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LCD DISPLAY OF THE NOVAG TURQUOISE

The LCD digplay of the NOVAG TURQUOISE has a six character dphanumeric display. The listed symbols bdlow are usad on the
digplay for the TURQUOISE:
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1 = Indicationforthecolor 5 = Symbol for En Passant
2 = 6chaacter dphanumeric display 6 = Symbal for Sdemate/Draw
3 = Sepadionfortimeindication 7 = Symbol for Check/Checkmate
4 = Symbolsfor chesspieces 8 = Symboal for captured figures

Symbolsfor the chess pieceson thedisplay

I Pawn
Knight

Bishop

2
L)
l Rook
L4

Note  All LCD displaysshowing 3 bars" = "indicate thet afunctionis ON or thefunctionisnow a value 3.



. GENERAL HINTS

Paying with the NOVAG TURQUOISE is essy compared to other chess computers, however we recommend reading the generd
ingtructions before sarting to play. The detailed ingtructions are laid out in such away that each section is sdf-contained, o you do not
haveto read everything a once.

BATTERIES
The TURQUOISE runson six 1,5V UM 3-typeor '‘AA' sizealkaline or heavy-duty batteries (not induded).

Note  Donot useregular bateries, asthey will result inirregular performance.

Toingat the batteries open the BATTERY DOOR on the backside of the unit and place the batteries asindicated by the +/- Sgns A st of
new adkaline batteries runs gpprox. 100 hours. (continuous operation). If you don't use your computer over along period of time, please
removethe batteries

ADAPTOR

The NOVAG adaptor (Art.N0.8210) is not included with your set, but is available separatdy from your deder. Please natethet itisaDC
9V adaptor with 300 mA and it has a negative center. If you cannot get the NOVAG adaptor, please make absolutdly sure that you do not
buy an adaptor which does not have these specifications. If you use atoo powerful adgptor it might burn the components in your unit.
Before using the adaptor, check that the voltage of your dectric mainsiswithin the range specified on the adaptor labdl.

Note  Makesureyou first connect the adaptor with the computer before you plug it into the mains. The adaptor jack is e the back pand
of the computer. We suggest to only use the adgptor which has been specialy devel oped for this computer.

MEMORY

The TURQUOI SE hasalong-term memory and will retain the last board position. However, make sure thet there are batteriesin the chess
computer or an adaptor connected otherwise you will lose the memory contents.

1. SHORT INSTRUCTIONS

1. Before commencing to play set up the chess pieces in the opening position. White pieces on rank 1 and 2, Black pieces on rank
7and8.
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2. Thepower switch isa2-pastion switch and is & the backside of the cabingt. It is marked ON/OFF. Pugh this switch towards ON
(towards the power socket). This switch operates both adgptor and batteries. If you use an adaptor, the batteries will automaticaly
be disabled.

3. PressNEW GAME. Youwill hear 3 beepsand the LCD will show [~ -~ ] with thewhitebar. 'Y ou can now makeyour opening
movefor White

4. If youwish to increase the leve of kill pressthe LEVEL key and sdect one of the two LEVEL GROUPS before you press the
square corresponding to the desired leve (al, a2, a3, up to h8). On the LCD display you will see a number indicating the present
leve ot (SeelV. 2. for leve setting and their time controls).

5. Onceyou have st the levd, press GO to exit the LEVEL mode. After this procedure you may enter your move as White. Gently
press down on the piece that you want to move and the two respective rank and file LEDs will light up. Then set the piece down
orto the square you wish to move to and gently press down again. (Your completed move will be shown on the LCD). Once the
TURQUOISE hasregigtered your moveit will immediatdy start computing its counter move.



1. GAME FEATURES

a MakingaMove

The NOVAG TURQUOISE has a Sensor-chessboard which registers your moves automeaticaly when the appropriste squeres are gently
pressed. Movesto be executed for the computer are indicated by the 2x8 rank and file LEDs and on the LCD display. Each square on the
chesshoard is named according to the standard adopted by the World Chess Federation (F.I1.D.E.) which are the coordinates of each square
fromaltoh8, dl movesaredso shownonthe LCD.

The color to move isindicated by the top row of the LCD and a white box indicating that White is to move whereas a solid black box
would indicate that it is Black's move. To make amove, gently press on the piece that you wish to move (thereby pressing on the square
that it stands on) and you will see the rank and file LEDs corresponding to this square light up. To complete your move plesse lift thet
piece and place it on the square that you wish to move it to and gently press down on that square. The completed move and color
indication will be shown onthe LCD display. The TURQUOISE will thenimmediatdly start computing its counter-move.

To make amove for the computer when the counter-move has been computed, your computer will show on the LCD its move and dso
light up therank and file LEDsthat correspond to this move. Gently press on the square indicated, lift up this piece and complete the move
as if making this move for yoursdf and put down the piece on the square indicated. Please note to remove any captured pieces for the
computer without applying any pressure on that square.

Note  When the TURQUOISE is computing (the black box will blink on the LCD) dl key presseswill be ignored except for the GO
key whichwill interrupt its computing and force the current move being andyzed to be played a once.

b)  CapturingaPiece

If the TURQUOI SE makes a cgpturing move it will show onthe LCD the symboal X" and in case of En Passant pawn capturesit will dso
show "ep". Please complete this move for the TURQUOI SE and remove the captured piece without applying any pressure. If you wish to
make a cagpture, make thismove asfor anorma oneand remove the captured piece.

¢ Impossbleand Illegal Moves
The TURQUOISE is programmed in accordance with the International Chess Rules and does not accept nor make illegd moves.

Corrections of illegd moves or migtakesin executing computer movesarevery smple.

o If youtry to make anillegd move, you hear 3 begps and the LCD display will show the "Error" sgn. Retract your move without
pressing on any suare. Y ou can now make another legd move.

e If you try to move the wrong piece when executing a computer move, you hear 3 begps and the rank and file LEDs of the correct
squarewill light up. To execute thismove correctly, press gently on the square indicated.

d Cadling

According to the rules, acastling moveisfira made with the King then with the Rook. The computer will indicate dl the squares that you
will need to press The computer acoepts and executes castlingsin set-up board positions.

e EnPasant

If you make this specid pawn cgpture you only have to enter the "from" and "t0" squares of this move asin anormd move. Plesse
remember to remove the cgptured pawn from the board and to gently pressthat square. When the computer makes an En Passant captureit
will show thewords"ep" dongwith an"x" onthe LCD.
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Official Rulesof Chess:

A pawn dtacking a square crossed by an enemy pawn which has been advanced two squares in one move fromits origind square may
capture this enemy pawn as though the latter had been moved only one square. This capture may be meade only on the move immediatdy
fallowing such an advance and is called cgpturing En Passant.

f)  Pawn Promotion / Underpromation

If one of your pawns reaches the opposite Sde of the board, the chess computer will dlow you to promote or underpromote it to any
desired piece.

