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GENERAL HINTS

Y our NOVAG OPAL plus can be your tutor if you are a beginner or your chalenging chess
patner if you are dready a chess player. In case you are a beginner, we recommend you
familiarize yoursdf with therules of chessfirst. Rdevant literature isavailablein bookstores.

Beforeyou gart to play with your NOVAG OPAL plus reed firs the GENERAL HINTS. The
ingructions arelaid out in such away that each section is sdlf-contained, S0 you do not haveto
read everything a once.

BATTERIES

The NOVAG OPAL plus runson 4 x 1.5V UM4-type (or "AAA" Sze) dkdine batteries (not
included). Open the battery door a the bottom of the unit and insert the batteries asindicated by
the +/- 9gns. A szt of new akaline batteries runs approx. 100 hours. Natice thet weak batteries
make the performance of the computer unreliable.

ADAPTOR:

The NOVAG adaptor (Art.No.8210) is not induded with your s, but is avaladle separatdly
from your deder. Please note that it is a DC 9V adgptor with 300 mA and it has a negative
center. If you cannot get the NOV AG adaptor, please make absolutdly surethat you do not buy
an adaptor, which does not have these specifications. If you use atoo powerful adaptor it might
burn the components in your unit. Before using the adaptor, check thet the voltage of your
dectric mainsiswithin the range specified on the adaptor labdl.

Note Make sure you first connect the adaptor with the computer before you plug it into the
mains. The adaptor jack is at the back pand of the computer. We suggest to only use
the adgptor, which has been specidly deve oped for this computer.

MEMORY:

The NOVAG OPAL plus has a long-term memory and will retain the last board position.
However, make aure that there are batteries in the NOVAG OPAL plus or an adaptor is
connected otherwise you will losethe memory contents

Note If you are usng the SET UP or VERIFY mode the computer will save the current
mode when you switch the computer off before you exit these modes. When you
switch on the computer again the SET UP LED or the VERIFY LED will be ill on.
To continuethe game or sart anew game, pressthe GO key fird to exit thesemodes

The indicator lights will be refered to as LEDs (Light Emitting Diodes) in the following
indructions



1. GETTING STARTED

Sat up your board in the opening position. Switch on the computer. The On/Off switchis et the
backside of the computer. Sdect your levd of skill (sse LEVEL key for moreddtalls).

Opening pogtion:  White pieces on the 1 and 2nd rank and the Black pieces on the 7th and

8thrank.
Hl‘!'ﬂ'*lﬁll I Pawn
Hltllliitl 2 coigh
B
E'| !Bishop
:l | lRook
P._L._Iﬂ._.-{_'l-l_._'ll \!/Queen
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Note: If you switch the computer off to continue a a later time or every time you press the
NEW GAME key, the previous st kil level will beretained.

Y ou play White (Choice of Colors. para8). The WHITE LED lights up. Make your opening
move by gently pressing down the piece you want to move. The 2 respective rank and file
LEDslight up and point to the square of this piece. Fick up the piece, st it on the square you
wish to moveto and pressit down gently.

Whilgt the computer is cdculating its move, the BLACK LED will be on. (Never try to enter a
move or gpecid functions while the computer is caculating!). When it has found its move the
rank and file LEDs light up indicating the "from" square of the piece the computer wants you
to move. Pressthis piece gently and pick it up. Now the rank and file LEDs of the "t0" square
comes up and you st the piece on the square, again pressing it gently. The computer's moveis
thusexecuted. The WHITE LED comesup againindicating thet it isnow your move again.

Every time you press a piece, you will hear abeep tone, which indicates thet the computer has
registered your entry. (See SOUND KEY for more details).
2. IMPOSS BLE AND ILLEGAL MOVES

Y our NOVAG OPAL plus was programmed in accordance with theinternational Chess Rules
and does not acoept or mekeillega moves.



If you try to enter an illegd move, the ERROR LED will light up. Put that piece back on the
"from" square without applying pressure and enter a legd move. The ERROR LED will
disgppear.

If you try to move adifferent piece for the computer than indicated, the two corresponding rank
and file LEDs for that square will stay on. Set the wrongly moved piece back on its "from"
square without gpplying pressure and move the correct piece as indicated by pressng it down
gently.

