con-
sidered up ta that point., Be careful not to wistake the mave it is thinking
abaut for a move it is making. Once it decides upon & countermova tha FROM
square will Tight steadily and only the TO square will flash.

IF you no longer want to watch the conpuler's thought process press CL while
it iz thinking.

When the DM Key is pressed, the computer will alsa show the current mowve numb
in the display (see Section 4.4). Pressing the TH Eey will restore the time
display.

7.8 LOCKIWG AT THE AKTICIFATED LINE OF FLAY

While the computer is thinking abput a mave, 1t calculates and stares in memo
the best anticipated line of play, up to a depth of 2 half-moves.

The first of these moves is the corputer's countevrmowve, and the second can be
sean as the mave suggestion {see Section 7.2).  The program will allow o deep:
Toak into its calculations, in that it will show wou this principal variation
on demnand,

By rengatedly pressing the DM Rey. the computer will show you the mowve it this
wou will play and the anticipated 1ing af play up ta 7 half-moves. The actua
numhay of moves shown will depend on the amount of time the comouter had to
think, and dogs not have to agree with the displayed search depth.

Once all of the moves have baen shown an the hoard, the first mave [the come
puter's actual move) will be shown again. You can interrupt thiz process by
pressing CL, at which point the first conpuler move will be shown.
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d.0 ENDING THE GAME

8.1 CHECKMATE
(see Section 2.7)

8.2 RESIGNATION
(see Section 6.0, EZ)

B.3 STALEMATE

A game is drawn by stalemate when the plaver S50 I
whose turn it is to mave has no legal mawves, and xh ?ﬁ??“ “__"-'-‘”EMJL
his king 1s not in check. i i&:uxhe e
. i o . d %\m axxﬁxt?\ m‘. l'\. :‘&1

The computey claifims a draw by stalemate by TighlLing ale B B, B,
the Al-HB-H1 tyriangle of LEDs on the bottom of the T, “‘{:-. 3}}?\- B
- o S

board. ﬁ%“ %ﬁ%\\f‘ﬁ' R
When this accurs, the game is over and cannot be nﬁ}ﬁ*:ﬁﬁﬁx- aile [EN
cantinuad., MNOTE: The stalemate signal is also iie [eiie [85s lala

used Problem Mode (see Section 9.1).
End of the Game

ri i
8.4 FQRCED DRAWS ztalamate

braw by Three-Time Repetition

When the same position occurs three times in a game of chess where the same
side has the move each time, the game 5 drawn by repetition of position.
When the Elite recognizes that its opponent has made a move that results dn
a third repetition, it claims the draw by 1ighting the LEDs in the lower
AL-HE-HL triangle, plus the A8 LED. Pressing CL will turn the LEDs off and
the drawing move will be displayed.

When the E1ite is about to make a move that will result in the same position
being repeated for the third time, it First flashes the lawer Al-HE-H1 triangle
and the A8 LED, When the CL Key is pressed, the Elite will display the draw-
ing move,




