Chess Software for Pocket PC

Contents

1. Introduction





2


1.1. System requirements



2


1.2. Program installation



2

2. The first launch





3
3. Navigator





4


3.1. Users list




5


3.2. Table of contents



6

4. Main modes





7

4.1. Theory




7

4.2. Practice




8


4.3. Test





9 

4.4. Statistics




11

5. Solving tasks





11


5.1. Moves




11


5.2. Solving a task


               

11


5.3. Replaying the moves



12

5.4. Markers




12


5.5. Evaluation of the solution


12
6. Options





13

All the trademarks mentioned here belong to their legal owners.


1. INTRODUCTION

This manual contains the description of a special program shell for Pocket PC developed by Convekta Ltd to support the following learning programs:
Pocket CT-ART

Pocket Chess Strategy

Pocket Chess Endings

Pocket Chess Combinations

Pocket Encyclopedia of Middlegame

Pocket Encyclopedia of Opening Blunders

Later in the text we will refer to any of the mentioned program as to Software.

Software may work in one of the following modes:

· Theory (this mode is applicable only for the programs Pocket Chess Strategy, Pocket Chess Endings and Pocket Encyclopedia of Middlegame)

·  Practice
· Test

· Statistics

Theory mode allows user to browse and to replay learning examples.

In the Practice mode the user must find the strongest move in each presented position. If the user fails to do so, then the program displays a necessary tip with the aid of markers or by highlighting a piece that should move.

The results of solving the exercises are stored in memory and may later be viewed in the Statistics mode.
In this manual the menu commands are printed as follows: Menu/Language (“Language” item of the “Menu”).

1.1.
SYSTEM REQUIREMENTS

Required: portable computer Pocket PC with min screen resolution 320x240  and Windows Mobile 2003, 2003SE or Windows Mobile 5.0 operating system installed;  desktop PC for installing the Software onto the Pocket PC.

1.2.
PROGRAM INSTALLATION

· Before start using Software program you must install it on your Pocket PC with the aid of a usual desktop PC, because it is impossible to run the program from CD. In order to install the Software, you must first install SetupFramework.exe program on your computer (if Setup Framework 1.1 hasn't been installed to your PC before), and then install the SetupWizard.exe program.  

You should also check out that the language in Pocket PC’s Local settings matches the language of installed Software.

Keep to the following step-by-step instruction:

· Following the instructions for your Pocket PC, install the necessary service program on your desktop PC and synchronize it with your Pocket PC.

· Connect your Pocket PC to the desktop PC via the USB port and turn on the Pocket PC.

· Start Windows on the desktop PC.

· Insert the media CD with the Software into the CD-ROM drive of your desktop PC.

· Install the SetupFramework.exe program on your computer: click the Start button, select the Run command, click the Browse… button, find the CD drive and double-click the SetupFramework.exe  file.  

· Install the Setup program on your computer: click the Start button, select the Run command, click the Browse… button, find the CD drive and double-click the SetupWizard.exe file.

· Follow the setup instructions displayed both on the screens of your desktop PC and Pocket PC.

By default the program is installed on your Pocket PC into My Device\Program files\ [Software] folder. However, you can change the installation path before the files are copied on your Pocket PC and install Software onto the memory card of your Pocket PC. After the successful installation a shortcut will be created on your Pocket PC (usually in the Games folder), which makes it easier to launch the Software program.
2. THE FIRST LAUNCH

When you start the program for the first time, press with stylus the New button and enter name of a new user (with the aid of screen keyboard of Pocket PC):
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The button [image: image2.bmp] in the lower right corner toggles the displaying of the screen keyboard.

Then pressing the OK button will launch the Navigator window, while pressing the Cancel button closes this window and discards all the changes you have made.

3. NAVIGATOR
Navigator window represents the functionality of the program’s control panel allowing you to select modes of application and themes.
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Navigator window opens with each start of the program after you enter the user’s name or select a name of an already registered user.

Below the upper border of the Navigator window you can find a drop-down list of Courses. Press the dark triangle placed by the right border of the drop-down list to expand it and select the necessary Course.