If, while executing a move for the computer, you move a correct piece to awrong square, the
two corresponding rank and file LEDs for that square will say on. Just move the piece to the
squareindicated by pressing it down gently.

3.  CAPTURING A PIECE

If the computer indicates amove onto asquare thet is occupied by an opponent's piece, it means
thet this piece is captured and must be removed from the game board. Smply take it from the
board without applying pressure.

4. GAME FEATURES

a) Cadling

The computer displays Cagtling with the King's and the Rook's move. When Cadtling pressfirgt
the 2 squares for the King and then move the Rook by applying pressure on the gppropriate
quaresindicated by thelit up LEDs. Do the same when executing a Castling move for yoursdlf
Note  Youmay not caslewhileyour King isin check, nor may you castle through check.

ThisNOVAG OPAL plus accepts and executes Cadtlingsin set up board pogitions

b) En Passant Captures

The computer captures En Passant automaticaly. Y ou may capture En Passant whenever the
rules permit. Do not forget to remove the captured pawn. The computer accepts and executes
En Passant movesin set up board positions
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Officid Rulesof Chess:

A pawn attacking asquare crossed by an enemy pawn which has been advanced two squaresin
one move from its origind square may capture this enemy pawn as though the latter had been
moved only one square. This cgpture may be made only on the move immediately following
such an advance and is cdled capturing "en passant”.

o) Pawn Promotions/ Under promations
If one of the Pawns reaches the far Sde of the board, the computer will prompt you for the
promoted piece, pressany chess piece key (exocept Pawn and King) for Pawn Promation.

d) Stalemate
The STALE and MATE LEDs indicate a St emate condition.

2 Check and Checkmate

If the computer puts you in check the CHECK LED will light up. If you put the computer in
check thiswill not be specificaly displayed. In acheckmeate situation the CHECK and MATE
LEDslight up indicating the end of the game.

SPECIAL FUNCTIONS

5. GAME (New GameKey)

Pressthe NEW GAME key every time you switch the computer on or whenever you want to
commence anew game. The previous gameis cancded and in the computer memory all pieces
arenow in the opening postion.

6. SETTING THE SKILL LEVEL (Leve Key)

Your NOVAG OPAL plus hesatotd of 128 leve settings to choose from. Y ou can learn and
improveyour chess skillswith this chess compuiter.



Asshown in the chart of playing levels, each leve corresponds to one of the 64 board suares.
The 128 leve settings are grouped into 64 WHITE levelsand 64 BLACK levels The WHITE
group setting isindicated by the WHITE LED and for the BLACK group setting the BLACK
LED will be on. To describe the Leve Sdttingsin thisingtruction we will use the abbreviaion
W' for WHITE leve group and 'B' for BLACK leve group.

To st the computer to any of these playing leves press the key marked LEVEL and you will
see the current leve setting indicated by the two corresponding rank and file LEDs aswell as
by the WHITE/BLACK LED. If thisis not the leve tha you wish to use, please press the
corregponding chesshoard square and or the LEVEL key once more to change to the required
leve group.

For example, if youwish to st leve 12 (= Fixed Time Levd = WB4), pressLEVEL key once
or twice for the White levd sdting, then press square B4. This will be indicated by the
correponding rank and file LEDs (Please see levd chart and ligt of playing levels below for
reference). Once you have st the desired leve press GO to exit thismode. Now you may enter
your firs move.

Numbering system to sdlect the playing levdlson the chesshoar d:

8 | AB| B8 | C8|D8|E8| F8 | G8 | HS8

7 | A7 | B7 | C7 | D7 | E7T | F7 | G7 | H7

6 | A6 | B6 | C6 | D6 | E6 | F6 | G6 | HE

5 |AS | B5|C5|D5|E5|F5(|G5 | H5

4 | A4 |B4|C4| DA |E4|F4|Ga|Ha

3 |A3|B3|C3|D3|E3|F3|G3|H3

2 |A2 | B2 | C2|D2|E2|F2|G2|H2




Note  When you are sHecting the playing leves either the Black or White LEDs aswdl as
the VERIFY and SET UP LEDswill light up.

Y ou may check or change the playing levels a any time during agame, but not whilst
the computer is caculaing. If you wish you can interrupt the computing time and call-
off a computer move ingantly by pressing the GO key. This will be the best possible
move the computer has caculated up to thet moment.