a4
: ‘.“__l:‘g:‘:: il “.1_' ||.‘"j- l___rlri- -___‘__::;'Ctgr %Qt '-'"‘-:':'!'- l'-_""
| x‘"“'\}"_'l ;"Q'\-\.I:" H bzl -.:F':.:E" g"ﬁxﬂ .%x‘_. E\, ] -:::"'l
= Jw%hn'f-l B '-.x:";}r' 2 'E‘F‘“ wile fuily
poife fEie feide fats b SN RBfle RS A%
mifs Wile e Kl T R s I
: k"\:«. ) R S > UM"A :\. '\-_“.'H.' 1\}".'
i‘:.'\-\. i:b :.\, \r:-\ I“h.\I\I\I\"\-\.'\-\.\. L = i?&q,- HM}I-M QS "k."‘i
‘ L e T t,“- I,.i-:‘:"l' ;__:ml- sl e ﬂ"__-:'l.
' Draw by 3-Time Repetitiaon Draw by the 50-Move Rule
l Oraw by the 50 Move Rule
;I . A game is drawn by the S0-move rule when the flaver to move can prove that
e at least 50 moves have been wrade by bath sides without either side having
1| i pushed a pawn ar captured a piece.
I | |
|, The computer claims this draw by Tighting the LEDs in the A1-H&8-HL triangle,
A : plus the LEDs in the A8-A7-B2 triangle. Pressing CL will turm the LEDs off
fql. and the drawing move will be displayed.
g 3.5 DRAW OFFERS
|
I A technical draw occurs when neither of the two SR [ TP B v e
L players possesses sufficient material to bring e Rt o i L T |
il about a mate {e.g. King and Bishap vs. King or e e &‘-;-\ aile
I King and Knight ws. King and Bishop). ol L %&“:hﬁﬁ . WL
T S - e
N - ' P [ N I =
! If the computer sess that no mate is nossible & ;w.“b S _?Q:%* o
L | because of a lack aof material {technical dvaw) it S N ot 8 > [es
| will offer a draw by flashing the LEDs 9n the gfg-wib s fdle -Q“u?
A%—HB-H! Eriangle. Pressing CL will turn the LEDs |- [&]. T §H, 3
_ 0Tt and the countermove will be plaved. To decline [0, ol B o0
| the draw offer, sinply keep on playing. 3 e ble e
|
;! End of the Game
. "DOpaw”
|
I:I
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tou may offer the Elite a draw at any Lime that it is vour turn to move.
To make the draw offer, take your king off the board and then 1ift and re-
place the Elite's king. Replace your king. The Elite will flash the
lower Al-HE-H1 triangle to ask iF you intended to offer a draw. IF net,
press CL. If yes, press BV the Elite will answer with the upper Al-A8-H&
triangle on far "na" and the lower AL-HB-H1 triangle on for "ves." In
either case, you can resume play by pressing CL.
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Lewer Al-HE-HL triangle 17t Upper Al-HE8-HL triangle 14t
"Iraw Offer Accepted" "Draw Offer Declined"

MOTE:  These LED sionals by the carputer are the same whether conputer is
playing white ar black,

4.0 PROBLEM MODE
9.1 ENTERING PLECES

fou can enter pieces on the board in one of three different Ways

a. Entering pieces on a clear board
b. fdding pieces to a certain board nosilion
€. Entering pieces via the Monitor Mode

The easiest way to enter pieces onto the board is when the board i alraady
clear, After turning the game on, activating D7 will clear the basic board
set-up (see Ssction 6.0, D7), AL the same time, you should make the appropriate
settings for the side and color you want to play {see Section 6.0, D1).

Presz the PB key ta enter Problem Mode {PB will appear in your display). PR
is also the piece zymbal kay for the king: t is, therefore, logical to enter
the kings on the board first. MNormally, you shauld enter all chess pieces of
the same type one after the other. Ta do this, simply press the appropriate
piece synbol key after entering Problen Mode and then enter al] pieces of that
type on the board as follows:




White chess pieces are placed on the board by simply putting them down on t
desired squares; black pleces should be placed on the board., picked up briet
and then put back down on the board. The computer acknowledges that a white
piece has been entered on a square by lighting that square's LED steadily.
If a black piece occupies a square, the LED will flash.

Mistaken entries are corrected by simply picking up the chess piece and pe-
moving it from the board. The LED on that square will go oul ta signify tha
the square 15 now empiy.