Below the list of Courses you can see the Table of contents window. It presents you a tree-like list of the themes belonging to a selected course, which resembles Windows Explorer. By quickly pressing twice (“double-clicking”) the theme’s line in this list you can expand the theme. Select some item there (with the pawn icon to the left of it) and start executing the exercises by pressing the button [image: image4.png]


 or by calling the menu item Menu/Practice.
3.1.
USERS LIST

The program stores in memory a database with statistic data for each user of the program – the results of solving the tasks and tests. Selecting Menu/Change user item opens the following window:

Here you can see the drop-down list of users and two buttons, OK and New. You can either select a user from the list, or add a new user.

Selecting a user

To select a user from list, expand the drop-down user list, select a user there and press OK button.

Adding new user
To register a new user in the program’s database, press the New button. Enter the user’s name with the aid of screen keyboard of Pocket PC.

(
The user must have a unique name in the list. You cannot add two users with the same name.

After having entered the user’s name, press OK button to confirm registration of the new user.

3.2.
TABLE OF CONTENTS

Table of Contents in the Navigator window represents a hierarchical structure. The upper level of it displays the list of themes, the lower one contains list of lessons.

In order to select a theme, you have to click it with stylus. You can fold and unfold the themes by clicking their lines in the list with stylus; this action toggles the displaying the lower level list of lessons belonging to the selected theme.

When in the Practice mode, you are free in selecting the themes and lessons. You can solve the tasks in any order and you can repeat solving any selected task.

Press the Practice button [image: image5.png]


 on the toolbar at the lower border of the window and the program will load the first task in the selected theme. (You can also select the Menu/Practice command to launch the Practice mode). Start solving the task. Enter your move by pressing with stylus the source square with the piece and then pressing the destination square. Time that you spend on solving the task is displayed under the board. To load the next task or the previous one use the buttons with blue arrows under the board ([image: image6.bmp] and [image: image7.bmp] correspondingly), or select the appropriate menu items – Menu/Next task or Menu/Previous task.


4. MAIN MODES

Software can work in one of the following modes:
· Theory

· Practice

· Test

· Statistics

You can launch Practice and Test modes either by pressing their buttons on the toolbar in the lower part of the window (Practice [image: image8.bmp] and Test [image: image9.bmp] correspondingly), or by selecting the Menu/Practice and Menu/Test commands.

4.1.
THEORY

You can launch the Theory mode from Navigator window by clicking the [image: image10.bmp] icon or by selecting the Menu/Theory item. User can select the examples for studying by clicking the buttons [image: image11.bmp] and [image: image12.bmp] that are located to the right side of the chessboard of middle size or by selecting the menu items Menu/Previous task and Menu/Next task.

The window’s header includes the number of currently studied example. Position on the chessboard illustrates the annotation text that is displayed below the board. Tou can replay the moves backward and forward correspondingly by clicking the buttons [image: image13.png]
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To make reading more comfortable, you can click the [image: image16.png]


 button, which will hide the chessboard leaving on the screen only the notation and the annotation. Clicking the button [image: image17.bmp] exits this window and launches viewing the Navigator. If you want to resize the chessboard, then click [image: image18.png]


 button. When you have finished the last exercise on the current theme, the program will display the title of the next theme.

4.2.
PRACTICE

Practice mode can be launched in the Navigator window by pressing the button [image: image19.png]& |



 or by selecting the Menu/Practice command. This mode presents the tasks within the selected theme.

You can select the tasks by pressing the buttons [image: image20.bmp] and [image: image21.bmp] below the chessboard (Menu/Previous task and Menu/Next task correspondingly).

You solve a task by entering moves on the chessboard. The solution variation consists of the so called “important” moves and the “technical” moves. You enter the “important” moves and they are automatically evaluated – you obtain some number of points for the correct move. On the other hand, the “technical” moves are automatically replayed by the program until the next “important” move (or until the end of the task).