If you switch the computer off to continue your game & alaer time, or pressthe NEW
GAME key, the previous playing leve will be retained provided you have batteriesin
your computer or it isconnected to the adaptor.

THE 128LEVELSAND THEIR CHARACTERISTICSARE SHOWN
BELOW:

e  WhiteLevd Group (WA1-WDS)

for FIXED TIME LEVEL SETTING:
There is a fixed computing time per move. The computer will dways respond in exactly the
specified amount of time, unless there is only one legd move, in which cese it will play
ingantly. In the case that the computer sees it can force a checkmate it will make its move as
soon asit findsthe mating sequence.

Leve Time Leve Time

1 WAL 2 s 9 WB1 60 <

@ WA2 5 s (10 wB2 75 .

3 WA3 10 . (1) WB3 90 s

4 WA4 15 <. (12 wB4 120 .

5 WAS5 20 =c. (13) WB5 150 <ec.

6 WA6 25 s (14 wWB6 180 <.

(7 WA7 30 s (15 wWB7 210 .

8 WAS8 45 =c. (16) WB8 240 <.

(1) wci 5 min (25 wWD1 30 min.

(18 we2 6 min (26) WD2 40 min.

(199 wecs 7 min. (27) WD3 50 min.

(200 wca 8 min. (28) wD4 1 hour
(21) wWes 9 min. (299 WD5 2 hours
(220 WCe 10 min. (300 WD6 4 hours
(23) wcr 15 min. (3) WD7 6 hours
(24) WC8 20 min. (3 wbD8 8 hours



e  WhiteLevd Group (WE1-WHS)
for AVERAGE TIME LEVEL SETTING:

The computer will take an average of the specified amount of time per move. If it hasonly one
legd moveit will respond instantly.

Note These times are average times over a large number of moves. In the opening and
endgame the computer tendsto play faster, but in complicated middle game positionsit

may take longer to move.

Leve Time Leve Time
(33 WEL 2 s (4) WFL 60 <.
(34) WE2 5 s (42 WR2 75 o=
(35 WE3 10 = (43 WF3 90 s
(36) WE4 15 <. (49 WH 120 .
(37) WE5S 20 . (45 WF5 150 <.
(38)) WES 25 ¢ (46) WF6 180 <ec.
(39) WE7 30 s 47 WF7 210 .
(400 WES8 45 s=c. (48 WF8 240 <.
(49 WG1 5 min. (579 WH1 30 min.
(50 waGz2 6 min. (58) WH2 40 min.
(51) WG3 7 min. (590 WH3 50 min.
(520 W4 8 min. (60) WH4 1 hour
(53 WG5 9 min. (6) WH5 2 hours
(54) WG6 10 min. (620 WH6 4 hours
(55 WGr 15 min. (63) WH7 6 hours
(56) WG8 20 min. (649 WH8 8 hours

e Black Levd Group (BA1-BDS)
for EASY LEVEL SETTING:

The Easy leves are espedidly for novice players. On these leves the computer redtricts its
search. It deliberatdly plays weeker, like a human beginner, for whom the computer's depth
searchislimited to various ply searcheswith different specified capture depth searches

Leve Search per move

(65 BAl 1 ply search + 1 ply capture
(66) BA2 1 ply search + 2 ply capture
(67) BA3 1 ply search + 3 ply capture
(68) BA4 1 ply search + 4 ply capture
(69) BA5S 1 ply search + 5 ply capture



(70) BA6 1 ply search + 6 ply capture

(71) BA7 1 ply search + 7 ply capture
(72) BA8 1 ply search + 8 ply capture
(73) BB1 2 ply search + 1 ply capture
(74) BB2 2 ply ssarch + 2 ply capture
(75) BB3 2 ply search + 3 ply capture
(76) BB4 2 ply search + 4 ply capture
(77) BB5 2 ply search + 5 ply capture
(78) BB6 2 ply ssarch + 6 ply capture
(79 BB7 2 ply search + 7 ply capture
(80) BB8 2 ply search + 8 ply capture
(8) BC1 3ply seerch + 1 ply cgpture
(82 BC2 3ply search + 2 ply capture
(83 BC3 3ply search + 3 ply capture
(84 B4 3ply search + 4 ply capture
(85 BC5 3ply search + 5 ply capture
(86) BC6 3ply search + 6 ply capture
(87) BC7 3ply search + 7 ply capture
(83) BC8 3ply seerch + 8 ply capture
(89) BD1 4 ply seerch + 1 ply capture
(90) BD2 4 ply search + 2 ply capture
(91) BD3 4 ply seerch + 3 ply capture
(92) BD4 4ply search + 4 ply capture
(93) BD5 4 ply seerch + 5 ply capture
(94) BD6 4 ply search + 6 ply capture
(95) BD7 4ply seerch + 7 ply capture
(%) BDS8 4 ply search + 8 ply capture