You may then press the piece symbol key for the next piace twpe yvou want to
put on the board. ATter placing all of the desired pieces on the board, pre
CL to register the positions inta the computer. Use Positiaon Yerification

to verify that you have placed all of the desired pleces in the right places
(zee Section 9.2).

fou can of course, also add pieces to the board when a position is already
set up. After pressing PE and the desired piece symbol key, the LEDs for all
accupied squares will be on (square LEDs will be steadily Tit for white piec
and flashing for black pieces). Enter all desired pieces as described aboye
and then press CL to exit Problem Made,

ITf you want to set up a board poasition stering fram a certain opening, vau
can accamplish this very 2asily by using the Monitor Made (see Section 6.0,E
simply set up the board with the pieces in their baszie positions, and then
enter Monitor Mode. At this point, you can make alternating legal moves for
both colors until you have veached the desired board position and then exit
Manitor Mode. The color ta mowve will depend upon the 1ast move that was made
on the board. Activating D2 [see Section 6.0, DS) will change the colar to
mowve, 1T necessary.

NOTE: Before activating D7 {clear board), and befopre you antay any pieces
on the board, you must erase the game's memary by activatino 08, DE or NEW
GAME.  Alsa T you exit Problem Made and inadvertently leave one ar hoth
kings aff the board, the computer will light the Al-HB-H1 triangle to indical
stalemale {see Section £.3). To cantinue play, simply ga back fnta Prabler
Mode and add the missing kingls) to the board.

2.1.1 CHANGTHG PIECES 0M TAE BOARD

Using the Problem Mode feature at any time during the game, when it is your
turn to move, you can change any of the pieces on the board. You can acdd
pieces andfor remove pieces. &fter you make changes on the board, you shouls

always use Position Verification to make sure aof the board positions {see
Sectian 9.2,

9.1.2 REMOVING PIECES FROM THE ROARD

IT you want to remove a chess piece from the baard, simply press the PB Key
and take the desirved piece(s) off the hoard.  Fress CL to exit Problem Mode,
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9.1.3 ADDING PIECES TO THE ROARD

If you wish to add chess pieces to the board during a game, you must press
tha PO key and then the appropriate piece symbol key. To add a white piece
of that type, simply put the piece down on the square. To add a black piece,
you must put the piece down, pick it up, and then put 1t back down on the
sSquUdre ance mikre.

You can canfivm that white pieces have been entered when the LEDs an thosa
square are steadily on. For black pieces, the LEDs will be flashing., Press
CL to exit Problem Mode.

9.1.4 CHANGTHG BOARD POSITIONS

IT you would like to change the board position of any piece on the board,
press the PB Key and then the appropriate piece symbol key. Mow move the
piece to the desirved new sguare and change the colar §if necessary, as des-
cribed abovae. Press CL ta exit Prabhlen Mode.

9.1.5 CRANGING PIECE COLORS

bhen you want to change the color aof a piece on the board, first prass the
PB Key and then the appropriate plece symbal key. Simply pick the desired
piece up and put it back down on the same square, and the color will be
changed. Press CL to exit Peoblem Mode.

9.1.6 CHAMGING PIECE TYPES

IT you wish to change a piece on the board to a different piece type, press
the PB Key and then the piece symbol key Ffor the new piece fype.  Kow ax-

change the pieces and set the color as described above 3 necessary. Press

CL to exit Problem Mode.

9.2 POSITION VERIFICATION

After entering pieces, changing pleces, or taking back maves, you should always
use Position Verification to make suve that vou have set up the board correct]y.
To do this, press the PV Key (-PS- will appear in your display window) and

then press each individual piece syniiol kev. The computer will show you

which squares are occupied by Tighting the LEDs in those sguares, The LEDs

will be steadily 11t for all white pieces, and will be flashing for all black
pieces., Press CL to exit Position Verification. You can, of course, Use

this feature anytime that you wish to verify the location of niaces in the
computer's memory,
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10,0 STUDYING BOOK OPENTHGS

A chess game can generally be divided into thvee main phases: the opeENing ,
the middlegame, and the endgame. Each of these three phases has its own
rules, which respectively only appiy to that portion of the galre.

The opening is the Tirst stage of the chess game, and usually takes up the

first 10 to 15 woves. There are great numbers of move possibilities, even
at the beginning of a gamne.