As soon as this happens, the rank and file LEDs of the square flash and the word "Pro ?" will be shown on the display. Y ou can now
choose the pieces you want to promote to by pressing the respective Piece Symbol Key. The LEDswill dissppear and the computer will
start computing its counter-move.

If acomputer pawn reaches the opposite sSide of the board, the computer indicates on the LCD display into which piece the pawn will be
promoted/underpromoted.

The computer aso acogptsexecutes pawn promotionsin set-up board pogtions

g Stalemateand Draw

e  Thecomputer announces a Stdemate by theword "dr SIL" ondisplay.

The TURQUOI SE recognizes the following specid draw conditions as stated by the World Chess Federation:

e  Draw duetoinsufficient materia isannounced by theword "dr in5" on display.

e 50moveswithout acapture or apawn movesisdisplayed with "dr 50".

e And 3timesrepstition of postionisdigolayed with "dr 3rd".

h)  Check and Checkmate

Check announcements will be shown asa"+" sign on the right corner of the LCD digplay. If this check isthe last check of the gamei.e.
checkmate, "M ATE" will gppear on the digplay dong with the last move of the gameand thewinning color.

i) Mate Announcement

The TURQUOI SE will dways announce maeif it seesit and will show the numbers of movesto mateonthe LCD.

Example "n 4" meansMate-in-4.

j)  Redgnation

If the computer believesiits pogtion is hopdess, it will announce "rESIGn" for resign. If you wish you might finish the game, however
note, the computer will only once announceits resgnation.

Note If dther ddestimerunsout, the LCD digplay will flash "FLAG". Y ou may continue the game by entering the next move.

V. SPECIAL FUNCTIONS

1) NEW GAME Key

Pressing NEW GAME will reset the computer's chesshoard to the garting podtion. Thiskey is effective even whilein the specia modes
like SET UP, VERIFY and LEVEL.
PressNEW GAME every timeyou switch the computer on, or whenever you wish to commence anew game.

Note  TheLEVEL, RANDOM and SOUND vaueswill be retained.

2) LEVEL Key

Y our NOVAG TURQUOISE has 128 different leve settings (induding Solve Mate Levels) to choose from. Y ou can learn and improve
your chess skillswith this computer.

Thelevdsaredivided into 12 basc sections and arelisted in 2 groups as described in this chapter. On the LCD you will seethe following
abbreviationsfor these 12 level sections

Tr = Tournament Leve Section - At = Average Time Section - Ft = Fixed Time Section - Sd = Sudden Death Section Fd = Fixed
Depth Section - An=AndyssSection - EA =Easy Levd Section - BE = Beginner Section

IN = Solve Mate Section - Fn=FunLeve Section - EG = End Game Section and Gn =Classca Game Section



As shown on the charts of LEVEL GROUP | and LEVEL GROUP I, each playing level correspondsto one of the 64 board squares To
et the computer to any of the 128 level sdttings, pressthe LEVEL key to sdlect either LEVEL GROUP| or LEVEL GROUP I and then
pressthe corregponding chess board square (A1, A2, to.....H8). On the LCD the chosen leve setting will be displayed. To confirmtheleve
etting and exit thismode pressthe GO key.

For example, if youwishto st leve 12 (= Tr 12 of LEVEL GROUPI - Tournament Leve Section), pressthe LEVEL key once or twice
tosdect LEVEL GROUP| (the LCD will show "L Etr1") and then press square B4. Thiswill beindicated by the corresponding rank and
fileLEDsaswell asonthe LCD. Onceyou have st the desired leve press GO to exit thismode. Now you may enter your firgt move.

Note  You may check or change the playing levels & any time during a game, but not whilst the computer is caeulaing. If you wish
you can interrupt the computing time and cdl-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 a alater time, or pressthe NEW GAME key, the previous set playing leve will be
retained provided you have batteriesin your computer or it is connected to the adaptor.

Numbering sysem to select the playing levels on the chessboar d:

8 | Tr8 [Trl6 | At8 |Atl6| Ft8 | Ft16 | Sd8 |Sd16
LEVEL GROUP I:

7 | Tr7 | Trl5| At7 |Atl5| Ft7 |Ft15| Sd7 |Sd15

6 | Tr6 | Tr14| At6 |Atl4| Ft6 |Ft1l4 | Sd6 |Sd14

5 | Tr5 [Tr13 | At5 [At13| Ft5 | Ft13| Sd5 |Sd13

4 | Trd [Trl2| At4 [Atl2| Ft4 |Ftl12 | Sd4 |Sd12

3 | Tr3 |Trl1| At3 [Atll| Ft3 | Ft1l| Sd3 |Sd11

2 | Tr2 |Trl0| At2 |Atl0| Ft2 | Ft10| Sd2 |Sd10

1 | Tr1 | Tr9 | Atl | At9 | Ft1 | Ft9 [ Sd1 | Sd9

A B C D E F G H

LEVEL GROUP II: g8 | Fds|Ans|EAS|BES| IN8 | Fn8 |EGS | Gns

7 | Fd7 | An7 | EA7 | BE7 | IN7 | Fn7 | EG7 | Gn7

6 | Fd6 | An6 | EA6 |BE6 | IN6 | Fn6 | EG6 | Gn6

5 | Fd5 | An5 | EA5 |BE5 | IN5 | Fn5 | EG5 | Gnb

4 | Fd4 | An4 |EA4 |BE4 | IN4 | Fn4 | EG4 | Gn4

3 | Fd3 |An3 |EA3 |BE3| IN3 | Fn3 | EG3 | Gn3

2 | Fd2 | An2 |[EA2 |BE2 | IN2 | Fn2 | EG2 | Gn2

1 |Fd1|Anl|EA1|BE1|IN1 |[Fnl |EG1|Gnl




DESCRIPTION OF THE 12BASIC LEVEL SECTIONS:

LEVEL GROUP|:

e TOURNAMENT LEVEL SECTION: Tr 1-Tr 16

The Tournament Leves require you to make a specific number of moves within a given amount of time, which smulates a
tournament, game. There are 40 moves pre-set which haveto be played within afixed time, eg. 40 movesin 120 min.

(Please note thet level Tr 8 is the strongest of this section). If you or the computer exceeds the specified time, the game will be
dedaredlog.

Level Description
T 1 40 moves in 4 min.
2 40 moves in 5 min.
3 40 moves in 8 min.
4 40 moves in 10 min.
5 40 moves in 15 min.
6 40 moves in 20 min.
7 40 moves in 30 min.
8 40 moves in 40 min.
9 40 moves in 50 min.
10 40 moves in 60 min.
11 40 moves in 70 min.
12 40 moves in 80 min.
13 40 moves in 90 min.
14 40 moves in 100 min.
15 40 moves in 120 min.
16 40 moves in 150 min.

e AVERAGELEVEL SECTION: At1-At16

The computer will use hdf of the specified time to cdculate the counter-move and use the remaining time to complete the search.
Thetime variesin the opening game, the middle game and end game position accordingly. The computer tendsto play fester inthe
openings and endgame pasitions, but in complicated middle game positionsit may take longer to make its move. Depending on the
position the computer may take up to four timesthe st time on theselevels.