e  Black Levd Group (BE1- BF5)
for FIXED DEPTH LEVEL SETTING:

These levels have fixed computing depth, there is no time limit and the computer will go on
cdculaing up to the depth sdlected. Theselevesareimportant for analys's purpose.

Levd Saarch LevdSearch
per halfmove per halfmove
(97) BE1L 1 ply (105 BF1 9 ply
(98) BE2 2 ply (106) BR2 10 ply
(¥ BE3 3 ply (107) BRF3 11 ply



(100)
(101)
(102)
(103)
(104)

BE4
BES
BEG
BE7
BES

4 ply
5 py
6 ply
7 ply
8 ply

(108) BF4
(109) BF5

12 ply
infinite

LEVEL BF5isan Infinite Leve; the computer will normaly go on thinking until you press

the GO key.

[t will only show amoveunless
— ithasa"book" moveavaildie,

it runs out of memory for itsanayss of the position or

— itcompletesthe andyssby finding aforced mate.

e  Black Levd Group (BF6- BFS)
for EQUAL RESPONSE TIME LEVEL SETTING:

Ontheselevd settingsthe computer Smulatesyour responsetime. You will find thisvery
interesting especidly if you wish to play aquick game.

Levd Max Time
(110) BF6 30 ¢
(111) BF7 1 min
(112) BF8 2 min

On Equa Response Time Levels the computer tries to use more or less the same time to
cdculae its counter move as you have used to play your previous move. However if you use
more time than pecified under the above liged playing levels the computer will use the
maximum time of the sdlected leve sdtting to cdculateits next move.

e  Black Levd Group (BG1-BGS)

for EXTENDED FIXED DEPTH LEVEL SETTING:

On these levds the computer will dways respond with its counter move when the sdected
depth search is reached during the middle game. At the end game play the computer will

cdculae 2 ply degper then during the middle game play.

Levd Search per halfmove Search per halfmove
at middlegame at end game

(113) BGL 1 ply 3 ply

(1149 BG2 2 ply 4 ply

(15 BG3 3 ply 5 ply

(116) BG4 4 ply 6 ply

10



(117) BG5 5 ply 7 py
(118) BG6 6 ply 8 ply
(119 BG7 7 ply 9 oy
(1200 BG8 8 ply 10 py

e  Black Levd Group (BH1- BH6)
for SOLVE MATE LEVEL SETTING:

Your NOVAG OPAL plus can solve most chess problems as well as mate problems up to
Méate-in-6.

Leve Problem
(121) BH1 Maein1l
(122) BH2 Matein2
(123) BH3 Maein3
(124) BH4 Maein4
(125) BH5 Maein5
(126) BH6 Maein6

Press the NEW GAME key and st up the required board position (see section 12D.). Before
you start with the mate search, it is advisable to verify the set up board position viathe VERIFY
function and make sure that the color to move is correct. If not change this by pressing the
COLOR key. Sat now one of the Solve Mate L evels as described above.

Press the GO key once to exit the setting up of the mate search and then press the GO key a
second time and the computer beginswith the mate seerch.

Maesin-1 to Matesin-3 are usudly found quickly, wheress Mates-in-4 to Mates-in-6 reguire
quite a long time. If there is a solution the computer will show you the moves to execute. If
thereisno solution the ERROR LED will light up.

If you wish to continue the game sdect another level and enter your next move.

