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QUICK START

To play a game right away, without reading the entire manual first,
simply follow these Quick Starl sleps!

Insart 4 “AA" (Type AMI/RE)
batteries into the computer,
making surg to ocbserve the
correcl polarity.

Switch o GO to tumn the
computer on. If the computer
does nol respond, press in
the ACL key, as describedin
Section 1.

Sel up the chess peces in
thair initial position, with the
White pleces closest to
you. Remember 1o play
with the flat magnetic
chess discs when travelliing!

Press NEW GAME to resel
the computer.

Enter moves by executing
tham on the board, prassing
tha pieces down lightly on
the from and to squares for
each move.

When the computer makes
its move, il shows the move
in the display, and two hoard
lights come an to polnt to the
row and column of the piece
to be moved. Lightly press
the compulars piece down
on the indicated from and to
squares 1o complete its
maova.
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Make your next move as described above. Switch 1o STOP
when you want to turn the computer off. Enjoy your game!

A message from....
GARRY KASPAROV
WORLD CHAMPION

Dear Feltiow Chess Player,

Whan computers ware first
Invardad just four decedes age, -

faw people reaiized that mankind
was wilness fo the most impartant ]

single development of our lime.
Today computers have Dacome
frealy avatable, and in a fow
years there will be & computar in
aimost evary household,

Saltek has asked mea i write a
faw words fo welcoma you 1o the

wiorld of chess piaying compuiars.

i'have been personaly associafed
with fhe compeny since 1983, and
can therefore speak about iis
progucts from axpenience,

Uit rgcantly chess computens
werg as simple i !
which wollld naver ba i

.providing serous cppasition for

tha anthysisst, The rapid advance
of ischnoiogy &nd programming
skifls have certalimly changed thatl.
Today chess compiterd Rave

become an accepied part of the

chess world, serving not only fo
iniroduce. new playors to the .

‘world's ﬁnestrgm. butalso
ancouraging them to take part in

tournamants against human

-apponants, Chass computars gan :

tmach you all the basics of tha
game and keap ue with you éven’
if you.go on fo become & lop club

player,” :
-ggﬂr has beer al the forelrant

of this development and has been
responsibis for many of the most
interasting innovatichs. It is the
oy chess compiitar company
undar Swiss managemant, and !
ook forward fo a long and

productive relationship with Saitek

and with you who have chosen
their compuiers.

{ wish you enjoyment and
saligfaction from ywrcmmv
chess computar — and :
knows, maybe we'll meeat fn
combart scross the chagsbosrd in
the futurad -

Good fuck!

W

Garry Kasparov

ENGLISH
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KEYS AND FEATURES

(1) PIECE STORAGE COMPARTMENT: Handy piece
storage compartment is located in base of unit.

(2) SENSOR CHESSBOARD: Each square conlains a
sensor that registers picce movement.

(3) BATTERY COMPARTMENT: On back of unit. Uses
4 “AA” (AM3/RE) batteries. Always keep fresh
batteries in unit, even when using an adapter
{in order to preserve game meamaory).

@ MAINS ADAPTER SOCKET: Socket for optional
Saitek mains adapter, which may be purchased
tram your dealar,

GO/STOP SWITCH: Used to turn the computer on
and off. Computar retains currant position in
memary, even when lumed off.

@- LCD CONTRAST SLIDER: Used to adjust the
contrast on the LCD display.

(7) LCD DISPLAY WINDOW: Used for showing moves
and move information during a game. Also used for
levet selection, piece verification, position set-up,
eoaching and study position infermation.

ACL KEY: On back of unit. Used to eliminate static
discharge after inserting new batteries.

(5) GAME KEYS

a. NEW GAME KEY: Press to reset for a new game.

b. LEVEL KEY: Press to select the level of play.

<. COACH LEVEL KEY: Press to select the coach
levals.

d. STUDIES KEY: Press to salect the built-in study
pasitions.

&. EVALUATION KEY: Press while the computar is
thinking 1o get ils evaluation of the board position.

f. DISPLAY MOVE KEY: Preas while the compuler
is thinking to see the search depth and the move
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ine computer is currently considering.

g. PIECE SYMBOL KEYS (¥, W, K, gl %, and &):

Lisad to verity board positions, change positians
or sat up new onas, and to promate pieces.

h. COLOR KEY: Usad to selact the color in Verify
Moda and Set Up Mode. Also used to skip over 8
levels at a ime as a shorlcut when selecling a
playing level.

I. SET UP KEY: Used to enter Set Up Mode (1o st
up or change board pesitions).

j. NOM AUTC KEY: Tums the computer's “Auto
Answer" feature off or on. When Auto Answer is
off. you may enter a series of moves manually or
play against another person, with the computer
acting as referee.

k. TAKE BACK KEY: Press o take back one ply {a
move for either side). Take back up to atotal ol 6
ply. or 3 full moves. Also used to clear the board
in Set Up Mode.

I. PLAY KEY: Frass to change sidas with tha
computar; press while the computer is thinking to
force it to move. Prass for a move suggestion, 1o
sea how Olympiad would move in your position.

() BOARD LIGHTS: Used to indicale moves, lake

back moveas, show levels, and -
Selod !
g,geda.' k@@

verily or set up board posilions.
PLASTIC COVER (not shown): flnt \-@-}@
g e
s ‘\l.)o

Plagtic snap-on cover is for dusl
dheas

protection and traveling. Take

Olympiad anywhere, using Lhe Pl ::E}o
magnatic disc pieces for travel for sase =

play — inlerrupl your game at any | of play \?)o
time, and snap the cover on over Witiie ;i- o
the pieces! fraveding! “_.)