Level Description
At

1 5 sec. permove
2 7 sec. permove
3 10 sec. permove
4 13 sec. permove
5 20 sec. permove
6 30 sec. permove
7 45 sec. per move
8 60 sec. per move
9 75 sec. permove

10 90 sec. permove
11 100 sec. per move
12 115 sec. per move
13 135 sec. per move
14 150 sec. per move
15 175 sec. per move
16 220 sec. per move

e FIXEDTIMELEVEL SECTION: Ft1-Ft16
The computer will only usethe time selected to cd culate each counter-move.

Level Description

Ft 1 2 sec. permove
2 4 sec. permove
3 6 sec. permove
4 8 sec. permove
5 10 sec. permove



6 15 sec. permove
7 20 sec. permove
8 25 sec. permove
9 30 sec. permove
10 35 sec. permove
11 40 sec. per move
12 45 sec. per move
13 50 sec. permove
14 55 sec. permove
15 60 sec. permove
16 90 sec. permove

e SUDDENDEATHLEVEL SECTION: Sd1-<d 16

On the Sudden Degth Levesthe computer will try to finish the game within the given time you have set. Thetime the computer uses
for each move depends on the time aready used o far and the actud position.

If you or the computer exceed the specified time contral the game will be dedlared lost. To kegp track of the remaining time these
levels use count-down docks. Thetotd time dlock darts a the st leve (eg. 20:00 on leve Sd 5) and counts down to 00:00. When
the dock reaches 00:00 you will hear 3 begps and the LCD will show "FLAG". The Sde to move loses on time. If you wish you
could continueto play and finish the game; in thiscase the totd timewill be disolayed and will be counted continioudy.

Level Description
Sd 1 3 min. per game
2 5 min. per game

3 10 min. per game
4 15 min. per game
5 20 min. per game
6 25 min. per game
7 30 min. per game
8 35 min. per game

9 40 min. per game
10 45 min. per game
11 50 min. per game
12 55 min. per game
13 60 min. per game
14 90 min. per game
15 100 min. per game
16 120 min. per game

LEVEL GROUPII:

e FIXEDDEPTH LEVEL SECTION: Fd1-Fd8

Ontheselevesyou st the computer's search depth and it can only search to the depth you have entered.
Pease note thet the time the computer needs to reach the set search depth will vary with the board position. As a generd rule the
computer needs 3 to 6 times as much time to reach the next depth, asit is needed to reach the current depth.

Level Description

Fd 1 search only 1 half move
search only 2 half move
search only 3 half move
search only 4 half move
search only 5 half move
search only 6 half move
search only 7 half move
search only 8 half move

O~NO OB WN

e ANALYSSLEVEL SECTION: An1-An8

Theselevels provide degper searchesfor more complicated positions. On level An 8 the computer searchesindefinitely until aCheck
Mateisfound or you stop the seerch by pressing the GO key.

If the search is hdted the computer makes the moveit currently thinksis the best. On thislevd it might be very interesting to waich
the computer andyze complicated positionsfour hoursor even dayd



Level Description

An 1 search only 9 half move
search only 10 half move
search only 11 half move
search only 12 half move
search only 13 half move
search only 14 half move
search only 15 half move
search INFINITELY

oO~NOOTDAWN

NOVICELEVEL SECTION: EA1-EAS8

BEGINNER LEVEL SECTION: BE1-BES8

Theselevds are desgned for novice players. On these level's the computer regtricts its search which produces awesker play giving
the beginners a better chance of winning againgt the computer. The computer tends to search for more captures rather than trying to
bdanceitsgame.

Level Description

EA 1 1 ply full search + 2 ply capture search
1 ply full search + 3 ply capture search
1 ply full search + 4 ply capture search
1 ply full search + 5 ply capture search
1 ply full search + 6 ply capture search
1 ply full search + 7 ply capture search
1 ply full search + 8 ply capture search
1 ply full search + 9 ply capture search

oO~NOOTDAWN

Level Description

BE 1 2 ply full search + 2 ply capture search
2 ply full search + 3 ply capture search
2 ply full search + 4 ply capture search
2 ply full search + 5 ply capture search
2 ply full search + 6 ply capture search
2 ply full search + 7 ply capture search
2 ply full search + 8 ply capture search
2 ply full search + 9 ply capture search

oO~NOOThAWN

SOLVEMATELEVELSSECTION: IN1-IN8

If you have aposition where there might be a mate and you want the computer to find it, set the computer on one of the Solve Mate
Levels. The TURQUOI SE will search for the shortest possible solution to ameate problem up to Mate-in-8. If the computer discovers
a forced mate it will digolay a mate announcement. If there is no mate present or the computer cannot find a mate you will see
"nonE" ondiglay.

Level Description

IN 1 Solve mate in 1 problem
Solve mate in 2 problem
Solve mate in 3 problem
Solve mate in 4 problem
Solve mate in 5 problem
Solve mate in 6 problem
Solve mate in 7 problem
Solve mate in 8 problem

O~NO A WN

Example  TosolveaMate-in-3 problem, setup the chess positions on your chesshoard as shown on the diagram.
To st up the board position proceed asfollows:

— NEW GAMEkey

— SET UPkey — SET UPkey

— CLEARkey

— COLORkey tosdect WHITE

— Setupdl Whitepiecesasdestribed in section V. 14.
— COLORkey tosdect BLACK
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e FUNLEVEL SECTION: Fn1-Fn8

On these levels the computer makes some very human migtakes and plays dmost ingtantaneoudy with very little strategy or tacticad
indght. Even rank beginners should be able to beet the computer on theseleveld

— Setupdl Black pieces asdescribed in section 1V.14.
— COLOR key, itisWhiteto move

— GOkey: toexit SET UPmode

— LEVEL key > S¢ SolveMaelLevd In-3

— GOkey: toexit LEVEL mode

— GOkey: to gat themate search

Solution:
White Black
1 c2-d4 d3xd4

2. eg3+ f7—e5
3. f5xe5t mate

Level Description

Fn 1 2 sec. per move
5 sec. per move
10 sec. per move
20 sec. per move
30 sec. per move
60 sec. per move
120 sec. per move
180 sec. per move

O~NOOTAWN

END GAME POSITION SECTION: EG1-EG8
EG1- LUCENA Postion:

Thisisthebadc winning method for King, Rook and Pawn versus King and Rook.
This specific pogtion and winning method was first described by Luis Ramirez de Lucenain 1497. He dso provided other helpful
tipsfor playing chess such as try to play soon after your opponent has esten or drunk fredy.

SettingtheEND GAME POS TION EG 1.

—  PressLEVEL key onceor twiceto sdect LEVEL GROUPII and then presssquare G1.

—  PressGOto exit thelevd mode.