EXAMPLE:

If you wish to solve aMate-in 2 problem, place the 3 pieces on your chessboard as shown on
thediagram.
u

,

a
T
[
5
i
1
2
1

& H L LI E F &= H
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Proceed now asfollowsand press:

NEW GAME key

SET LEVEL key — choose BLACK leve group and press square H2
GOkey

SET UPkey — the Set Up LED will light up
CLEARKkey

KING piece symbol key — press squares F6
ROOK piece symbal key — presssquare B4
COLOR key

KING piece symbol key — presssquaresG8
COLOR key: itisWhiteto move

GO key: to confirm the @bove stting

GO key: to gart the mate search

R N 2R 4

The OPAL plus will answer with thefirgt haf move:
1. B4-H4. The Black King can only move G8-F8; please execute thismove.
The OPAL plus will makeits counter-move with 2. H4-H8. MATE!

e  Black Levd Group (BH7)=Levd 127

for RANDOM LEVEL SETTING:
On Random Leve the computer sdlects arandom time between 1 — 64 secondsindusive. The
averagetimewill be about 30 seconds per move.

e  Black Levd Group (BH8) =Levd 128
for REFEREE LEVEL SETTING:

Onthislevd the player can enter moves for Black and White. The computer will not caculate
any moves but will check the legdity of dl moves entered. This leve may be used to enter
particular book openingsor to dlow 2 playersto chalenge each other.

Apat from being able to enter moves for both sides, the following functions can ill be used:
TAKEBACK, CHANGE COLOR, HINT, SET UP, VERIFY, SOUND ON/OFF.

7. MAINFUNCTIONSOF THE GOKEY

The GO key isusad to enter acommand or to exit from a specid function. These functionsare
explained in their respective paragraphs.

Themain functions of the GO key:

— Tomakethe OPAL plus cdculaefor thesdeto move

— To terminate the move search (only while the OPAL plus is computing) and cdl-off a
computer moveit currently considersthe best. Please dlow the compuiter at least 5 seconds

12



of search time before pressing this key so that it has time to compute a reasonable move.
Theevauation of these moves does not correspond with the evauation of the Set-Up levd.

— Tolet thecomputer play againg itsalf which might be of spedid interest & acertain point of
the game or for learning purposes. Every time you press the GO key the computer
caculates for the Sde to move. All moves will be computed according to the st playing
level. Please do not forget to update the board postion by moving the pieces without
goplying pressure.

— Toexitfromthe SET UP mode

— Toexitfromthe VERIFY mode

— Toexitfromthe LEVEL mode.

— ToacceptaHINT. If ahint isshown on display you can pressthe GO key to accept the hint
asthough keyed in.

— Todatthe SOLVE MATE search.

8. CHOICE OF COLOR FOR NEW GAME (Color Key)

The computer is generaly st to play Black and you White. If you want to play Black in anew
game, st up the Black pieces on rank 1 and 2, and the White ones on rank 7 and 8, in that case
disregard the notations dong the chess board and follow the indications shown by the rank and
fileLEDs.

Now Press

NEW GAME - COLOR - GO. The computer will make its opening move for White from the
top of the chesshoard, whileyou haveyour Black piecesin front of you.

9. CHANGE OF COLOR (Color Key)

The COLOR key can be pressad a any time during a game and the color to move will be
reversed. Any moves made prior to pressing this key will be erased and the game history wiill
begin with thisposition.

Y ou can dso change Sdes during the game by smply pressing the GO key.

This operation may be performed any number of times during a game, but not whilst the
computer iscaculating.

InVerify / Set Up modeyou can choose with the COLOR key the required color.

10. TAKEBACK A MOVE (TakeBack Key)

The NOVAG OPAL plus offers the possibility to take back 25 hadfmoves to enable you to
rectify your last move.

13



Wait until you have executed the computer'sreply move. Press TAKE BACK and the rank and
file LEDs will show the computer'slast move in reverse, eg. firg the "to" square and then the
"from" square. Execute this move jugt as any ordinary one, i.e. goplying pressure on both
qquares. Press TAKE BACK again and the rank and file LEDs will now show your last move
inreverse Proceed asexplained above.

The rank and file LEDs of this square will indicate the square position of a cgptured piece.
Smply reindate the captured piece by goplying pressure onto this square. You may then
continueto take back movesif o desred.

Note If you seect the COLOR or SET UP function to dter the position of any of the pieces,
dl prior moves will be ddeted and you may not TAKE BACK moves before the
change of COLOR or position.