ENGLISH



INTRODUCTION

Congratulations on your purchase of the Kasparow
Clymplad. Besides providing you with countless hours
of exclting game play, this computer's spacial ceaching
teatures provide a very unlque way to leam more about
the game of chess!

mr.mma#fhmspmrﬂw
= 64 differaiit playing leveis, including Handicap,
- Mate Problem, and even special Fun Lavels
- Sansory bosrd for aasy move input: 8
+ Large dfsplay window snd 16-bright board lights
* Computer thinks on your time for stronger play
-_-Mmﬁmﬁarﬁmmm-swﬂ chess
. pleces, plus dn additional set of flat magnetic
 chess discs for sasy play while travelling
+ Bullt-in storage compartment stores ail pieces
-+ Full coaching features allow you to learn as you
| play — computer can even wam you wher your
; ﬂmmﬁﬂ'ﬁ@fﬂn&d
-+ Walch. s‘moml‘lf hgrear
dﬂatf-mumﬂmafm arwnunfpmhan depth
of saarch, current mave, andﬂwmmm,q
namwmmmmmd !
mmmm;mma}wawnm
 White from the top-of the board”
mwsmmwwﬁmmwpm '
improve your knowledge of chess — ﬂ?l.‘oaﬁ've
. thevr with the computer’s help
R ?wpaaﬂnmwm:mmumpmwm
.;fmm to atotal of 3 mi};nin’uarmvas ;
‘& Play FEONE the computer
; magmw&mmmwmw :
-..memmm4m :
Hntakmnwrmtbawﬂpemﬂmwmsmm
awenwbanﬂmmnpurarmmrmdnﬁ' :

The Chess Rules

kasparov Clymplad knows all the rules of chess,
including castiing, pawn promations, en passant, and
various types of draws. If you are not familiar with the
gama, turn to the back of the manual for an overview of
the rules. Additional information may be found In your

local library, which is sure to have books on the subject.

1. GETTING STARTED: THE BASICS

First, Install the Batteries

Your computer runs on 4 "AA" (AM3/RE) batteries,
Use alkaline batteries for longer battery life {up to 300
hours). Make =ure the computer is off, then insert the
batteries as shown at tha front of the manual. Switch to
GO to turn the computar on — a heap signals that the
game is ready to play. If the computar fails to respond
{static discharge may cause it to lock up), use a paper
clip or ancther sharp objecl lo press and hold in the

ACL kevy on the back of the unil for at least ona sacond.

This resets the computer.

To conserve battery power, switch off when you
interrupt your game for maore than a few minutes.

If you would rather not power vour unit with
batteries, you may purchase an optional Saitek mains
adapter from your dealer. Please use only the adapter
specifiad for use with this computer, The use of any

other adaptar invalidatas the unit's warranty.

IMPORTANT: To ansura that the computer's
mermory contents are nat lost, keap good batteriss in
your Olympiad even when you are using an adapter. If
batteries are not instalied, memory deta is fos! when
you unplug the adapiter,

Ready to Play? Here's How to Move

Follow these steps to starl a game:

a. Slide the GO/STOP switch to GO to turn the
computer on.

b. Press NEW GAME, and st up the chess pleces in
thair starting positions, with the White pleces
naarast ic you (see the Chess Rules at the back of
the manual if you ara unsure of the piece positions).
iha display shows the White King symbol,
indicating that it is White's tum to move (5 - =),

c. To make a move, lightly prass down on the piece
you want 1o move until you hear a beep. The
sensor board registers your move, and the coordi-
nate lights for thal piece start llashing. The display
window also indicates the color, the piece, and the
square that was pressed, e.g., ..de.

d. Take the piece and lightly press it down on the
squarg to which you are moving. A second beep
gounds and the computer then starts thinking abowt
its move,

MNote: At the Beginning of a game, the computer's
reply is oftan instantanecus on many levels, because it
is plaving moves which are stored in Its book apenings
library (for details, see Saction 2.7).

The Computer Makes Its Move

Whan the computer moves, it beeps and displays
its mova — showing you tha piece it is moving and the
square it wants to move to. It also tums on 2 board
lighls indicating the honzental row and vertical column
of that piece. Press the indicaled piece down gently on
the square until you hear a beep. The computer then
uses the board lights to show you where the piece
should go. Move the piece to the indicated square and
press the piece down to complete the compuler's move.

—tMﬂ-hﬁ'lﬂEW
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Hara, the computar wanis 1o move i1s pawn from E7.
First, press down o the EF pawn,
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The board fights and the display window indicale the

pawn shauld move fo £5. Press the pawn down o E5 {o
cormplete the computars move,

Watch the Computer's Progress

Whila the computer is thinking about its move, the
dizplay shows a King symbeol indicating the computer's
color an the left-nand side. The right-hand side shows
the number of moves the computer has left to search
before it actually makes its move. This number counts
down in the display, so0 it can be used as a gauge 1o
determing how far along the computer Is in its search, If
you see the display suddenly jump back up to a highar
number, this Is because the computer has changed its
mind about its line of play, and wants to search down
anagther line. After the computer has finished its search,
It beeps and displays ils move as described above.

Change Your Mind? Use Take Back!

Whenevear it is your turn o move, you may prass
TAKE BACK to lake back a move. The display window
shows the move to be taken back, and the to square of
that move is also indicated with the board lights. Press
the indicated piece down on the square, and the
compuler shows you where that piece came from.
Press the piece down on the from square to complete
the lake-back. Repeat this procedure 10 retract more
moves.

You may take back up to 6 ply In any position (one
ply is a move for elther side). You may, therefore, take
back up 10 3 moves for each side.

Game Over? Start a New Game Anytime

Wheanewver you finish a game {or if you decide to
abort your current gama) you may resel the computer 1o
start another game simply by pressing NEW GAME.
The new game sound signifies Lhat the computer is
ready for another game, using the curently set level.

IMPORTANT: Pressimg NEW GAME clcars the
current game from the comguter's memory — be careful
niot o press this key by mistake!

Too Easy or Too Hard? Change the Level!

When the computer is first turned on, it is set to
Level B2 (the display shows L - E). However, you may
choose any of the 64 different lavels describad in
Section 3.

To change the laval, simply prass LEVEL (the
' computer displays the current playing leval}. Changs
levels one at a time by pressing LEVEL repealedly. As

a shortcut, press COLOR repeatedly to skip over B
lavels at a time. When the computer displays your
desired level, press any olher kay or simply make your
next move.

