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New Game Press "New Game" button. A new game ~inl, all 
Ple~s rever! back to 5tanlOg OOlitlon. Chessmate plaV! 
black. YOu play White. The difficulty grlde st.nds at 4. 
Both Chess timers are stoPped and returned to O. 

Change of Colours If you want to play blaCk. press "H", and .her that 
"Enter". The light diodes show now th,1t Chessmate plavs White. 

If you wanr to play White, press "A", and .fter Ih.1 
·'Enter". The light diodes show now that Cncssmate 
plays blade. It is POuible at any time during the game _ 
unless Chessmate is just thinking _ to Chanlll! coloull. 

MOYe of a Piece The Chessm.le speci., chessboard is marked in the inter. 
nationer "gebraic chen notation. The letters A _ H mark 
the files from left to right. the numbers T _ 8 m.rk the 
ranks from below to the top. The vmite pieces .'w.ys 
stand on Ihe first and seCOnd ranks, the black Pieces erw .... s 
on the seventh and eighth ranks. The illustration on the 
lasl page serves only for YOur orrent.tlon. Chess.mlle 
holds the POSitrons on the chenbo.rd in Its own memory. 

To move a piece. enter the "from" SQu.re, first the leiter 
for the (vertIC.1j file. then the number for the (hoflzont.1) 
tlnk. Then the "to" squ,re, agam fltst the file, then the 
tlnk. On the disPI.y your move should now.ppelt. " it IS 

not correct,. Pless "Clear", .nd start entering the move 
again. When the move ~pe..,.s correct on the d'SPI.y. 
press " Enter". Chessm.te will check now whether YOur 
mCWe is according to the rules. If it is v.,id, it will aoc:ept 
the move .nd "art considermg its own move. ShOUld 
YOUr move not be- valid, Ch.ssm.te will give the mlSta~e 
S
r
9",,/ and show two question marks on the drlp/.y. 



To switch to the checking mode. cress "8". then ·'Enter"" . 
Cheumlte will show in I speclll form all pieces. A 
hyphen in the digital display all the way to the left 
indical" thlt the figure shown belongs to you. If the 
digital field III the way to the left remains empty or 
unl9'lted. thiS melns that one of Chesunate's figures is 
being shown. In the second digltll field from the left 
Ippears I figure which indicates the type of the figure 
>hown. 

Symbols fOf the types: 1 
2 
3 
5>-
8 
9 -

.-. 
kntght 
bishop 

""'. queen 
king 

The two digital fields on the right show the position of 
the respectrve pteOl an the chessboard. If the two diglUli 
fields on thl right remam empty, the piece shown has 
already been removed from the chessboard. To display 
the next piece, pre" "Enter". o,eumate Will show first 
your pawns. then the bishop'- kn.ghts, rooks, queen. and 
kmg. After thlt Olesmate Will show in the same sequence 
its own Pieces. 

In OI'der to get out of the checking mode, you have to 
go through the pos.tlON of III p*-, by pressing repeatedly 
"Enter". You hl'le left the chacking mode, when the 
display shows four dashes. 

With th, key "Clelr" a petce may be remoyed from ~ 
cheubolrd. In the checking mode go through IU the 
PiecH with the " Entlltr" key, untIl you rnch the piece 
in QUillian. When thlt p.ece is Indiated, press "CJear", 
then " Enter". With "Enter" you can proceed to the nut 
piece, or get out 01 the checking mode. 

In the checking mode it is also possible to bring I piece 
into I new POSition. When the piece in question is indicated 
an the diSpllY, enter the re'PICuve new positIOn by press' 
ing the keys IOf letter Ind piece of the new POSition. MIS' 
Ulkes may be corrected by repeatedly entering the new 
POSition, until the display is correct. Finally, go throu\tl 
the remaining PieceS With the help of the " Enter" key. 

In the checking mode. chess problems or a change of 
the chessboard are also possible. 

Checkinv the 
O1essboard 



Openings 
Chessmate contains a collection of 32 flmiliar chet.\ 
openings. Out of th!$e it chooses one "at random and 
tries to follow it for- 16 moves. After Oleumat. has 
left the opening text. the recall of the ch@$s timers 
indicates that it is thinking. 
Here is a hst of the openings. 

1. Bishops' game 
2. Central game 
3. Nordic gambit 
4. 4 Knights' game 
5. GItJOCO Piano 
6. Spanish Party IBerlin defence) 
7. Accepted ladV's gambit 
8. Birds opening 
9. Russian defence 

10 Spanish Party ISteiMz defence) 
11 . Spanish Party lexchange variation) 
12. ScOttish opening 
13. 2 Knights' defence 
14. AIJ~in defence 
15. CarO·kann defence 
16. French defence 
17. Nimzowitsch defenu 
18. Sicihan 
19. CloRd Sicilian 
20. Catalonian opentng 
21. Manhattan v ... iation 
22. Slavic defence 
23. T,rr,sch defence 
24 BenonI defence 
25. Dutch 
26. King's Indian 
27. ~y's Indian 
28. EngliSh opening 
29. Rlli system 
30. Sicili'n attack 
31 Spanish Party 
32. Nimzo-Ind,an defence 
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To check 'Chessma te's current skill level, preu "F", then 
"Enter". Chessmu. will show in the left field of the display 
the leuer F, in the right field • num~ 'rom 1 to 8. The 
number indicates the in tensity of pl.y or skill/eve!. 