11. VERIFYING A POSITION

(Ver / Set Key = Verify / Set Up Key)
Any time before entering your next move or after setting up aboard position you can check the
position of any number of piecesto seeif the board position corresponds to the position stored
in the computer memory.

o Pressthe VERIFY / SET UPkey once the VERIFY LED lightsup.

e The BLACK or WHITE LED will be on, indicating the color of pieces that can be
verified. Pressing the COLOR key can changethecolor.

o  Sdectthetypeof piece(s) to be verified by pressing the key merked with the symboal of the
piece

e  Toendthe procedure pressthe GO key.

Everytime you press asymbol key the respective rank and file LEDs will light up to verify the

board position of the chess piece(s) in question. Pressing the symbol key repeatedly will scan

through dl pieces of thistype from left to right. After dl those pieces have been cdlled off press

the symbal key once more. All rank and file LEDs are off, meaning that no further pieces of

thiskind are on the board and in the computer's memory. Y ou can now call off the next type of
pieces

To end the verification a any time smply pressthe GO key.

12 SETTINGUPA POSTION

(Ver / Set Key = Verify / Set Up Key)
You cangointo SET UP mode at the beginning of a new game or during a game before you
enter your next move.

14



In SET UP mode you can enter or remove pieces or set up board positions to solve chess
problems. In SET UP mode the computer'slegdity check is disabled and entries do not haveto
comply with the chessrules.

Note  After leaving SET UP mode the WHITE or BLACK LEDs indicate which color isto
move If achange of color isrequired pressthe VERIFY / SET UP key again, change
the color with the COLOR key and press GO. Y ou can now enter amove for this color
or cdl off amovefrom the computer by pressng GO again.

12A. REMOVING A PIECE
If youwish to remove one or more pieces from the board proceed asfollows.

o  Pressthe VERIFY / SET UPkey twice the SET UPLED lightsup.

e The BLACK or WHITE LED will be on indicating the color of pieces that can be
removed. Pressing the COLOR key can changethe color.

o Toremovethe piece(s) pressthe squareit stands on. The rank and file LEDs will light up
toindicatethat this pieceis ddeted from the chesshoard.

e  Toend the procedure check firg if you want to change the color to move then press GO.
You can now enter a move for this color or cal off a computer move by pressng GO

again.

12B. MOVING A PIECE TOANOTHER SQUARE
If you wish to change the position of one or more pieceswhilst the gameisin progress, proceed
asfollows

e Pressthe VERIFY/SET UPkey twice the SET UPLED lightsup.

o Move the piece(s) by pressng on the "from" and "t0" square asin a normad move (the
rank and file LEDslight up).

e  Toendthisprocedure pressthe GO key.

12C. CLEARING THE ENTIRE BOARD: (Clear Key)
If youwishto deer the entire board (to enter aboard position thereafter) proceed asfollows:

e PresstheVERIFY / SET UPkey twice, the SET UPLED lightsup.

o Pressthe CLEAR key and the entire board will be deered.
e Youmay now st up aboard postion.

15



12D. ENTERINGA PIECE:
If youwant to enter one or severd pieces or enter aboard position, proceed asfollows:

o Pressthe VERIFY / SET UPkey twice, if you arenot yet in SET UPmode The SET UP
LED ligntsup.

e |f youwanttodear theentireboard pressthe CLEAR key (sseparal2.C)

e Thecolor of the piecesto be entered can be changed with the COLOR key. The WHITE
and BLACK LEDsindicate which color can be entered.

e  Sdect the piece by pressing the corresponding symbol key.

e Enter the piece(s) of this kind by placing each on the desired square pressing it down
lightly. The respective rank and file LEDswill come up for eech square.

e  Choose the next piece type by pressing the symbol key and enter the piece(s). The color
hasto be changed only if it differsfrom the color of the previoudy entered piece(s).

e  Toendtheprocedure press GO.

e  Checkif you want to change the color to movefirg as explained above before you enter a
moveor cdl off amovefrom the computer.7

Note UsetheVerify modeto check that you have entered the position correctly.

13. MOVE SUGGESTION (Hint Key)

The computer can suggest moves if you are not sure how to continue your game, which is a
grest tutoring feature.

When it is your turn to move press the HINT key and the computer will show the move it
congders the best for the color to move. Y ou can accept any suggested move or may meke a
move of your own choice. If you accept the suggested move (shown on the chessboard by the
blinking rank and file LEDs) press the GO key and the computer will then sart cdeulaing its
counter move. If you decide to make amove of your own choice ignore the suggested hint and
execute your move accordingly.