2. MORE BASIC FEATURES

2.1 Indication of the Side 1o Move

Whan Black is maving, the left-hand side of the
display shows a Black King symbol. When it is White's
turn to move, a YWhite King symbo! is displayed.

2.2 Capturing and Special Moves

To capture, press down on the piece you want o
move, take the captured piece off the hoard, and press
your plece down on the sguare of the captured piece.
Captures are displayad with the 2 symbaol (e.g., 225ES).

En Passam

In an en passant caplure, the computer uses two
board lights to remind you to remove the caplured
pawn. You must press down on the captured pawn
befora removing it from the board.

MNole: When taking back an en passam move, the
computer guides you through the take-back of the move
itself, but leaves it up to you ta put the capiured pawn
back on ifs original square.

Castling

The computer automatically recognizes castling
maneuvers after the King is moved. After you have
pressed the King down on its from and to squares,
Olympiad displays the King symbol, along with OO for a
Kingside castie (or D00 for Queenside), and it indicates
the Rook with board lights. Press down on the Rook's
from and to squares to finish the move.

Note: When taking back a castiing maneuver, tho
camputar only indicates the take-back of the King's
move, and leaves it up to you to put the Rook back on
its onginal square.

Pawn Promotion
When you promate a pawn, press your pawn down on
its from square, as usual. Notice that the computar



immediately changas the displayed pawn to a Quesn —
to promote to a Queen, therefore, you need anly press
your pawn down on the to square. If you wish 1o
underpromote, first press down on the from square.
Mext, before pressing the ta square, press the Piece
Symbol key (K, X, or ) for the desired picco to enter
your promotion choice into the computer. The computer
immediately recognizes your new piece, and begins
thinking about its next move.

The computer can also promaota and underpromote,

When the computer promotes, it changes the pawn In
the display to the newly promoted piece affer you press
itz from square on the board. Enter the compuler's
move as normal. Remember to change the piece on the
board after a pawn promotion.

2.3 lllegal Moves/Wrong Moves

Kasparov Olympiad never accepts lllegal moves. If
you attempt such a move, the computer scunds a low
double beep, and the board lights and display continue
te indicale the square the piece came from. Since the
computer will not allow you to move to an illegal square,
it completely disregards that square and waits for a
legal entry. Either move that same piece to another
gquare, or press the plece back down on its from
square and move a different piece,

If you do not execute a computer move corractly,
you also hear an error beep. This indicates that you are
trying to mave the wrong piecs, or you are moving the
computers plece to the wrong square.

If you press down on a piece and the fram square
appears in the display, but you decide not to make that
move, prass down on that same square again to canceal
the input. Now make another move of your choics, If
you change your mind after entering your whola mave,
you must take the move back as described in Section 1.

2.4 Check, Mate and Draw

When a King is in check, the computer first displays
the move as usual. After the move is made, the display
shows the King and the check symbol (% - - +).

When a game ends in checkmate, the computer
displays the move as usual, and then displays the King
and the checkmate symbaol (% - - ).

The compuler recognizes draws by stalemate,
consecutive 3-fold repetition, and the 50-move rule. See
the chart below for the various draw displays. If you are
uniamiliar with these draws, refer to the Chess Rules
section at the back of this manual.

2.5 Terminating the Computer's Search

To interrupt the computer while it is thinking, press
PLAY. This farces the computer lo play the bast move i
has found so far. This feature can be very u=seiul on the
higher lavels, where the computer can lake a long time
te move, On the Infinlte Lovel, for instance, the com-
puter keaps thinking Indefinitaly until it aither linds a
mate or determines that It cannol find a mate (after
searching all possible moves up 1o 8 ply) — but you can
step ils search on this level at any time with PLAY.

Nota: On tha Mate Problem Levels, pressing PLAY
does nol cause the computer to make a move. Instead,
the computer sounds an error beep and displays & - -
lo indicate that it was intarrupted before it found a mate.
To continue your game, switch to another piaying lovel

2.6 Changing Sides with the Computer

You may change sides with the computer at any
lime by pressing PLAY when it is your turn to move.
This causas the computer to make the next move for
your side. You may change sides as often as you wish.

Note: Fressing PLAY at the beginning of a gama
cAauses the compliter to make the first move for Whita,
piaying from the top of the board (see Seclion 2.71}.

2.7 Book Openings

At the beginning of a game, Olympiad's reply is
usually instantanaous on many levels, because the
computer is playing moves which are stored in its book
apening hibrary. The computer's opening library consists
of many posilions frem grandmaster play. If the current
board position is in its opening book, the camputer
piays a response o that pasition from its collection of
moves, inslead of thinking about the move,

2.8 Thinking on the Opponent's Time

Az you play, you may notice that the computer
sometimes raplies lo your moves inslantanacusly, even
in the middle of games played on the higher levels. This
is because the computer thinks on your time, using the
timea you are contemplating your move to think ahead
and plan its strategles. It tries to anticipate the move
you ara likaly to make, then calculates its responses for
that move while you are still thinking. if it has guessed
right, there is no reason for it to keop on caleulating — it
immedialaly plays the move it has already found!

2.9 Game Memory

Y ou may inlerrupt a game al any time by switching
to STOP. Play is then suspended, and the computer
“remembers” the current position for up to 2 years (with
Iresh alkaline batteries). When you switch on again, the
computer is ready to resume your game. To conserve
battery power, you shauld swilch off when you interrupt
your game for more than a few minutes.

Note: If you switch off while the computar is
thinking, when you switch back on, the computear will
continue its search for that move.

2.10 Non Auto Mode

MNormally, ihe computer automatically answers with
a countermove whenever you enter a move. If you use
Mon Auto Mode, howaver, you can enter any number of
moves one by one, withoul allowing the computer to
answer. This feature can be used to enter a series of
moves for both sides or 1o replay a game to a cortain



if you slide the switch between Ni-Cd and
REGULAR while batteries are in place, the
Eco Charger will sound a warning tone until
the batteries are removed.

Note: Make sure that the setting of this
switch is correct: the Eco Charger treats
Ni-Cd/Ni-MHs and alkaline batteries
differently. If batteries have been
recharged with the wrong switch setting
or the wrong battery size, it may not be
possible in future to regain full
performance from the batteries or
freshen them up.