- "Ve —-" will appear on the display. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and make the move for White.
—  Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH". Take back this

wrong move (by applying pressure on the respective squares) and try again.

——— Solution:

8 w @ 1 fifahonl 2 faeheBd7
d iy 3 g8f7hifl 4 f7g6figl
2 | 5 gei6glfl 6 fog5Tigl
5 | 7 el

4 |

3|

2 E|

i | uj

A B C DEF G H

EG2 - d5OUTS DE SOUARE:

This pogtion comes from the famous book by Grand Mager Ruben Fine “Basic Chess Endgames’ (fig.51). The position
demondrates how to creste apassad Pawn, which is outside the reach of the opponent'sKing by sacrificing aPawn.

SdtingtheEND GAME POSITION EG 2

—  PressLEVEL key onceor twiceto sdect LEVEL GROUP I and then presssquare G2.

—  PressGOto exit thelevd mode.

10



"Ver ——" will appear on the display. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and make the move for White.
Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH". Take back this

wrong move (by applying pressure on the respective squares) and try again.

e —| Solution:

:| 1 d4d506d5 2 bab5 d5d4
3 Mg3d4d3 4 g3r2d3d2

Bl i3 i 5 f2e2h6g5 6 b56

L

4 I ] @

EG3 - b6- SNEAKY PAWN:

This podtion dso comes from “Basic Chess Endgames’ (fig.61) and illugtrates another method of forcing a passed Pawn when the
only advantageisthat the White Pawns are more advanced than the Black Pawns,

SdtingtheEND GAME POSITION EG 3:

PressLEVEL key onceor twiceto sdect LEVEL GROUPII and then press square G3.

PressGOto exit theleved mode.

"Ver ——" will appear on the digolay. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and make the move for White,
Should you meke a move ather than the indicated solution, the computer will show on the LCD" Off bH" . Take back this
wrong move (by applying pressure on the respective squares) and try again.

- Solution:
1 bSboarhe 2 SBbTE

Yy | 3 &Bbe5 4 aa7

b

mam W e

4 |

3| @E;l

EG4 - KC2INFRONT OF PASSER:

Thisposition is contrived to show the proper method of getting the King in front of a passed Pawn to aid the Pawn's advancement. If
the Pawn is played forward firgt, then the opponent's King will be ableto block the Pawn from ever queening.

SettingtheEND GAME POSITION EG 4

PressLEVEL key onceor twiceto sdect LEVEL GROUPII and then press square G4.

Press GO to exit thelevel mode.

"Ver ——" will gppear on the diglay. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Pressnow GO again and make the move for White.
Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH" . Take back this
wrong move (by applying pressure on the respective squares) and try again.

B Solution:

a1 g 1 dic2f8er 2 c203e7d6

; | 3 b3o4d6os 4 bAck 066

;| 5 ACSd6c7 6 6b5c5c7d

. | 7 Sb6d7c8 8 bbb c8ds
- 9 304088 10 cAc5 6808

3| i 11 oBb7 d8d7 12 c506 d7d6

g | 13 c6c7

1 ey

11



EGS - PAWN SACRIFICE FORKING IN FRONT:

This postion is dso derived from Fings book (fig 30). The winning method shows how to again secrifice a Pawn in order to force
theKing to be on the 6th rank in front of a passad Pawn. Thiswins no metter which Sde hasthemove.

SettingtheEND GAME POSI TION EG 5:

—  PressLEVEL key onceor twiceto sdect LEVEL GROUPII and then presssquare G5.

- PressGOtoexit thelevd mode

- "Ve —-" will gppear on the diglay. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and meke the move for White.

—  Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH". Take back this

wrong move (by applying pressure on the respective squares) and try again.

I B B Solution
:| o N 1 ded7 dad? 2 e56 0708
. " | 3 feeBdsc? 4 e667¢TcB
A m 5 7d6c8o7 6 d6d7b7bs
il 7 d7c6b8a7 8 obd7alb

1 | 9 =6

¢ I
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EG6 - DISTANT OPPOSITION:

This pogition is contrived to show the 'digant opposition’. The method is to not move the White King directly forward but insteed
move Sdeways 0 that if the Black King moves forward. White can gain the ‘ distant opposition’ or Smply go and take the nearer
Pawn. Such subtleties are what make chess endgames o interesting.

SdtingtheEND GAME POSITION EG 6:

—  PressLEVEL key onceor twiceto sdect LEVEL GROUP I and then press square G6.

—  PressGOtoexit thelevd mode

- "Ve —-" will appear on the digolay. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and make the move for White,

—  Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH". Take back this
wrong move (by applying pressure on the respective squares) and try again.

B Solution:
7| o R 1  e2d2d8s8 2 d2c3e8d7
: | 3 c3d3d7es 4  d3e4ehi6
|8 i 5 edd5f6(7 6 d5c517e6
Jn | 7 556605 8  b5&d5S
3|" o 9  &BSH 10  adab obe?
11  aBb5cTb7 12 b5Sbib
: b | 13 5586 14 b5

A B C DEF G H

EG7 - QUEEN vsKING and KNIGHT PAWN:

This postion is dso derived from Fing's “Basic Chess Endings’ (fig. 544). The method shows how the Queen is used to check the
opponent's King until the opponent's King blocks the advancement of the Pawn, a which point the other King steps doser until
findly mateis ddivered. It should be noted that because of demate possibilities this method does not work againgt a Pawn on the
Rook or Bishop file on the 7th rank. Normdly such positionswill be drawn.

SettingtheEND GAME POS TION EG 7:

—  PressLEVEL key onceor twiceto sdect LEVEL GROUPII and then presssquare G7.

- PressGOtoexit thelevd mode

- "Ve —-" will aopear on the diplay. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and make the move for White.
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—  Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH". Take back this
wrong move (by applying pressure on the respective squares) and try again.

C—— — Solution:
:| g N 1 c8h3higl 2 crd6glf2
= 3 hemfal 4 hafafle2
¢ | 5  fag3exfl 6 g33figl
5 | 7 deesgl2 8  f3fahchl
4 | 9  fadhigl 10 esedglfl
] 11 hah3fif2 12 h3f3f2gl
z i | 13 eff4gih2 14 f3n5h2gl
1 W 15 f4g3g1fl 16 hsdl
A B C D E F G H

EG8 - KNIGHT and BISHOP MATE:

Thispodtion isagain from “Basic Chess Endings’ (fig 5) and shows the proper method to mate with Bishop and Knight versusthe
loneKing. Thisisthe mogt difficult of the basc mates. To mate with Knight and Bishop it is necessary to do so in the corner of the
board which isof the same color asthe Bishop. The matter iscomplicated by thefact thet it isimpossible to directly drive the King to
one of the correct corners. Hence, the King mugt firgt be driven to the corner which is not the same color asthe Bishop, then usethis
method to drive the King into the correct corner where mateisadministered.

SetingtheEND GAME POSITION EG 8

—  PressLEVEL key onceor twiceto sdect LEVEL GROUP I and then presssquare G8.