Showing how the computer iscalculating:
Pressing the HINT key whilst the computer is cdculating its counter move will show you (by
the rank and file LEDs) the current best possiblemove.

Note The suggested move is the best posshle move in this postion cdculated by your
NOVAG OPAL plus a thelevd prest by you.

16



14. TRAINING FUNCTION (Training Key)
Thisfunction isto hep the novice player.

When it isyour turn to move pressthe TRAINING key and the blinking LEDs will show
the"from" and "to" squaresof thefirg piecewith alegd move.

If you continue to pressthe TRAINING key the computer will show you the next possble
move of that particular piece.

The computer will terminate the TRAINING function once you have cyded through the
last chesspiece by pressing the TRAINING key.

If you like to make the suggested move indicated by the blinking LEDs press the GO key
and the NOVAG OPAL plus will mekeits counter move.

If you wish to make any other move, execute the move of your choice by gently pressing
onto the"from" and "t0" square and the computer will reply accordingly.

In order to cyde fagter through the TRAINING function, you can pressthe LEVEL key
and this will show you the "from" and "to" square of the next chess piece with a legd
move.

Please note that once you have cyded through the TRAINING function by using the
LEVEL key the VERIFY/SET UP and BLACK/MWHITE LEDs will light up as well as
therank and file LEDsindicating the previous et level.

Pressthe GO key to exit this function and enter now your next move for White or call off
acomputer move by pressing again the GO key.

15. ACOUSTIC SSGNALS(Sound Key)
Theacoustic Sgnas and beeps can be switched ON and OFF with the SOUND key.

WARRANTY
For details please refer to the end ased Warranty Card.

CARE OF YOUR NOVAG OPAL plus

Dirt or dust can be removed with a soft doth. Do not use chemical solvents or weter on the st
Any damage caused by thar use invadidates the warranty. Always keep the computer in adry
and coal place (normd room temperature). Avoid exposing the computer to heat, eg. spot
lights, rediators, sunshing, etc. as this may lead to permanent damage caused by overheating,
whichisnot covered by thewarranty.
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TECHNICAL INFORMATION

Program Size 16 KByte ROM, 768 Byte RAM

CPU dock speed 8 MHz

Power Consumption 130 MW max

Power supply 4 x 15V UM-4 type (or AAA dze) alkaline
batteries or Novag adaptor (Art.No. 8210)

Conductive Rubber Keyboard 16 Keys

Moveentry via Sensor chesshoard

ExtraError LED

Leves 128

TakeBack 25 hdfmoves

Sat Up and Verify mode

Opening book sze 8500 moves

Solvematein 6

Hint and Training function

Elegant board 194x133x 25mm

Technica changeswithout naticein theinterest of progress.

IMPORTANT INFORMATION

Insart 4 (four) fresh "AAA size' bateries following the polarity drawingsindde the battery compartment. For
optima performance Alkéline batteries are recommended.

Batteriesmust be removed when exhausted and change batteries under adult supervison only.

Use new dkdine bateries of the same type only. Do not mix old and new betteries And dso, do not mix
Alkdine, gandard (carbon-Zinc) or rechargegble (nickd-cadmium) beatteries

Do not recharge non-rechargeble betteries.

Remove rechargesble batteries from the chess computer before charging and charge rechargesble batteries
under adult supervison only.

Any battery charger (for use with rechargesble batteries) or transformer used with the computer should be
examined regularly for potertid hazards, such as damege to the cable or cord, plug, endasure or other parts,
and thet, in the evert of such damage, the computer must not be used with this transformer until thet demaged
part has been properly repaired. Flesse d o notethat atransformer isnot atoy.

The chess computer isnot intended for children under 3yearsold.

Do nat short-circuit supply terminds.

Packing hasto be kept Snceit containsimportant information.