Result with Ni-Cd/Ni-MHs:
They can last for many more discharge
cycles.

Result with Alkaline Batteries:

Freshened up to a certain level, which

will however diminish in the course of
| time. They can no longer store 100% of
original energy after being used and
recharged. It is best to freshen up
alkaline batteries as often as possible,
aven if they are almost new, for the
greatest possible battery life.

1.9 Hear a Warning Tone During
Recharging?, Here’s Why!
With some batteries, it is only during
recharging that the Eco Charger establishes
that they can't be safely or adequatsly
recharged. When this happens, the Eco
Charger interrupts the recharging process,
displays the (% warning symbol and sounds
the warning tons. Dispose of the faulty
batteries.

1.10 Recharging’s Finished!

When a battery is fully recharged, the Eco
Charger automatically stops the charging
process, and the Charged Battery symbol ()
is displayed around the battery symbol for the
fully charged battery. Simply remove that
battery from the unit and it's ready for use!

You can now use the recharged batteries, or
to avoid mistaking them for empty batteries,
store them in the rear compartment.

Tip: alkaline batteries lose some of their
energy in storage (even in shops). You
can get the best performance from them
by freshening them up again in the Eco
Charger before using them again.

1.11 Switching off the Eco Charger.
First remove all the batteries from the Eco
Charger. This maintains the longest possible
battery life after recharging, and the Eco
Charger is safe from battery leakages or
defects. Next, disconnect the AC adapter
from the jack, then from the wall socket.




position. I also allaws you {o play apainst another
parson, with ihe computer acling as referee.

To anter Non Auto Mode, prass NON AUTO (the
display brisfly shows n~H). To exit Non Auto Mode and
return to normal play at any time, press NON AUTO
again (the display briefly shows Auk).

Note: When playing against another person, if you
wani to know whal the computer would do in a certain
position, press PLAY and Oiympiad will make the next
move. After it has made its mova, Non Auio Mode will
remain in effect, and you can continue your garne.

mmmnnagdmmr
= Play through master games: Prmpmmgutma
wiet's analyels of ary position.

m;w&hmlmmwm :
ps mmdmmlmﬂlméﬂh1m

2.1 Playing Black from the Bottom of the Board

You may want to depart from the usual standard
and play the Black pisces from the boltom of the board,
letting the computer play White from the top. To do this,
press NEW GAME and then PLAY, The computer
reverses sides and makas the first move for White from
the top of the beard. The following diagram shows the
Initlal piece sel-up when Black plays from the boltom.
MNotice, In particular, that the Kings and Quaens are
posilloned differently in this set-up.

Note: When vou play Black frorm the batfom, the
move notation is automatically reversed in the display.

HGFEUDGCHRBA

ENLVURIE
BAAAALAL

w o= o B W R =

AAAAAAAL
Ea2wieax

Board set-up with Black af the bolfom

3. LEVELS OF SKILL

Kasparov Olympiad has 64 playing levels, including
levels for casual play, levels for problem solving, and
evan spacial lavels for beginners. When you set the
playing leval, keep in mind that when the computer has
more time to think aboul its moves, It becomes stronger
and plays better — just like a human chess player!

Setting a Playing Level

Press LEVEL, and the computer beaps. shows the
current level in the display, and tumns on the board lights
corresponding to that playing level. As an example,
when the computer s first turned on, it is avtomatically
set on Level B2, and the display shows L - 2E. Change
the levels one at a time by repeatedly pressing LEVEL.
Ag a shortcut, press COLOR repealedly to skip over 8
levels at a time. When the computer displays your
dasired level, press any other key or simply make your
naxt move.

3.1 Normal Playing Levels

The first 39 levels are the normal playing lavels,
They are basically divided into 8 groups, with each level
corresponding to a board square:

LEVEL/SQUARE DISPLAY LEVEL/'SOUARE DISPLAY
Level A1 ... L- IA LevelC5 ... L-5A
Leval A2 ... = Ik Level C6 ....... L=-5Sk
Laval A3 ... L =le Level C7 ... L-5¢c
Leval A4 ... L-id LevelC8 .......L-5d
Leval AS ... L= IE Level D1 ......L-5E

Level D2 ....... L~EBR
Level D3 .......L~Bh
Level D4 ....... L-Br
Level D5 .......L -Bd
Level D6 ....... L-BE

Leval 37 ....... L-"1R
Level D& ...... L=k

Level AR i L-2c
Level B ......L-2d
Leval B2 ......L-2E

Level B3 ... L-3R
Level B4 ....... L-3db

Level BS ...... .L=3c Leval ET1 ...... L=e
Level B6 ...... .L-3d Leval E2 ... L-"d
Level B7 ...... .L-3E Level E3 ... L=

Laval E4 ... L-8AR
Leval ES ....... L-Bb
Lavel EG ....... L-HBe
Level E7 ....... L -Bd

Level BB ... L-4R

Level C1 ... .L-H4b

Level 52 ... L-He

Level C3 ....... L-Hd

Lovel C4 ... +-HE

For each of thasa lavals, the number shown in the
display corresponds to the search depth, and the letter
corresponds lo the search variation, As an example,
Level A2 displays az L = |h. The |indicates that the
computer will look ahead 1 ply on this level {a ply is a
move for sach side, or & hall-move); the b indicates that
it will not consider many moves {only very basic movas,
promotions and recaptures). This level, therefore, would
be a very good one for beginning players. These lavels
get progressively stronger as the numbers get larger,
and within each group the computer considers more
and more moves as the ietters go from H 1o E.

3.2 Infinite Level|
LEVEL/SQUARE DISPLAY
Laval BB ...........coconnvens L-1n
On the Infinite Level, the computer searches
indefinilely, umil it gither finds a forced mate or until it
has saarched all possible moves up to 8 ply and cannaot

EMGLISH



find a mate. You can also terminale ils search at any
time by pressing PLAY. If the search is halted, the
compuler makes the move it considers best at that
moment. One very Interesting way 1o use this level is to
hava the computer analyze complicated positions for
hours or sven days!