After centuries of practical tests and the last 20 years of scientific re-
search, many moves and variations have been singled out as being unsuitable,
and the circle of useful moves has been substantially reduced.

Tha following are basic principles to follow:

1. Actively develop pieces to gain an advantage
2. Avoid incorrectable weaknesses in tha pawn struclure
i. Develop a safe position For the king

Oifferent rules, net dependent an playing strategy, can be derived from thes
principles.

These proven move sequences [or book openings) From opening theary are writt
up in apening literature. Part of this inforration is stored in ¥our game's
book opening library. This gives the computer a higher playing strangth, si;

it sees the right move immediately, and can use up the time it has saved for
TULLre moves.

The Book Practice Mode [see Section 6.0, E7) dives you a new way to study the
most important main openings with the most popular variations. Beginnars,
hobbyists, and occasional players can naw give up the tedious study of apenir
books. You now have an ideal way to verember the opanings. It is enough to
simply knaw the sirategic goal of a specific opening variation.

The Tibrary has been supplementad by many move sequences that have not been
rasearched as a part of opening theory or seem to be refuted by exparts, but
are sbill moves that are made time and time again by occasional playvers and
even tournament players. Although the computer will not make these moves in
8 reguiar game of chess, the nrograr will know how tao respand to these raves.

Flease see Section 12.0 far detafls regarding book opening cartridoes (Modulas
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11.0 CONDENSER - PROTECTED MEMORY

IT the computer is unplugged, its memary sti11 retains the infarmation and
instructions which it has been given. If, for any reason, the power is in-
advertently interrupted in the middle of a game, certain features of that
game will be recorded, making passible an eventual vesumption of play.

A built-in condenser mnakes this feature possible. This feature was designed
to circumvent temporary accidental or unexpected power loss and is guaranteed
to retain game memory for at least one hour. [ We have, howevar, received
reports of the memory lasting much longer - even days:)

12.0 MODULE INFORMATION
12.1 INSERTING MODULES

four chess computer has been designed so that {ts, program can be expanded

and improved by the use of jnterchangeable modules, Before putting a module

in {or changing modules), it is imperative that you unplug your game from

the power cord. After inserting the module, replug your game into the power
cord and resume play. The current game board position will not be lost, since
it was stored in the unit's condenser protected memory. When the Elite is
switched off, its memory will retain the information and instructions which

it has been given. Tf, for any reason, the power is switched off in the middle
of a game, certain features of that game will be recorded, making possible an
eventual resumption of play.

TNSTALLING THE MODULE
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12,2  PLAYING WITH AN DPENTHG MODULE

Choose your opening moduie and push it into the module recaptacle hefore you
start up the game.

Even if you do not use an opening module, you will notice that the conputer
seems to move very quickly at the beginning of a game. The reasan the computey
reasponds so fast is that is contains a library of opening positions from
grandmaster play. If you make a move which is contained in this library, the
program will determine if a countermove is available. If it Tinds one, the
countermove will be made immediately and the thinking time will thus be zera.
IT it cannot find a countermaove, the computer will start to think of a move .

You can, of course, play through a random opening variation and then chopse
a color and continue the game. To do This. press the RV Koy for each side in

i.r turn and make the indicated moves an the board.
[}
|

When putting in or changing medules, it is imperative that vou Follow the
instructions that come with each module. Installing the module incorrectly

| can cause the computer to malfunction or can cause the game that has been
played so far to be Tast,

Before putting a wodule in, please note the following:

|
';1' 8. All positions that are entered must be checked for legality.
|

G . Before the module is put dn, the current move must he comnletad
| and any illegal move indication must be cleared.

|

ll‘

il

¢. If you are choosing options aor using the cantrgol keys, these
Procedures must also be completed bofore installing the module.

IT yau do not have a module or vau do not want to use ane, sinply
_ lanore the G5 displays. The corputer will then go back Lo its
i built-in pragram to continue the game.

il 12,3 GAME STAGE INDICATIONS
- f ST T | f
L e s T i [r—"'
Opening Midd1egéme Endgaine
ﬂl Your chess computer has been designed to allow you to expand and improve ts

prageams by using interchangeable wodules.