Dirt or dust can be removed with asoft doth. Disconnect the power supply of the chess computer and remove
al batteries before deaning. Do not use chemicd olvents, water or any other fluids on the chess computer.
Any dameage caused by their useinvaidates the warranty. Always keep the computer in adry and cool place
(normd room temperature). Avoid exposing the computer to het, eg. oot lights, radiators, sunshine, etc. as
thismay leed to permanent dameage causad by overhedting, which isnot covered by the warranty.
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Rulesof Chess

l.
1

1

General Moves

Thetwo players mug dternatein making one move a atime. The player with the white pieces movesfirst to
satthegame

With the exception of cadling (section 11.1), a move is the trandfer of a piece from one syuare to another
squarewhichisether vacant or occupied by an enemy piece.

No piece, except the Rook when cadtling and the Knight (section 11.5) may cross asquare occupied by another
piece

A piece that moved to asquare occupied by an enemy piece capturesiit as part of the same move. The player
meaking the capture must immediatedly remove the captured piece from the chesshoard.

When one player moves a piece into a postion whereby he can atack the King, the King is in "Check”
(announced by the CHECK LED) and must either

a movetheKing,

b) block the path of the attacking piecewith another piece,

©) oratack theatacking piece

The game is over when there is no excgpe for the King from an attacking piece This is known as
"Checkmate' (the CHECK and MATE LED).

Individual Moves
KING

Except when cadtling, the King can move only one space to any adjoining sguare (induding diagondly) which
cannot be attacked by an enemy piece.

Cadlingisamoveof both the King and ether Rook which countsasasinglemove (of the King) and isexecuted as
follows

3
b)

TheKingismoved fromitsorigind square two souarestoward ether Rook on the samerank, and
The Rook ismoved to the opposte sde of theKing.

Cadling cannot ocaur if:

3
b)
9
d

2

theKing hasareedy been moved.

the Rook hasdreedy been moved.

theKings origind square or the square which the King must cross or the onewhichit isto occupy is attacked
by anenemy piece.

thereisany piece between the King and the Rook.

QUEEN

The Queen can move to any Suare dong the same rank; file or diagond on which it stands (except as limited by
Artidel.3).
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3. ROOK
The Rook can moveto any sguare dong the samerank or fileon which it sands (except aslimited by Artide.3).

4. BISHOP
The Bishop can moveto any sjuare dong the same diagond onwhich it stands (except aslimited by Artide 1.3).

5 KNIGHT

TheKnightsmoveisin the shapeof an"L", moving two squares horizontaly verticaly, and then one square at 90°
anglefrom thefirg move Thesetwo moves can bereversad (one square and then two) if desired.

6. PAWN

The Pawn can move ether one or two squares forward on its origind move and then one souare forward a any
timeafterward. When capturing, it advances one souare diagondly (forward). When aPawvn reechestheladt rank; it
must be immediatdy exchanged for a Queen, Rook, Bishop, or a Knight of the same color as the Pawn, a the
player's choice and without taking into account the other pieces il remaining on the chessboard. This exchangeis
cdled a"promation’”.

A Pawn can atack asquare crassed by an enemy Pawn which has been advanced two sguares in one move from
its origind square as though the latter had been moved only one square. This capture may be made only on the
move immediately following such an advance and is called capturing "en passant”. (When your computer mekes
an en passant cgpture it will display the symbal "ep.) The en passant moves are d o described under section4.b in
thisingtruction.

II. HINTS& TIPS

Get a fed for the vaues of different pieces, which will be useful when making decisons on captures and
exchanges Ingenerd, try to capture themoare va uable pieces Someimportant prindples

— Cadleyour Kinginto ssfety assoon aspossble

— If you contral the center squares, this will give you the advantage. To do this, move your center pawns and
develop your Bishopsand Knightsearly inthegame.

— Takeadvantage of capture stutions, particularly if you will gain materid.

—  Concentrate—don't be caught off guard by your opponent!
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This chess computer has been manufactured under the traditiondly high qudlity and safety sandards of Perfect Technology
Ltd. and complieswith the European sandard which is guarantead by the importer whose nameis merked on the enclosed
warranty card. Not suitablefor children under 36 monthsduetoindusion of smdl parts

PERFECT TECHNOLOGY LTD.

Room 406, Yu Yuet Lai Building

43-55 Wyndham Strest,

Central,

Hong Kong.

Tel: (852) 2810 8202

Fax: (852) 28108177

E-Mail: sales@novag.com

Web Site: http://www.novag.com

(For Novag representatives please refer to the Web Site : www.noviag.com)

Copyright © 2000 Perfect Technology Ltd., Hong Kong.
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