The range: 1 - unsuspecting 
2 - begInner 
3- ..... 
4 - nerlge 
5 - • IInl. better 
6 - good 
7 - Strong 
8 - heavy 

• 
If you want to chlllge the sklillnel, enter: F "skilll~I" "Enter ' 

Skill In'l 

"Game moves" forces Chessrnate to move. To make Gam. Mons 
Cheumate mov., press "G", then " Enter". O\es.smate 
starts to thmk .bout Its movt. 

Use "Game moves" In the fOllowing cases: 

1. If ChftsrTUll. plays wtllle. It will have to star-to By 
us'"9 "c;,me moVfl", you chaUenge Chessmate to mo ... 

2. If YOU want to skip • mon, you m.ake Ches~te 
move OUt of tUfn WIth "Game Moves" 

3. If you want O\essmate to make a move for you, 
Chif1ge lhe colours .nd use "Game Moves". 

Olnsmate has .utom.at,c ll1nen fOr bl.ck and white. Reatl of 

o.lHt Timers To (!!Call the tlm~s. press "0", then "Entar" Cheumilte 
shows in the 'eh digital d'lplav the limer lor "It'll Ie. in 
the right one the timer for bllCk The 'Imers IndlQte 
how many m,nutes tOtaliv the plavtf's required :0 move. 
Ahef 60 mInutes the tuners revert to 00 minutes. 
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StoPPing the 
Timers 

Both timers may be stopped at any I,me puring the !Mme. 
Press "E", then "Enter". Now Chelsmate stops both 
timers. To (e·Slart the timers, enter a move Or a function. 

Chessmale can also be used as an electron.c chess timer. 
To effecl the chess t.mer mode, press "C", then "Enter", 
Chessmate W111 show on the dig'tal display four zeros. 
In the left f.rid the t.me of wh.te w.1I appear, In the r'ght 
one the t.me of black. Both timers nand st.lI. To start 
a game. black. has to preSJ "H". Th.s w.1I start the tuner 
for wh+te. After wh.te has moiled, he will Pff5S "A". 
Th.s WIll nop the t.mer fOf wh.te. and start the IIIn., 
for black. Black presses after his move "H". This sequence 
is adher~ to throughout the game. Chessmate w.1I show 
the tune,", throughout the game. Both t,"'left rT\IIy be 
stopped by pressing "E". 'Mlen using Chessmale as tImer 
only, only the keys "A", "H" and "e" are used. Using 
any 01 the other keys, Olessmate will be thrOWn out 
of the chess t.mer mode. 

Castling You can castle by moving your king two squares 10 the 
right or to the left. This is the only case when the king 
may move two squares. Chessmate will move YOOr rook 
for you on his internal chessboard. 00 your chessboard 
you have to move the rook. 

When Chenmate effects a Castling. It Will move Its rook 
two squares to the right or to the left. It auumes that 
you Will move IU rook on your chessboard. 

Cheumate WIll follow the rules of Casthng, but WIll not 
check whether you do so as well. 

En Pusant En Passan! IS entered acc::ording to the movement of 
the pawn. The CaptlKe Will follow automatrcally. 



Moves: 
letter, number, letter, number 

e2M - white pawn to e4 
e7e5 - black. ~vn to e5 
flc4 - white bi$hop to c4 
gSf6 - black knj~t to f6 

Olecking the chessboard: 
Empty or hypen, number, letter, number 

-112 - your Pfwn on e2 
-5 - your rook (already taken) 
-Sen - your queen on d 1 
1a7 - O'Iflsmatei pawn 

011$$ timers: 
Number, number, number, number 

OQ(X) - munten stopped 
0105 - white 1 minute, black 5 minutes 

Mittake: 
Empty, QUIltion marit, empty, question mark 

1 1 

Entry mode: 

Four dashes 

Skill level : 
F, empty, empty, number 

F4 - Level 4 
Fa - Level 8 

Cheumatl Display 
Examples 
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WP • White P,wn 

WKN • while knight 
we · whIte bip,op 
WR • Whit. rook 

WO - white qUeen 
WI( .. white king 
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BP . bficlc ~ 
BKN .. black kn.ght 
88 .. bhtck bishop 
SR .. black took 
80 • black qU~n 
81( • black king 
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