—  PressGOtoexit thelevd mode

- "Ve —-" will appear on the digolay. Place the chess figures without gpplying pressure on the chessboard as shown on the
diagram below and verify the position as described in section 1V.13. Press now GO again and make the move for White,

—  Should you make a move other than the indicated solution, the computer will show onthe LCD " Off bH". Take back this
wrong move (by applying pressure on the respective squares) and try again.

— Solution:
b | 1 d3eAgs8 2 edh7feeB
d £y 3 flbesd 4 feesdscT
6 & 5 edrcth7 6 hrd3bich
5 | 7 d3aBo6e7 8  apb5c7d8
p | 9 dmbedsc7 10 bed5CTd8
] @ 11  e6d6d8c8 12 dee7c8b7
: | 13 e7d7b8 14 b5abhear
| 15 o6c8arb8 16 dserbsar
17 dic7ar8 18 c8b7aBar

A B C DD E F G H
19 e/c6

CLASSC GAME SECTION: Gn1-Gn8

Gn1l-LEGALSSMATE:

This pretty check mate idea.comes down to usfrom M. de Kermur Legd (1702-1792). Many an unwary beginner may be caught in
thistrap which is 30 exciting because of the sacrifice of the Queen.

: Solution:
i Hwoak 1 135 gddl 2 oAf7eBeT
'AAR & A 3 35
b i |
o
| memaan
] A
AR BAA|
B S u
A B C I E F G H
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Gn2 - CLASSCBISHOP SACRIFICE:

This postion shows avariation of the dasscd Bishop's sacrifice which comes out of a French Opening. By sacrificing the Bishop,
White destroysthe Black King position and then engagesin what isknown as a*“King hunt”. When Black playsthe French defence
inparticular it isadwayswiseto kegp alookout for the possihility of thissacrifice

. l i I*—l Solution:

,rll lw ‘-l i l 1 d3h7g8h7 2 f3g5h798

AP ¥ | 3 dihsfad 4 hs7gene

I ¥ ¥ 5 fof4crdr 6 fl3erfs

4 1 | 7 f3n3f5h6 8 f7g6h8g8

I g e 9 h36cBM 10 hehegans

z £ 1YL 11 geh7

B Sy HEl ad...

A B L DETFTG GH 2 hrge 3 digaf7s

4 ganfsia 5  hah7 g6u5
6 hXigsgd 7 fa3g4d3
8 hrgrerge 9 grg6g3d
10 go6g4

Gn3 - Oxc6andBab MATE:
A nice comhination by Esteban Cand, White sacrifices both Rooksto dlow a pretty Queen sacrifice ending in check mete.

. B Solution:
’lll*E ":}] 1 aBv4abal 2 eld2alhl
; Y | 3 f3c6h7c 4 b
d
“ A<
A BN i
2l WA GHAN
g jn ¥} Ju|
A B C ODE F G H

Gn4 - PHILIDORSLEGACY:

This pretty mating idea has been known since the time of Philidor (late 18th Century). The finish is a pretty smothered mate
following the Queen saxrifice.

e — Solution:
’ iE v | 1 305088 2 g5f7hegs
ey’ i1 3 f7h6g8n8 4 d5g8d8g8
6 L %] 4% | 5 hef7
5 | &Y
Fl
3| ) By
iy i) 1L
1|E o) 1 ki
& B T P E F G H

Gn5 - MORPHY MATE:

This position comes from a famous game played by Paul Morphy versus the Duke of Brunswick and the Count Isouard during a
performance of “The Barber of Seville’ in 1858. The culmination of the attack is a srong satement of the importance of
development. Paul Morphy's superior development crashesthough in fine fashion.
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i4 “wa K L GaBes 2 olsban

;ll s H’iill 3 elclads 4 d1d7dsd7
5 hidle7es 6 b5d7fed7

:| l.li 1 = | 7 b38d7s 8 dlds

ey |

YR YL

1|_E 'ﬁ' i

Gn6 - EDLASKERMATE:

The gparkling Queen sxcrifice played by Edward Lasker shows how the opponent's King can be hunted down when driven out from

the protection of the castled king position.
Bli B 'I*—l Solution:
1 hsh7gen7 2 eaf6h7h6
‘& a4 | 5 Qo343 6 dse2f3gR
d el = 7 hih2gegl 8 elcl
4 146y |
3| &
2|0y 5 1L
1 ] hu|

A B C DDEF G H

Gn7 - TORRE QUEEN SACRIFICE:

Actudly, this brilliant series of Queen offers was made by the American amateur E.B. Adams againg the Mexican GrandMaster
CalosTorre! The combination exploits the weskness of Black's back rank.

—— Solution:
. X Kk w | 1 dAgdd7bs 2 gAcAb5d7
A W Ak 3 cAcTd7b5 4 ahbbad
6 A 2 5 e2edadh5 6 c7b7
¥ 1 i
a ey |
3| %y
JfiYi’ O AN
1| : it
& BCDETFTGH

Gn8 - LASKERZ2BISHOP SACRIFICE:

This excdlent example of a double piece sacrifice to expose the enemy King postion comes from a game played by World

Champion Emanuel Lasker againgt Bauer in 1839.

T T Solution
:llt i-}-f:l 1 d3h7gsh7 2 e2h5h7g8
T | 3 e5q7 g8g7 4 hsgAg7h7
y & A 5 f1f3e665 6 3366
‘ i1: m 7 ha6h7he 8 gad7

il
AN &
2|7 G I 1
1|_E julf s ¥

A B C DDEF G H

Note If you exit the EG or Gn Leve by pressing the GO key, the computer will change into verify mode which requires you to set up
the chess pieces according to the game position you have selected. Pressthe GO key again to exit the Verify mode once you have
checked that dl chesspiecesare correctly placed. Then execute your move. If your moveis correct, the computer will respond
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with its counter-move. However, if your moveis not correct, the computer will dert you with 2 beeps and the LCD digplay shows
"oFF BH". Y ou may then take back your previous made move and try the next move or pressthe GO key to force the computer to
cdculaethe counter-move. At the end of the movelist the computer displays"End BH".

At the "oFF BH" or "END BH" stuation the INFINITE Levd (An 8) time control setting will be used to cdculate the move
infinitely. (Pleeserefer to INFINITE Leve (An 8) for detalls).

Whenever you pressNEW GAME key and RESTORE key thiswill take you to the beginning of the sdected game.

3) SOLVEMATE FUNCTION (usekey marked LEVEL)

TheNOVAG TURQUOI SE can solve most chess problems aswell as mate problems up to Mate-in-8 even those that require cagtlings, en
passant captures or pawn promotion / underpromotions. Press NEW GAME and s&t up the required board postion. Before you gart the
meate search, it is advisable to verify the sat-up board position viathe VERIFY key and make sure that the color to moveis correct, if not,
changethis by pressng the COLOR key.