Puring the game, the camputer will sional to you when you should change modules
and which module Lo pul in. The comouter will even tell you the type of proble
¥ou hav? set up atter you have enlbered the pieces on the board {middlegame,
endgamea ) .

4]

m

By means of the display indications, the computer tells you the type af position

¥ou are dealing with (85= Game Stage). At the same time, it will suggest when
you should put the maodule in,

12.4  AVATLABLE MODULES

GOOK QOPENIMGS I (Model CBE9)

Contains 2,160 book opening woves, all of which are unigque. This book madule
has 381 Tines Lo an average depth of 30 ply, so the effective nunber of posi-
tians in this boak module 73 11,430,

BOOK OPEMINGS TI (Model CELG)

Contains 16,100 positions, all of which are unique. Contains 1,345 Tines Lo
an average depih of 20 ply, so that the sffeclive number of pasitions in this
book module i3 26,900,

Bd GREATEST SAMES {Model CGEA]

Welcame to the world of the Grandmaster! Your 64 Greatest Games module will
enable you to =7t down with some of the world's greatest chess minds as ¥l
replay their most exciting games. The gares contained in this module rangs
fram the early days af chess right up to a spavkling 1923 win by Gary Kasparow,
sharpen your skills, with this dnvaluable teaching too’l, by Tearning from the
masters themselyves,

TARRASCH DEFEMSE {Model TOF)

The defense to the Queen's Gambit Teads to positons of an isalated pawn in

the @ file or hanging pawns on the C and D Files. Owver 12,000 moves 4s the
largest number of moves devoted o one opening ever made in a medule.  The
struggle between Black and White proves the strength or weakness of the iso-
Tated pawn. To the winner of this argurent goes the game. In addition to
presenting theory, forty whele games are i1lustrated between grandmasters from
Inosko-Borovsky [1906) to Beliavsky-Kasparav {1983},

FIDE CHESS OPENINGS (Five Module Set)

Each module contains approximately 15,000 chess waves. In addition, ezch

module contains an index which serves as a cross-referaznce to Lhe other modules.

If a position is reached which exists in the set, but not ir that parcicular
madule, the index will automatically refer you to the appropriate wodule.

WOLUME © {Model EOC)

Contains the openings in which White plays E¢ - Z4 and Black replies by
EY - E6 or E7 - E5.




VOLUME B {Model EOB)

Contains Lhe aopenings in which White Mlays E2 - E4 and Black raplias with
the movement of a piece other than its king's Pawn.

VOLUME D {Madel EOD)
Lontains the Double Queen Pawn Openings, D2- D4.

VOLUME E {Model EQE)
Treats the hlack defenses to the Queen Pawn Opening.

£ LTy
v Eo e
LUME & [Model EO8) [,
e o
Covers openings inftiated by noves ather than E1 or 04, Jff S ERIEE
_|" - el Py il

13.0 COMNECTING AND USING THE PRINTER

The model IFP printer is avaifable as ap
gccessory for your chess computer. The
printer cames with its own transformer.

IT not only prints the lavel aof play and
numbered moves in algebraic notatian, but
wili also give you a graphic printout of
the playing board on command. Any change
in level selection will also be printed,

while using the printer, you can spare yourself the often troublesome and
distracting task of having to write down the moves. This is a sinple way

Lo keep a record of all yaur games and analvses. You may choose ta have Lhe
printer record your game move for move while you are playing, or yau can wajt
until the end of the game and then print the entire game score. You may also,
of caurse, use the Print Enlire Game Score feature to mako gilra copies fop
your records.  To use this Teature, siply unplug the printer cable plug at
the computer. Once you have finished the game (or earljer ¢ Yol wish}, re-
insert the printer cable plug and activate D3 as outlined in Section 3.1.2.
For multiple copies, reactivate D3 after each copy is Finished being printed.

fou can choose from two different methods of printing:
a. Algebraic notation: This version of notation is automatical 1y

used. The game moves will be printed out in the simplast form and
the squares are referred to without pieca symbols,

b. Figurine algebraic: This modern notation can alsd be used, by
activating EB {see Section 3.1.2). Ordinarily, only the TO square of
the move plus the symbal of the toving piece is printed.