3.3 Fixed Depth Levals

LEVEL/SQUARE DISPLAY
Lavel F1 ..o e L=-d?
Laval P2 ........comeenianens L-dE
Lavel P3 ..o L-d3
Level F4 ........ccociniene L-dH
Level FS ..o ereeees L-dS
Level FB o....o.ocovivranenn L-db
Level FT oo, L-d7

On the Fixed Depth levels, the computar's search
depth is limited to the number of moves corresponding
ta the currently set level. As you cycle through the
leveals, the computer displays L - dn for each leval, with
n raprasanting the search depth for that particular level.
In #ach case, n aquals the number of ply (half-moves)
the computer will look ahaad on that level. For example,
on Level F1, the computer searches 1o a depth of 1 ply
{L=d 1), and thus only looks ahead 1 move. On this
level, therelore, it will oiten overlook a mate in one. This
produces weaker play, and thus gives beginners and
average players a better chance of winning.

3.4 Puzzie Lavel
LEVEL/SQUARE DISPLAY
Laval FB .........ccovcven, L-Pu
The Puzzle Level is used for sclving “mate or a
large win of materlal” problems. Here, the computer
looks for the shortest forced win of 2 pawns or more. In
order to display a solutlon, the computer must see & win
of anough material to be 2 pawns better than even, in
addition to 2 pawns better than the current position. If il
finds such a solution, the move Is displayed. If it
reaches its search dapth limil without finding a solution,
it sounds an error beep. Change levels 1o continue play.

3.5 Fun Levels

LEVEL/SQUARE DISPLAY
Level G1......ocveenriarens L=F I
Leval G2......ooceeveennn, L=F¢Z
Lavel G3....ocoovrrrn L=F3
Lavel G4, .....ccoccviiiinn L-FM
Level G5, L-F§
Level G L-Fh
Laval B7 ..o L=-F1
Lovel GB..vevieei, L=-FBH

Kasparov Olympiad has B unique “Fun Levels”
especially for beginners and young players. These
levels allow those who might otharwise never win a
game of chess to come up on the winning side for a
change! On the Fun Levels, Olympiad is much more
"human” than most chess computers — it gives
everyone a chance to win, in a world where chaess
machines are typically relentless and oflen difficult to
baal, Although the general consensus seems to be thal
computers never make mistakes, on the Fun Lavals,
this computer actually does!

Various handicaps are built into the Fun Lavels,
demensiraling different types of common mistakes

made by beginners. Chess books often advise of basic
rules — waming not to give away material, not to bring
the GQueen out foo early, and advising the developmant
of pieces before starting an attack. Yet players see their
npponents breaking these rules and getting away with
it! Tha Fun Levels provide a way of practicing the
punishmenl of these typical mistakes — thus enabling
the baginner to sirenginen his game against the human
cpponents he is likely 1o lace.

Even afler a player has mastered the Fun Levels,
they can still be a valuable training tool. A game can be
started on a Fun Level, for example, and, when the
computer makes a bad move, the player can switch to a
normal level and try to convert his advantage to a win,
playing against the stiffer opposition of a higher lavel,

Fun Level G1 (L -F 1) is the weakest leval. On this
level, the value of material is set so that the computer
will not only "hang” pieces (leave pieces unguardad),
bul will also actually try to lose material, Walching the
computer throw away its Queen would not even be
uncammaon on this levell Levels G2, G3, and G4 are
similar to G1 in that thay also give away material, but
they do not do it a= consistently. They progressively
start to consider material worth more and more, and
Level G4 only gives pisces away occasionally.

On Levels GS through GB8, Olympilad does not
actually give away matarial — these levals play more
like & beginner who has learned the basics of the game,
and they get progressively smarter whan it comes 1o
material. On these levels, the computer will make
mistakes like bringing oul the Queean too early in the
game, leaving pieces unguarded, and opening itself up
to check and checkmate threata. Thersfore, although
these 4 levels may be “smarter” than Lhe first 4, thay are
still very much *fun” lovels that will give the beginner an
apporturity 1o win some games.

3.6 Handicap Levels

LEVEL'SQUARE DISPLAY
Level HY ... L-H1
Level H2......... oo L-HZ
Lavel HA..........ccocvinee. L-H3
Level Ha ........ccocvcemiess L-HY

The Handicap Levels are meant spacifically for
navice players. On these levels, Lhe computer restricts
its search so that it deliberalely plays & weaker gama.
On the Handicap levels, the computer plays almost
instantaneously on ¢ach move — this prevents the
computer from using Its full power. Level H1 is the
aasiest, and the computer's playing strength increases
gradually up through Level H4.

3.7 Mate Problem Levels

LEVEL/SOUARE DISPLAY
Lavael HS ..o eecevenases L-PIi
Loval HB ........cccocvennes L=-P¢2
Laval HT .o L-P3
LavalHB...........c.ccuiee L-PY

If you have a positicn where there may be a mata
and you want the computer to find it, set the computer
to one of the Mate Problem Levels, Kasparov Qlympiad
will search for the shortest possible solution to mate
problems, and can solve mates in up 10 4 moves {on
Level HB). If there is no mate present or the computer
cannel find a mata, it will sound the emmor becp. Change
levels o return to normal play.
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4. COACH LEVELS

Olyrmpiad has 3 coach levels which are accessed
by repaatedily pressing COACH LEVEL,

4.1 Coach Level G: Normal Game

When you first turn the computer on, it is initially set
to Coach Level G (for Game). Confirm this by pressing
COQACH LEVEL - the display shows [ ad and board
light G tumns on bricfly. On Coach Level G, you basicaliy
play a narmal game, with beeps sounding when moves
are made and when pleces or keys are pressed.

4.2 Coach Level H: Silent Game

Press COACH LEVEL a sacond time for Coach
Level H {for Hush}, and light H turns on briafly. On this
level, the computer remains completely silant during the
game. When playing without sound, be sura to watch
the lights and display carefully during the gama.