To st the depth of mate search press the LEVEL key until the correct indication "in 1" shows on the display. Sdect now the number of
movesto mate by pressing any of the squares G1 to G8.

Press the GO key once to exit the setting of the mate search and then press GO a second time and the computer begins with the mate
search.

If thereis no solution you will see"no nE" on display. Whilst the computer is searching it will show the main variationsthet it is presently
congdering and will rotate avariety of information on the LCD display inthefollowing order:

d Timeussdupsofar (example:" 01:35")

b) Framoveof manline(example: " G5G4", display of the most anticipated next movefor Black).

¢  Secondmoveof mainline (example: " F3H4", display of the thereafter expected counter-movefor White).
d) Thirdmoveof mainline(example: " D6 D5", digolay of the anticipated counter-move for Black).

€  Evaudion of the podtion = score from computer's point of view (example: "0 21", means+ 0.21 pavnsup).
f)  Depth of search (d 6 means now searching 6 half moves).

g) Iteraionsnot completed (29 30 means 29 out of 30 il to be caculated).

h)  If thereisno solution you will sse"no nE" on display.

4) GOKey
The GO key is used to enter acommand or to exit from thefollowing specid functions:

SET UP/VERIFY /LEVEL / AUTOPLAY or DEMO/ SOLVE MATE. Thesefunctionsare explained in their respective paragraphs.

Furthermore the GO key isused:

o  Tomakethe TURQUOISE computefor the sdeto move, evenif in REFEREE mode.

e Tointerrupt the computing time and call-off acomputer move ingantly. The computer will make the moveit currently conddersthe
best. Please dlow at leest 5 seconds of search time before pressing this key in order to let the computer calculate areasonable move.
Theevauations of these moves do not correspond with the evauation of the st-up leve.

e To change 9desduring agame. Wait urtil it is your turn to move then press GO. The computer will now compute a move for your
color, and you will play the other color from now on.

e Tolet the computer play againg itsdf, which might be of specid interest a a certain point during the game or for learning purposes
Every timeyou press GO the computer cdculatesfor the Sdeto move. All moveswill be computed according to the set kill levels

e Toacogpt aHINT. If ahint isshown on display, pressing GO acceptsthe hint asthough keyed in.

5  RANDOM Key

Every timeyou switch the computer on automaticaly the move with the highest rating is chosen, based on the depth of the search whichis
determined by the kill levd. This is aways the case &fter the opening is finished. However, this may not dways provide the desired

vaiey.

If you press the RANDOM key you can choose various levels of randomness (rAnd /r And -/ rAnd =/rAnd =) Levd "rAn" isthe
least random. The computer will sdect amove a random fromaligt of possble moveswhich aresmilar intheir evauation.

6) REFEREEKey

In thismode you disable the computing of moves by the computer S0 you may make moves for White and Black, while the computer il
checkstheir legdlity. Thisfeature may be used to enter particular book openings or to dlow 2 playersto chdlenge each ather.
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Y ou may enter into thismode at the beginning or during agame before you make your next move. Pressthe REFEREE key and the LCD
will show "rEF =" if REFEREE modeison and just "rEF" when it is off. Press REFEREE while displayed to change the current satus.
Thefollowing festures are il availablewhilgt in thismode:

TAKEBACK /COLOR/HINT/ SET UP/VERIFY / SOUND / GO.

7)  HINT Key

The TURQUOISE can suggest moves if you are not sure how to continue your game, which is a gret tutoring feature. When it is your
turn press the HINT key and the computer will show the move it considers the best for the color to move (the move will be shown on
digplay). Y ou can accept any suggested move or may make amove of your choice even whilst aHINT is being displayed. If you acoept
the suggested move Smply press GO and the computer will immediatdy reply with its counter-move.

If you pressthe HINT key whilst the computer is caculaing, the display will show the move the computer would play if the GO key was
pressed. Press CLEAR key to dear the LCD display and go back to therotating info display.

The suggested moveisthe best possible movein this position computed by the computer at theleve preset by you.

8) TRAINING Key
Thisfunction isto hdp the novice player:

Sep One:

Wheniit isyour turn to move pressthe TRAINING key and the computer will show the "from™ square (indicated by thelit up LEDs and
ontheLCD) of thefirgt piecewithalegd move

If you continue to press the TRAINING key, the TURQUOISE will show you dl pieces with at least one legd move. You may cyde
through this step as often as you wish.

Step Two:
Onceyou have selected a piece, press GO to have this square accepted as though keyed in. If a"from™ square has been entered then each
pressof the TRAINING key will show now each legd "to" square by thispiece.

Sep Three:

If you accept the move as displayed, pressthe CLEAR key to dear the digplay and then key in thismove. The computer will then makeits
counter-move.

If you wish to meke amove other than displayed dear firgt the display by pressing the CLEAR key and then execute the move of your
choice

Should you wish to go back to Step One, usethe CLEAR key to reset the LCD display and then press the TRAINING key to go to Step
One

9 TAKEBACK Key
The TURQUOISE dlowsyou to teke back 112 hafmovesto enableyou to rectify an earlier mistake or to play adifferent Srategy.

Wait until it isyour turn to move. Pressthe TAKE BACK key and the moveisshown ondisplay and the LEDs of the"t0" square are on.
Executethismove as any other ordinary one, i.e. by applying pressure on both squares asindicated.

Every timeyou press TAKE BACK the computer will reversethelast move. If acaptured piece hasto bereplaced, therank and file LEDs
of that square light up and the piece type and square is aso shown on the LCD. Place the captured piece on that square by applying gently
pressure and the LEDs will disgppear. To exit this mode make your next move or ask for the computer's next move by pressing the GO

key.
For your convenience and additional option the TURQUOI SE offersadirect TakeBack feature:

Y ou do not have to press each time the TAKE BACK key before taking back your lag move. Wait until it is your turn and then Smply
take your last move back by pressng thelast "to" and "from" sgquares of the chess piece you wish to take back.

The next move to be taken back will beindicated on the LCD display aswell as by flashing LEDs. Using this method you may take back
up to 112 hafmoves. Y ou can continue the game any time by either making a move for your side or pressing the GO key to recdl a
computer move.
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Note  If you sdect the COLOR or SET UPfunctionto dter the position of any of the pieces, al prior moveswill be ddeted and you may
not TAKE BACK moves before the change of color or postion. If no moves are in the game higtory the LCD will show
"bEGin".

10) TRACE FORWARD Key

Thiskey ismainly used for tracing forward al moves after using the TAKE BACK or RESTORE function. Every press of this key will
replay amove of the current game until dl movesin memory have been replayed. Thisisindicated by theword "En d" onthe LCD.

11) COLORKey

The computer isgeneraly set to play Black and you White. If you wish to play Black in anew game, set up the Black piecesonrank 1 and
2 and theWhite ones on rank 7 and 8, in that case disregard the notations d ong the chesshoard.