If you are playing with the black pieces [see Soctian 6.0, 01) the computer
automatical ly reverses the notation to reflect an accurate printout.

If it is your turn to rove, press PV RY CL to generate a board diagrain
printout.  [uring the printing, the LEDs for the Queen pasitions will be
steadily 1it/bTinking, After pressing CL, they will turn off and ¥au can
then keep playing.

The computer always prints the move and countermove afier the black move has
bean made on the board. The computer will not accept any moves or commands
while the printer is printing. For oparalion of the printer, you must
strictiy follow the instruction book which accompanies it,

NOTE: Before starting cach new gama, vou nust push the printer's OQN/OFF
switch Lo erase its memory. The printer will signal that it is ready by
printing "READY". &% this point, vou should activate D&, D&, or press the
Mow Game Hey.

Frint Time (Only with Model IFP printer)

Wnan a Fidelity IFF printer is attached, chaosing Optian C4 will avint
the time taken for the move right after nrinting the moves themse]ves.

Frintout of Tatal Time {Dnly with Madel IFP printer)

Pressing the PE button and then the RV button when 9t 9 vaur turn will
cause printing of the tetal time taken for bath sides in the game 5a far,
A “T" will be printed on the left-hand side to sighify the tetal time.
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QUESTION AND AMNSWER SECTION

WHAT 0DOES LEVEL B& DO?  HOW DOES IT DIFFER FROM LEVEL BL?

Level Bl is & nornial search with no time control cut-off. Thus,

it performs a full-width iterative search, progressing deeper and
deeper. If a mate is found, the search iz ferminated and the move

is announced. Level Bl cam solwve many (though not al1l)] mate problems.

Level B6 requires as inpul Lhe number of moves until mate. It
searches only Tor mate, omitting 2 positional evaluabion. It per-
fovms an iterative search, confining its search depth to the level
at which the mate was said to accur. Thus, Level BO will never find
a deepar mate (as sometimes happens with Level 31).

15 THE COMPUTER LIKELY TO PLAY A STROMGER GAME OW THE A LEVELS
THAM OM THE COMPARABLE B3 LEVELS? FOR ZAAMPLE, DOES LEVEL A4 ¥IELD
STROMGER PLAY THAM A B3 SETTING OF 30/30 DR 40,607

Ma. The two (Ffor matched time settings) are identical. The A
Levels provide a speedy way to set up some af the most common controls,

TH PROELEM MODE, HOW CAW ¥OU SET THE SIDE THAT IS TO GE ON MOVET
THAT 15, HOW CAN YOU SE SURE THE PROBLEM WILL BE WHITE TG MOVE, OR
IF MECESSARY. BLACK TO MOVE?

Faliow thesa staps:

. Sel up the positieon using Problem Mode and tevminabe Froblem
Mode with Lhe CL ¥ey in the usual manmer.

b, Prass the DM X¥ey. Challenger will say "light" or “dark",
thus Fe]]ing wou wha is currently on the move.iBe sure woics
is on|.

£, If you want the other side to be an the move, activate 05 to
engage the "Change Colov to Mowve" feature, and press RY.

-0R- .Knowing that side to mowe 15 nal changed in Frablem Mode,
arrange Lo enter Problem Mode with the proper color on the
mawve, i.e. re=ovder the abave steps: b, c. ond then a.

DOES THE 3-FOLD REPETITION DRAW ROUTINE ALWAYS WORK?

Mot always. There is a limit to the size of the history table which
the computer checks in looking for draws, That limit is sxhausted
hefore the repetition occurs in some cases.