4.2 Coach Level F: Full Coach Level

Prass COACH LEVEL once again for Coach Levet
F {for Full Coach) — board light F will turm on briefly.
Coach Level F is a special level which encourages the
beginner to improve his chassplaying skills and his
understanding of the game. On the Full Coach Level,
the computer sounds the normal game beeps, but also
gives you imporant additional help during the gama:

+ During the opening, the compuler warms you when
you play a move that it does not know, i.e., a move
that is not in its opening book (see Section 2.7 for
detalls an the opening book). It gives you this
waming by sounding three low beeps, displaying
oob {"out of book"), and not making a countermove.
Al this point, you can press TAKE BACK to take
your move back and Iry another mave, or you can
simply press PLAY to force the computer to move
and continue the game in the normal manner,

The computer indicates the point where the opening
book line ends by displaying oab and sounding a
geries of high beeps aftar il makas the last book
move. To continue, simply make your next move, or
press PLAY 1o makea the computer mova.,

When one of your pieces is in danger, i.e., it is being
attacked by a lesser valued piecs, the computer
sounds a series of waming beeps aftar ils move. It
also displays the piece in danger {e.g., " EHE ifa

White Bishop is being threatened) and flashes tha
squarg of that piece for several seconds. You can
continue the game by making your nexl move, or
take back your tast move and make another ons.
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5. VERIFYING/SETTING UP POSITIONS

5.1 Veritying Board Positions

If you should knock over the chess pieces or if you
think the board position is Incorrect, you can have the
compuler verity all piece locations for vou. When it is
your turn, press cne of the Pisce Symbol keys [, W,
X, b, 4, ord). Tha computer uses the board lights and
display window ta show you whera the first plece of that
type is focated on the board. The board lights indicate
the square, and the display shows the piece symbol and
square designation. Press the same Piece Symbal key
again to see tne location of the next piece of that same
lype. Cycle through all the pieces of the curmant side to
move in this manner. When there are no more pieces of
that type, you hear a double beep, the board lighls go
out, and only the piece symbol remains in the display
(e.g.. - -). To verify another color's pieces of thal
type, first press COLOR to switch colors. Then press
the Piece Symbal key as described above to verify the
pieces. Repaat the same procedurs using the other
Fiaca Symbol keys, verifying the antire board if desired.
To return 1o normal play, make your next move or press
any kay {other than COLOR or a Plece Symbal key).
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5.2 Changing and Setting Up Positions
Kasparov Clympiad ats you aasily sel up or modify
any position. You can sel up special positions to play
from or problems you would like the computer to solve,
Press SET UP 1o enter Set Up Mode, and the
display shaws - - . You may change or set up & board
position at any time during a game, whenever it is your
turn o move. After you have set up the desired position,
press SET UP once maore to exit Set Up Mode.
+ Toremove a plece from the board, press the
piece down gantly an Its square and remove the




pirce. Notice that the display indicates the plece

type and color, and tha piece location. The board

lights for that square also flash to show that the
square i1s now empty.

+ To move a plece from one square to another,
press the piece down on ilz original square, pick it
up, and then press il down on the new square. As
you do this, the board lights for the respectiva
squares will flash whean the piece is removed, and
turn on steadily when the piece is added.

* To add a piece to the board, first press the Piece
Symbol key for that piece (', ¥, X, &, & or &).
Maka sure the display window shows the correct
color for the piece you wish to add. If not, press
COLOR to change the colar. When the display
shows the correct piece type and color, place that
piece on the desired square and press down gently,
The board lights for that square come on steadily to
confinm that you have added a pisce. To add
anather piece of lhe same type, simply press down
on another square. To add a difterant piece, prass
a different Piece Symbol key and foligw the samae
steps as above.

* To clear the board, press TAKE BACK while in
Set Up Mode. The display shows LL e briefly, and
the computer automatically clears the inlernal
chesshoard. You may then add pieces as described
above. Note: This featuro can came in very handy if
you want to set up a special position which contains
anly a few pieces, where if would be much easier to
start out with an empty board.

* Once you have changed the board position as
described above, make sure that the color symbol
in the display is showing the correct color of the
side to move next. Press COLOR if you need to
change the color.

* Prass SET UP to exit Set Up Mode.

Note: Any legal position may ba saf up using the
above procedures. The computer will not permit you to
set up an iflegal position, sueh as one where there are
mare than the prescribed number of piacas for a normal
game, or where a King is in check. In such a casa, {1
will show briefly in the display and you wilf not be able
to leave Set Up Mode until you change the position.

CAUTION: All previous moves in the curren! gama
will be erased from the computer’s memory if you make
changes to the position during a game.
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6. GAME INFORMATION

In a normal game of chess, you would never ask
your apponent whal move he was thinking aboul, nor
would you gquestion him as to how he would evaluate
the current position. When playing against this chess
computer, however, you ¢an do just that! Upon request,
1 will show you the move it Is currently considering, ils
evalualion of the current position, and the depth of its
search. Sludying this information can help you leam
maore about chess.

6.1 Position Evaluation

You may ask the computer for its evaluation of the
cument board position by pressing EVALUATION
whenaver the computer is thinking. The display shows
the King symbol for the side lo move, along with "E” tor
Evaluation, and a rating {Irom —99 1o 99), s.g. £E-25,
The rating is based on a pawn being worth about 10
points, and a positive value means thal While has the
advantage. If the rating exceeds +99 or 99, the
computer still displays +99 or -99, as appropriale.

When the computer makes its move, the display
retums to normal automatically, showing the computer's
mave. To return to the normal display while the com-
puter is stifll thinking, press EVALUATION again.

Note: On the Mate Problem Lavels, the computor
will not ghva an evaluation of the pesition; instead, it
displays the symbol for the side fo move, g, *E--.

6.2 Search Depth and Current Move

While the computer is thinking, you may prass
DISPLAY MOVE lo zee the search depth and the move
the computer is currently considering. The display
shows the depth (e.g., d -2 = depth of 2 half-moves),
while the compuler's move is indicaled with flashing
board lights. The coordinate lights flash alternately for
the from and to squares. Watch carefully, and you may
sea the computer change its mind about & move!