Now press NEW GAME key - COLORKkey - GOkey

The computer will makeits opening move for White from the top of the board and you will have your Black piecesin front of you.
The COLOR key can be pressad & any time during agame and the color to movewill bereversed. Any moves mede prior to pressng this
key will be erased and the game history will begin with thispostion.

If you arein the SET UP mode you can choosethe color to movefirg viathe COLOR key (see section 1V.14.).
Should you wish to take over the computer's game smply press the GO key. The computer will now compute amove for your color and
you will play the other color from now on.

12) CLEARKey

Thiskey hasseverd uses

¢ InSET UPmodethiskey dearsthe board of dl the pieces.

o IftherearemessagesontheLCD diplay like"rAnd =", "EASY =" etc. Y ou can dear them by pressing thiskey.

o If you dart entering amove and wish to cancd it you may pressthiskey to dear the LCD display and Sart over again.

13) VERIFY Key

Thiskey hasadoublefunction:

a Onthefirg pressyouwill enter the VERIFY mode and the LCD will show "VEr ——".
b)  Onthesecond pressyouwill enter the SET UP mode and the LCD will show "SEt ——".
¢ Toexit dther of these modes pressthe GO key.

At any paint in a game or after entering a board position you can check the position of any number of pieces You can dso check each

quuareto seeif it isoccupied and by which piece. In thismode there are two waysto verify the position of pieces.

e  Choosethe piec(s) to be verified via the Piece Symbal Keys one after the other and as often as needed. The piece symbal and its
quare position gppearson digplay and therank and file LEDs of the corresponding squarewill light up accordingly.
If there are no pieces or no more pieces (to be verified) on the board the display will just show the symboal of the piece and the right
sdeof the LCD will beblank.

e  Pressany square and check theinformation on digplay. If the square is occupied, the Piece Symboal, the correct Color Sign and the
correponding Squar e Position will gppear onthe LCD.
If the squareis not occupied, you only see the square position but not the piece symbol and its color on display.

Y ou may exit thismode any time by pressing the GO key. Enter now your next move or cdl off amovefor the computer.

14) SET UPKey

Thismodeis designed to enable you to sat up board positionsto solve chess problems or to set handicaps by removing or entering apiece,
aswdl as changing the positions of pieces. In SET UP mode the computer's legdlity check as to the movement of piecesis disabled and
you can enter, remove or change positions of any piece. However you cannot set up an incorrect position, eg. play without both Kings or
with morethan oneKing for eech color.. ...&tc.

If you exit the SET UP mode with anillegd position, you will hear three begpsand the "Error™ sign will be on display. Usethe VERIFY
modeto seewhat isillegd about the position.

The computer will accept and execute castlings, pawn promotion and en passant capturesif you play from aset up board position.

Note  All previous stated moves are cancded as soon as you enter the SET UP mode.
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To enter this mode press the SET UP/ VERIFY key twice or if you are dreedy in the VERIFY mode once. You will see the word
"SEt——"ondigplay.
To exit thismode pressthe GO key or changeto the VERIFY mode.

a.  Removingapiece:
If you wish to remove one or more pieces proceed asfollows
— Pressthe SET UPkey twice, sothat "SE t ——" comeson display.
— Remove the piece(s) one by one by goplying gentle pressure. The piece symbol and the position of each suare appear on
display.
—  Toendthismode press GO.
—  If necessary change color viathe CHANGE COL OR key then enter your next move or cal off acomputer move.

b. Enteringapiece:
If you wish to enter one or more pieces proceed asfollows
— Pressthe SET UPkey twice, s0the"SE t —' comeson digplay.
— You can changethe color of the piece(s) to be entered with the COLOR key.
— Sdect the pieceto be entered viathe Piece Symboal Key and the respective piece symbaol comeson display.
—  Enter the piece by gently pressing it on the desired square and the respective rank and file LEDswill light up.
—  Subsequent pieces of the same kind and same color can be entered without using any further function keys
— Only change color or usethe Piece Symboal Key if the piece varies from the preceding piece.
— Toendthismode press GO.

c. MovingaPiecetoanother Square:
If you wish to changethe position of one or more pieceswhilst the gameisin progress proceed asfollows
—  Pressthe SET UPkey twice, sothe"SE t ——' comeson display.
— Movethe piecg(s) by procesding as you would in a normad move (the rank and file LEDs light up and on display you will sse
thismove).
— Toendthismode press GO.

d. Clear theentireboard:

If you want to set up aboard position it is best to dear the entire chessboard before entering the desired position. First remove dl

pieces from the board and set up your new position without pressing down on any square; then enter this pogition asfollows

— Pressthe SET UPkey twice s0the"SE t —' comeson display.

— Now press CLEAR key to cancd dl pieces from the computer's memory (on the LCD display first "cL EAr" and immediady
after "SE t ——" will gppesr).

— Now enter your position piece by piece into the computer as described above.

— Toendthismode press GO.

— Thecolor to move can be changed viathe COLOR key.

Note After having lft the SET UP mode if a change of color is required press the COLOR key. You may now enter amove for the
indicated color or make the computer move by pressng the GO key.

15) RESTORE Key

Thisfunction of the NOVAG TURQUOISE alows you to restore the board position to the very beginning of the game. The computer can
gore 112 hdfmovesin its memory, which normdly will dlow you to go back to the new game position. If, however the game was darted
fromaSET UP podtion or if morethan 112 hafmoves have been played the gamewill not be a the new game posdition. After pressing the
RESTORE key the display will show "bEG in" andthen[0 I.-- -- ] toindicate the beginning of the game hitory.

Note: Y ou may usethe complementary function key TRACE FORWARD to replay through the entire game.

Should you enter amovefor your color you will erasedl of the game history and the computer will treat thisasanew game.

16) SOUNDKEY
TheNOVAG TURQUOI SE hesfour different sound settings, which will beindicated onthe LCD digplay.

Sdting1l(Sound ) Therewill beno acousticSgndsat dl.
Sdting2 (Sound—) Therewill bean acoudtic signd only when the computer ansverswith its counter-move.
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Sdting3(Sound =) Therewill be an acoustic sgnd when pressing any key and when the computer or you mekeamove. This
setting will be automaticaly on when you start anew game position.
Sting4 (Sound=) In addition to the same sound setting as mentioned under Setting 3, there are two more fegtures available
on Sdtting 4
a) Piecewarningfeature
If one of your higher vaue piece is threstened you will hear adouble begp to warn you and you will
see the square pogtion and the piece symbol of the threstened chess piece on display. This is
vauablelearning festure for the novice player.
b)  Opening book tutoring:
The NOVAG TURQUOI SE hasahuilt-in opening book of about 8900 halfmoves.
When you play a game from a New Game postion and you are making a move “off book” the
computer will warn you with adouble beep and the LCD display will show " OFF BH" indicating
that your moveis not played according to the opening book list.
The LCD will keep your “off book” move displayed until you confirm this move by pressing the
GO key or take back your “off book" move (see section 1V.9.) and make another move which
correspondsto the openingslig.
Once the book move line is completed and terminated, this will be indicate by " End BH" on the
LCD display.
Make use of thisinteresting festure to leern more about the opening book game.