The screen message White (Black) to move under the chessboard informs you that you can enter the next move. The buttons [image: image22.bmp] (displayed when you switch the chessboard size to small or medium board) allow you to move forth and backwards along the variation played. Under the chessboard you can also find the indication of time spent for the solution, as well as the number of points scored so far.

If you have entered an incorrect move, then the colored markers are displayed on the chessboard, while under the board the Wrong! Message appears for several seconds. If you have entered a correct move, then the screen message Right! appears under the board.

If the user has entered at least one move, then it is considered to be a solution attempt. When you proceed to another task, the current task is considered to be solved (correctly or not) with the results present at the moment of exiting the task.
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When you have completed solving the task, the screen message End of exercise appears under the chessboard. You may proceed to the next task by clicking the button [image: image24.bmp] (or by selecting the Menu/Next task command). Below the chessboard the information on the consumed time is displayed together with the number of scored points and the maximal possible score. These data are stored in the User Statistics database.

By pressing the button [image: image25.bmp] you can change the size of the chessboard, which makes it possible to better view the notation of solved tasks.

4.3.
TEST

You can launch the Test mode from the Navigator window by pressing the icon [image: image26.bmp].

Before starting the test you must set the following restrictions in the Test window:
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· Select a theme of the test exercises (Current theme or All themes);

· Select exercises to solve (New exercises (not solved), All exercises or Erroneous exercises);

· Set the Difficulty level;

· Set the Number of exercises in the test.

These parameters define the sub-set of exercises of the course included in test. If the number of the test exercises is less than their maximal possible number, then the test tasks are randomly selected. Press the button [image: image28.png]


 after you have set all the necessary parameters.

The test mode resembles the Practice mode but there are several important differences:

· User cannot select the tasks for solution. It is only possible to solve those tasks that the program displays for you. 

· It is impossible to proceed to the next task having not solved the current one. (As you can see from the picture above, the buttons with blue arrows are dimmed during the test).

· The complete test must be solved during one session – it is impossible to adjourn the test and return for it later. 

When the Test is over, the window Test results is automatically displayed with statistical data on solved tasks.

After completing the test the program displays the Test results window.

Here you can find the number of Exercises solved, Test type (which exercises have been included into the test) and the Success percentage.

4.4. STATISTICS

The Software stores various statistical information for each user. 

In order to view the statistics, press the icon [image: image29.bmp] at the lower border. Navigator window. This action opens the Statistics window.

After selecting the Course and the Theme in the corresponding drop-down lists of the Statistics window the number of exercises and the success percentage will be graphically displayed in the Statistics window, as it is shown in the picture above.

You can also select a number of a particular solved task in the Exercise drop-down list. Then the program will additionally display the number of scored points (Score), percentage of Success, number of the user’s mistakes (Penalty) and the time spent for solving this exercise (hours, minutes and seconds).

As you remember, the test results are displayed in a screen message that is displayed immediately after completing the test.

5.  SOLVING TASKS

5.1.
MOVES

When solving tasks, user enters moves with the stylus. If the user enters a correct move, then the solution variation is automatically replayed on the chessboard until the next “important” move. If the user enters a wrong move, then the program displays a message Wrong! and gives a tip – colored markers appear on the board or a piece that should move blinks.
If the user enters a move that contradicts to the rules of chess, then it is not considered a mistake. The program adds no penalty points, simply ignores such move, the piece is returned on its initial square and the program waits for the next user’s move.
5.2.
SOLVING A TASK

After the user has entered a correct move, the following program’s actions are possible:

a) the program automatically makes the next move thus inviting the user to enter yet the next move;

b) when the task is solved, the program automatically replays the rest of variation (if necessary). Irrespective of the number of points scored by user, the screen message End of exercise is displayed under the chessboard. At the same time the buttons with blue arrows under the board become activated, which makes it possible to proceed to the next task.

If you have entered an erroneous move, then the program returns the piece on its initial square, adds some penalty points and displays tip with colored markers. The screen message Wrong! is displayed under the board for a short time. After 2-3 seconds you may try to rnter another move.
· The first tip consists of the color markers on the board, which disappear after the correct move. The second possible tip makes blinking a piece that should move.