When the computer makes its next move, the
dizplay returns to normal aulomatically, showing the
computer's move. To cancel this feature while the
computer is still thinking, press DISPLAY MOVE again.

Note: On the Mate Problem Levels, the computer
wili not show the mave it is thinking about.
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6.3 Move Suggestions

If you would like advice on any particular maove, you
can have the computer show you what it would do in
that pasition. Ta do this, press PLAY when it is your

turm to maove, and the computer will make the next move

for you. If you want 10 accept this move as your awn,
conlinue the game by pressing PLAY once more so the
computar will make its next move. If you do not want to




accept the compuler's move as your own, prass TAKE
BACK to retract the computer's move, and then make a
move of yaur awn.

7. BUILT-IN STUDY POSITIONS

Using the Study Pasitions

Your Kasparov Qlympiad has 8 bullt-in study
pasitions which you can try to solve with its help. These
study positions are meant to antertain you and improve
your knowledge of chess. Once you have chosen a
position, study it carefully and try to find the correct
maves for White. In each case, the computar knows the
principal lines of atlack as analyzed by the mastars, and
it will hela you to solve the study position.

MNote: For the board diagrams corresponding to
each of the Study Positions, see Section 7.2,

Press STUDIES to select the first position, and tha
display shows Sk 1. The first board position has now
bean loaded into the computer's memory. When using
the study positions, the computer is automatically set 1o
Level B7 {L - JE), and the Full Coach Level is selected.

Prassing STUDIES repeatedly cycles through all of
the study positions. Each lime STUDIES is pressed, the
computer makes the new game sound, since it sels up
a new board for each study position.

Once you have chosen a position, start playing by
entering the move you think is bast for White. If your
move is not in the cornputer's "solution library” you will
hear a series of low beeps and sea cob in the display
{indicating that your move is “out of baok™), and the
computer will not play a countermove. Use TAKE
BACK to retract this mave and lry anothear one. Whan
you play the correct move, the compuler will reply
instantly with the best defense for Black. If you cannot
find the soluticn yoursell, press PLAY and the computar
will show you how White should play.

7.1 Dascriptions of the Study Positions

This section describes the 8 built-in study positions,
and gives you hints for solving each of them. For the
corresponding board diagrams, sea Saclion 7.2,

Note: If you prefar lo salve the studies without any
assistance, do not read the hints in this seclion. Instead,
simply select the positions as described atave, study
the board diagrams in Sectfon 7.2, and try to solve the
studies on your own. The computer wilt wam you whan
YOu ara wrong.

Study Position 1

White to play and win. You rmay be skillful enough to
reduce your opponant to a bare King, but do you know
how to put him away? The White King and Rook must
work together to trap the Black King in a corer. If White
plays parfectly, he can mate in 8 moves.

Study Position 2

White to play and win. In order to shepherd his pawn
to its Queening square, the White King must first gain
the “opposition”. Advanced players know this concapt
by hean: I 2 Kings are facing each olher on the same
file or rank with only one empty square belween them,
then the player without the move is said lo have the
opposition. Gaining the opposition is almosl always an

1

advantage in pawn endgames, since |t allows one lo
gain tarritory and penatrate the ¢nemy position.

Study Position 3

White to play and draw. Knowledge of Position 2
should help you understand the drawing method hera.
White, who Is in grave danger of losing, must play a
surprising mave 1o deprive Black of the opposition and
hold him to a draw.

Study Position 4

White to play and win. Some laclical themes ocour
frequently and belong to the arsenal of all good playars,
This position ilustrates the "skewer”. Black must not
maowve his King to the 6th rank — otherwise, White would
check with the Rook, promoete his a-pawn, and win guite
aasily. Black's King and Rook are forced into a fatal
finsup along the Tth rank, after which While uses a
deadly skewer 1o win the Black Rook. Without an
awarenass of this factic, White could not win the game,
despite his 3-pawn advantage!

Study Position 5

White to play and win. In this position taken from a
game Capablanca-Tancrow, New York, 1910, the White
Clueen ie attacked by the Black Bishop on ES. The
legandary Capablanca, who was World Champion from
1821 to 1827, took just a few brilliant moves to dispose
of his opponent. Can you find them?

Study Positlon 6

White to pilay and win. Some chess games become
classics, enfoyed and admired as works of an by
successive generations of players. This game between
the American genius Paul Morphy and the Duke of
Brunswick is reputed 1o have taken place during an
cpera! Evan after you have found the correct attack,
you should play through the position a number of times,
since the computer will try different defenses for Black.

Study Position 7

White to play and win. This position was taken from a
game Alekhine-Griinfeld, Carlsbad, 1923 {with the
colors reversed), which “some competent critics have
considered the finest ever played,” according to
Grandmaster Reuben Fine. Here, too, the computer will
defend the position in different ways, 5o you should play
through the position a number of limes.

Study Position 8

White to play and win. This position illustrates the
dream of every chess player. It is taken from the game
Adams-Torre, Naw Oreans, 1920, and it contains a
series of astonishing sacrifices of great beauty and
originality. White could give a "pack-rank mate” if
Sguare EB were not so well protected. So he attempts
t¢ divert the Black Quean ar the Black Rook on CB from
their defense of this square. If you do not understand
the moves the computer plays for Black, try playing
other moves againat the compuler. Selact Posilion 8,
press PLAY, make a different Black defensive mova
{the computer will complainl}, and press PLAY again.
You will s0on realize why Black was 50 cautious!
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8. TECHNICAL DETAILS

8.1 The ACL Kay

Computars sometimas “lock up” due to static
discharge ar uther electrical disturhances. If this ocours,
take out the batleries and use a pin or anolher sharp
object 1o press in the ACL key on the bottom of the unil
for at least one second. This resets the computer and
clears its mamory.

8.2 Care and Maintenance

Your computer is a precision electronic device, and
should not be subjected to rough handling or exposed
to extremea temperatures or moisture. Do not use
chemical agents to clean the set, as these may damage
the plastic.

8.3 Technical Specifications

Procossor Specd:
Frogram Memory:
RAM Mamary:
Kays:

LED Lamps:

LCD Display:
Sound:

Current:
Ballenies:

Battery Lifie.