IF IN USTHG THE DM KEY TO GET 4 SUGGESTED MOVE, THE COMPUTER DISPLAYS
A MOVE TNSTANTLY--1S IT JusT GIVING ¥OU THE FIRST MOVE 17 THINES OF, OR
[5 THIS MOVE as CIN-DEPTH! A MOVE 45 IT WOULD MAKE ITSELF?

A5 the computer s searching for a move to make, it has to come up
with a move for itself and then 7ind the human's best countermave to
that, then its next mave, etc, It searches ahead certain number af
half-moves, and then displays iis mave, Thus . when the human acks far
the suggested move, the response 15 dinstant since the computer has used
this human move in its awn calculations.,

WHEN IN BOOK PRACTICE MODE, ARDUMDG MOVE 19, THE COMPUTER MOVEL, THEN
ANNOUNCED "CLEAR MOVE" RyT WOULD WOT BLLOW TTS MOVE TO BE ENTERED AND
STOPPED ALL FUNCTIONS.  WHAT HAPPENED?

When you are in Book Practice Mode tand vaice is on), the computer will
say "Clear Mave" if vou either make a move that is nat in bock, or if
yau have come to the end af the baok. If yau have macle a move that qc
not in book, vau can efthep prass TH to take back the move and make
another ane, or you can Fress RY Lo farce tha camputer to accept your
move and cantinue from that positian. IT you have come to the end of
the book, simply press RV and the computer will start thinking about
1ts next move,

DOES THE OPEMING BODK BENFFLT FROM TRAMSPOSITIONS? FOR EXAMPLE, THE
LOMPUTER LIKES 70 BLAY 1. ... 05 IN RESPONSE 7O 1. WF3. IF WHITE THEK
COMTINUES WITH 2. 04, WILL THE COMPUTER RECOGNIZE THE TRANSPOSTTION?

fes, the Elite is ahle te find transpositions at all levals i the
transpasitions exist in 1ts baok. In the abave axample, the compuyter
Will recognize the transposition ang Trmediately respand with K6,

wHY DOES THE COMPUTER SOMETIMES SEARCH THROUGY o WHOLE HALF-MOVE MORE
THAN DHCE?

This is a normafl procedure.  While the computer iz going through its
calculations, it sometimes hapoens that the canputer finds the nead tp
reé-saarch a half-move. This i3 refarrad ta as reaspiration, The cop-
puter aspires when it Starts to search each half-mave hy assuming that
the score will fall within 3 certain range. AL the and of the search
af that half-move, if the computey finds that it was Wrong, it reaspires
hy assuming no range at all, and it searches that half-nove again fop
the proper score, This normally happens if it seas g loss af naterial
ar @ dain in material at the higher search depth levejs.

WHEN 1 START A NEW GAME WITH THE OPENING BODK CANCELLED, THE COMPUTER
STILL PLAYS FROM BODK, WHY?

You are probably activating both DB,06 {ar New Gane) and 04 at the
same time, Fivst press NEW GAME Key for a new game. Then ga hack
and activate 04 to cancal the apening book.




10.

11.

I FIND LEVEL Al DIFFICULT TO BEAT. 15 THERE A WAY TQ 3ET THE
ELITE FOR A WEAKER GAME?

Yes. Activate B4 (Section 5.3.1}, set the search depth for one
ply, and alse activate E8 (Section 6.0) to turn the “brain" off.

SPECIAL NOTE:  Square BE functions as part of Fidelity's Quality
Control procedure, allowing a check of the computer's LED and MEmy
functions bafore 1t leaves the factory. IF you should inadvertently
activate Sgquare BB while in Level Select Mode, ail of the board LEDs
will Tight simultaneausly. At this point, ¥ou must press the CL

Key repeatedly (various numbers will show in the display) until

=LL- 3 displayed again. Then activate your desired level and Press
CL one more time to exit Level Select Mode.
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