· If blinking the piece is not sufficient to give user a tip, then the program makes the correct move automatically.

5.3.
REPLAYING MOVES

If, after having solved the task, you press with stylus some move in the task’s notation, then this move becomes the current one and the position on the board is synchronized with the notation.

User can replay the moves from notation on the board, starting from the current move. After pressing the button [image: image30.bmp] (Menu/Next move )the next move is being made on the board and after pressing the button [image: image31.bmp] (Menu/Previous move) – the position before the current move is restored on the board.

In order to restore the position after the current move (the last move in the main variation), press the button [image: image32.png]


 or select the menu command Menu/Current move.
5.4.
MARKERS

Markers are used to point out the important squares and directions. Markers are displayed when you enter a wrong move. This is considered a tip and some penalty points are added. The pieces are marked with the red and blue markers, the squares – with the green markers. The yellow arrows are used to point out the directions and possible moves.

The highlighted markers disappear after user enters the first correct move.

5.5.
EVALUATION OF THE SOLUTION

Number of points scored by user for solving the exercise depends on the tasks complexity. The user is penalized for the erroneous moves: up to 100 per cent points may be deducted from the scored points. Magnitude of penalty varies depending on the task’s complexity and the particular position in which the mistake have been made. If the user has not made a single correct move, then he/she scores 0 points. Nevertheless, the task is considered to be solved.

 

6. 
OPTIONS

To define the program’s options, select Menu/Options… command.

This action opens the Options window: 
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Here you can define the following parameters:
· Board size

· Whether to Show window header
· Whether to Invert board for black
· Whether to Show tips (figure moves) – when pressing any piece with stylus, all the possible moves of this piece will be pointed out with the green markers.

If the Invert board for Black option is set, then in all the positions where Black is to play the black pieces are displayed in the lower part of the chessboard and the white pieces are displayed at its upper border. If this option is not set, then in all the exercises the lowest rank of the chessboard is the first rank and the highest rank is the eighth one correspondingly, not depending on which side to move is.

Dear customer,
Thank you for using this product.

Your notes and suggestions are most welcome because we at Convekta Company value your comments, we will use the information you provide to continuously improve our products. Thank you for your cooperation.

Please contact us:

Mail:

Convekta Ltd., PO Box 302 c/o IPS

Suite 2, Global House, Poyle Road ColnBrook SL3 0AY

Berkshire UK



or

Convekta Ltd.
PO Box 302 c/o IPS 666 Fifth Avenue
Suite 572 New York NY 10103 USA

E-mail:

Support: support@chessassistant.com
Sales:  sales@chessassistant.com or sales@convekta.com
Internet:

http://www.ChessAssistant.com

http://www.ChessAssistantclub.com
http://www.planetadeajedrez.com
 New chess software by Convekta Ltd:

· Comprehensive Chess Openings

Comprehensive Chess Openings - this is an opening encyclopedia including detailed theoretical material in all the chess openings. More than 250 000 opening moves and 8000 key positions are evaluated and presented with text annotations from GM Kalinin. A detailed report may be generated for any opening position, which has an encyclopedic table format. Afterwards it may be easily edited and expanded. The key system was developed for every opening, which is automatically extended as you examine the opening deeper and deeper. All information on your completed work is stored there.

The references to grandmasters and masters games are provided, which use a 1,000,000 games database also supplied with the program. You can also perform various searches in this database. Two strong playing programs are included - Delfi and Crafty - they may be used for playing and analyzing the openings.

· Chess Combinations Encyclopedia

A fundamental program on chess tactics including more than 4000 training examples and exercises classified by more than 100 tactical methods and motifs. The complexity of the exercises grows inside each theme from beginner to advanced chess player. Individual ratings are calculated on the basis of the user’s performance and statistics are gathered for each user. When studying each theme step by step, you can master all the tactical methods and improve your play drastically.