Maings Adapter (optional):

Dimensions:
Weight:

Do not use rechargeable batteries,

2 MHz (internal)
7740 bytes ROM
176G bytas

i7

16

Viewing araa 46 x 18.5mm
Piezo-electric buzzer

20mA maximum

4 AA cells (AMARE)

300 hours (with new alkalings)
ay DG at 300 mA

30.5 % 23 £ 2.5cm

1.5k

=
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Saltek rasarvas tha right fo maxe lechnical changes
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12




TROUBLESHOQTING GUIDE

SYMPTCMS

POS3IBLE CAUSES

ACTION TO TAKE

1. The computar
doag not react,
behaves
erratically, or
“freezes” during &
game,

Batteres nol inserted propariy.

Sen Instructions for installing battardas in Saction 1

Batteries weak ar bad,

Replace the batlenes {see Sechion 1),

Stelic discharge or an electrical cisturbance has
causad the compiter to ok un.

Prazs in tha ACL key (see Saction B.1)

2. The LCD display
ig diflicull ko read.

LD Cantrast Stider not adjusied correctly, or
batleries wesk.

Adjust LECD contrast; if dimness persists, replace
baflaries.

3. The computar will
not play a move,

You are in Non Auto Mods, where the computor doos
nod answar your moves aulomeaicaty.

Pross NON AUTO 10 return 0 normal game play
dapainsi the computer {see Section 2.10).

You may be on & level which causes the compidar fo
think for & tong time (2.g., Infinite or Male Probiom
Lovets).

Yol may intarrupt the computer's thougnt process
and foroe it 1o make a move, if desired, by pressing
PLAY.

You are on Coach Leval F and hava made a mova
that is not in the opsning book,

Prass PLAY to continua, or press TAKE BACK
and make a different move (302 Section & for
Coach Levels),

You are playing through a siudy position and have
mada an incoract move,

Press PLAY to continue, or press TAKE BACK
and make a different move (300 Section 7 for
Sludy Positions).,

4, Tne compular will

nat accapt your
move.

1= it your furm? (Check the King symbol in the dispiay)
Is your King in chack? Will your move put your King
Inte check? Ao wou Iing 1o casille incorrectly? Did
you mowve the Aook firs! when casiling? Are you Irying
to move to an egal squara?

Make sure you are familiar with the chess rules,
Use the Piece Symbel keys o verify boand position
{see Seclion 5.1), use TAKE BACK o reconstruct
the last move.

The computar is thinkmg (its King symbol is i the
cizplay,

To interrupl the computer's thinking, press PLAY.

You have not enterad the computers last move
comgctly — you have pressed down on he incorrect
from or lo square.

Check the display for the computer’s mowve, and
press the indicaled square 1o comalele the
computers move.

f. Tha computar

seems 1o be
making illegeal
MCVES.

The computer has mads a special move, such as an
an passant capglure, casiing, or a pawn promolion or
underpromokion.

Roview the chess ules. Verify the boand position
d% described in Seclion 3.7, use TAKE BACK to
reconstiruct {the last move,

Your bogard position is naf comect {pieces have boon
moved).

Verity the board position (sec Section 5.1},

The batteries are runring out.

Replace the hattarlas.

6. The computer
makes instanl or
irraticral moves.

The computer may be set on ong of the fawes!
Beginner or Handicap Levels, where it moves veny
guickly and plays weaker than normal becausa jis
saarch depth is fmitad.

Press LEVEL to check which level is currenily
zelacted [see Section 3).

The computer may be sel on one of the Fun Levels,
whare it oftan makes cammon chess misiakes so tha
baginmer may study tham and laam from thermn

Prezs LEVEL to see which level iz selected. If you
see any af the L -F { through L - FH displays, you
are on a Fun Level (see Section 3.5). Pross
LEVEL 1o change levels, il desined,

7. The computer is
silant.

Coach Level H is setl.

To lurn the beap sourwls back on, switch to
another Coach Level (see Section 4).

B A board light is Defective compornent or conlact, Consult your Kasparov Saervice Center
out,
. The computer Wrang adapler pe, incorrect voltage rating, or Check with your authoarized dealer. Use the Saitek
does nol work dafactive adapter. recommended adapter only.
wilh oplicnal
acaplar,
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Kurzanleitung fir den schnellen
Einstieg

Um safan alna Partie zu spiclen, ¢hne vorher das gesamie Handbuzh
zu lesen, brauchen Sie nur den Anweisungen in dieser Kurzanlaitung
zu folgen!

Lagan Sie 4 “AA" Batlarien des )
Type AMI/RE in den Computer

gin und achten dabei auf dic & JH n [I
korrakie Podaritat, dy

AAAMI/RE

schallan den Compuler ein,
Fallz der Compuiter nichi
reagier, dricken Sle Sle ACL-
Taste wie in Abschnitf 1
baschreben.

2 Crilckan Sie auf G0 and

Stellan Sie die Schachfiguron
in der Grundstallung auf,
wobel Weild auf Ihrar Seite
sleht. Vergezsan Sie nicht,

mit den flachen,
magnebschen Schach-
platichen cu spielen, wenn Sis
auf Relson sindl

Driickan Sla NEW GAME um
den Computar fiir aine neuc
Parlig ginzustellan.

Gaban Sie Zige ein, indem
Bie sio auf dem Brett
ausfuhren. Dabe) dricken Sie
dia Figuren boi jedem Zuyg
labcht auf das Ausgangs- und
Zielfald ar.

Der Gegenzug des Computers
erscheint auf der Anzeige
Zussatzlich leuchton zwe
Randigmpahan auf, die Ihnen
die vertikala Spalte und
horizontale Zella dar zu
ciehendan Figur anzaigan.
Dricken Sie dia vomn
Compuler angezeigte Figur
leicht auf Ihr Ausgangs- und
Zietteld an, urm den Fug
abzuschliofian,

Fidhren Siz lhran néchsten Zug wie baschrishan aus. Schalten Sic
auf STOP, wenn Sig den Computer abschalien méchtan. Viel
Spail bai lhrer Fartic!
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