· Chess Middlegame Collection

This is a unique set of programs produced on 4 CDs, where four chess programs on the middlegame are put together (Encyclopedia of Middlegame I, II, III and IV), covering the theory and practice of the middlegame for each of the openings. Each of the four programs includes detailed theoretical material for the corresponding openings and variations, positions for solving and special learning positions to play against with the built-in game engine. 

In total the Chess Middlegame Collection includes: 

· 2300 games/lectures prepared by GM Alexander Kalinin 

· more than 2600 exercises to solve 

· more than 1000 training positions to be played against the built-in chess playing program Crafty.

 New chess software by Convekta Ltd:
· Six World Champions

The Six World Champions program comprises of 6 wonderful programs devoted to six great chess champions: Emanuel Lasker, Jose Raul Capablanca, Alexander Alekhine, Mikhail Botvinnik, Mikhail Tal and Boris Spassky. Each of these great champions have played a lot of excellent games and by studying them you'll get much enjoyment and improve your play! All the games are thoroughly annotated by GMs Khalifman: 

· Emanuel Lasker - 630 commented games 

· Jose Raul Capablanca - 640 commented games 

·  Alexander Alekhine - 1300 commented games 

· Mikhail Tal - 2592 commented games 

· Mikhail Botvinnik - 1069 commented games 

· Boris Spassky - 2365 commented games

As well as all of this, each of the games devoted to any world champion has the section - "Play as World Champion" - it includes from 200 to 350 fragments from the creation of the chosen champion. In this section you can try to find strong and beautiful moves as played by the world champion in his games. While solving, you are given refutations to your wrong moves and other hints. For each world champion there is a biography, tournament and match records and some 

rare photos. 

· Opening Instructor 

This is a perfect opening manual. The program features a theoretical review of all the chess openings, which are illustrated by instructive games of the chess players in XIX and XX centuries. This compact opening manual contains a detailed classification, which makes it useful to players of any 

level - beginners, intermediate and advanced players. 

Each opening variation is supplied with evaluations and characteristics of the key moves. The history of the variations' development is perfectly described, as well as their current status. 

http://www.ChessAssistant.com

New software for Pocket PC

· Pocket Chess Combinations

Pocket Chess Combinations is new teaching software for Pocket PC for intermediate players dedicated to the chess combinations. This program presents 19 most important themes including: Mating combinations, Pinning combinations, Decoying, Blockade, Exchange, etc. This course was composed by the well-known coach Ivaschenko who worked at this chess material for over 20 years. It contains 1170 selected combinations for you to solve. Many experts consider his handbook to be the best in the field. While solving, you are shown refutations of wrong moves as well as other helpful hints. 
· Pocket Chess Tactics for Beginners

Pocket Tactics for beginners is a Pocket PC version of the famous program Chess Tactics for beginners. The author, well-known coach Ivaschenko, has been working at this chess material for over 20 years and many experts consider his handbook to be the best for beginners. The program consists of over 1300 instructive exercises of various difficulty for beginners on the following topics: Mate in 1, Winning material, Draw, Sacrifice material and etc. While solving, you are shown refutations of wrong moves as well as other helpful hints. Having studied this program any beginner should reach intermediate player level.
· Pocket Chess Basics

Pocket Chess Basics is an interactive tutorial for the Pocket PC for novice players, both children and adults, who have already learnt the rules of chess and now wish to become players of intermediate strength. Students will study essential concepts such as development, the center, fundamentals in chess tactics, basic endgame rules and much more! The program contains 5 courses: Utilizing a Decisive Material Advantage, The Three Stages of a Chess Game, Basic Pawn Endings, The Fundamentals of Chess Tactics, Utilizing a Material or Positional Advantage. In total there are 55 lessons with more than 450 instructive examples to illustrate the basic chess principles and 750 exercises to be solved. While solving, you are shown refutations of wrong moves as well as other helpful hints. 

System requirements: Pocket Chess software runs on Pocket PCs with Windows Mobile 5.0, Windows Mobile 2003 and Windows Mobile 2003-SE. 

http://www.ChessAssistant.com
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