17) AUTOPLAY Key

Y our computer may be set to play againgt itself and you may want to do thisto wetch an interesting game or to andyze a problem pogtion
overnight.

Pressthe LEVEL key and sdlect theleve of kill. Pressnow the AUTOPLAY key and select the required setting (display shows"Auto=",
"dema=" or "nor"). To start any of the sdlected settings pressthe GO key. Thisimmediady startsthe TURQUOI SE playing againgt itsdf
at the current level sdtting. All movesare executed autometicaly by the computer and are shown onthe LCD display. Y ou may keep track
of the game by making the moves on the board.

Setting” Aute=" = autoplay on: will alow the computer to play againg itsalf until the end of the game (1 game only).

Sdting" demo=" = demoon: will dlow the computer to play againg itsdf continuoudy (et the end of a game the computer
will restart with another game).

SAting” nor ": means autoplay and demo modeis off.

Note  Toexit thismodewhils the computer is gill executing opening moves, pressthe NEW GAME key but please bear in mind thet
thiswill cance the current game.

Oncethe gameis more advanced (out of the opening book) you can pressthe GO key to exit the AUTOPLAY mode. The move currently
being cd culated will be executed before the computer exitsthismode.

If you want to learn more about chess we suggest to cdl off single moves for each Sde via the GO key, which gives you more time to
study eech move.

18) INFOKey

Thiskey providesinformation on the current game asit progresses and has arotationd display to show many messages.

o  Fird presson the INFO key showsthe time of the Side to move, (on display you will seethe message "totAL" for 1 second and the
color symboal of the Sdewhose clock isbeing shown).

e Second presson the INFO key showsthetime of the sde not to move, (format asabove).

e  Third press on the INFO key shows the evauetion of the current position adjusted to the number of pawns advantage or minus so
many pawns disadvantage.
The LCD shows "ScorE" and then some figures like "o 41" which means dmogt hdf a pawvn advantage to the Sde to move.
Disadvantageous evauations are marked with a" —" sign. For example if the computer sees it is going to be mated then the score
could be"—n 03"

e  Fourth press on the INFO key will show the number of moves made o far. (The display will show "count™ and the color symbol
and after 1 sec. the number of movesmade sofar).

Note Usethe CLEAR key to dear the INFO display. When the computer is thinking the display will show ether therotating display or
one of the above INFO displays. To get back to therotating display pressthe CLEAR key again.
Once the computer has finished its computing, the INFO display will disgppear and the display will show the computer's next
move.
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Theratating displaysare

— Thetime spent on the current search.

— Thefirg 3ply of thebest linefound sofar.

— Thescoredisplayed asabove.

— Thecurrent depth of search.

—  Thenumber of legd movesin current position still needed to seerch out of tota number of legd moves.

Note Each digolay saysfor 2 seconds.

19) EASY Key

The NOVAG TURQUOISE dways uses the opponent's time to compute its best regponse which is guite an advantage as it will
sometimesreply ingantly (even if the move gppears difficult) Snceit has predicted your move and completed its assessment of your move.
To dissble this advantage please use the EASY key. When this mode is activated you will see the message "EASY=" on the LCD and if
turned off you will sse"EASY™". Thiskey actsasatoggle with dternate key pressesturning it ON and OFF.

200 NEXT BEST Key

It may be of interest to you to know which move in a given podtion is the next best choice with its evauation equd or just less than the
movejust played by the computer.

e  Toadtivatethisfunction press LEVEL then NEXT BEST. The LCD display will show "Alt" and the previous made move will be
shown in reverse order on the LCD and via the corresponding rank and file LEDs. Please execute this TAKE BACK for your chess
computer and remember to replace any captured pieces. The moment that you have completed this TAKE BACK the computer will
immediately compute the best dternative movein the current position and if thereis none then the same movewill be played.

e  NEXT BEST MODE to solve mate problems:

If there are more possihilities to solve amate problem you can ask the computer to find asecond solution. Executefirst the move you
wish to move and then pressLEVEL - NEXT BEST. Now plesse take back the first suggested move and your chess computer will
dart to compute the next best move.

V.  APPENDIX

A. Careof theNOVAG chesscomputer

Dirt or dust can be removed with a soft doth. Do not use any chemicd solvents or water on the sst. Any damage caused by ther use
invaidatesthe warranty.

Always keep the computer in a dry and cool place (norma room temperature). Avoid exposng the computer to heet, e g. sot lights,
radiators, sunshine etc. asthismay leed to permanent damage caused by overheating, which isnot covered by the warranty.

Warranty: For detailspleaserefer totheencdosed Warranty Card.

B. Troubleshootingligt

All NOVAG chess computers are extensively tested before leaving the factory to ensure trouble free operation. However if you encounter
problemswhen using the TURQUOI SE please refer to the list below before sending the unit back to your dedler.

1. Thecomputer does not work and the LCD is blank. Please check if your batteries have sufficient charge, dways use heavy duty or
alkalinebatteriesfor rdiable performance.

2. Theldatersonthe LCD display arefaint and get dimmer asyou use your chess computer. The batteries are run down, please change
them.

3. Thechess computer keeps returning error messages ("Error™) on entering moves. Please check that your pogtion is correct usng
the VERIFY function (see section IV. 13). Or if the computer is requesting you to enter a pawn promation please press one of the
Piece Symbal keys.

4.  The TURQUOISE locks up and will not respond to any key press or dl light up and the computer is completely blocked. Please
reset the computer by following theseingructions:

o Switch off the chess computer, turn it on itsback and locate ahole marked RESET.
e Useathiningrument (bal pen) to pokeinto thishole and hold it for 5-10 saconds.
e Thememory hasbeen reset and you may continue using your NOVAG TURQUOISE normdly.

5. Theblinking of the LEDsisdower:

The power of the batteriesisinsufficient, please change the batteries.
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Q)

Oneof the LEDsdoes nat light up:

Go into the VERIFY mode and check dl the rank and file LEDs by pressing on every square. If that particular LED il does not
light up, you haveto send your computer in for service.

Oneof the squares does not register amove:

Gointo VERIFY mode and check the square. Depending whether it isoccupied or not, you should get apostive response. If you get
any type of response the square isin working order, you may have entered something irregular. If, after severd attempts, thereisno
response on that particular square, you will have to send the computer in for service.

Technical Data and Features

Progamme Size 32K Byte ROM (Reed-Only-Memoary), 1K Byte RAM (Random-Access Meamory)
System Clock Speed 26.6 MHz

RISC Style Processor

Power Supply 50 mA max.

Power Consumption 450 mW max.

Batteries 6x 1.5V UM-3or "AA" szeakalinebateries

Battery Playing Life 100 hours

Adaptor Novag adaptor (Art. No. 8210), 9V DC 300mA

Opening Book more then 8900 hafmoves

Paying leves 128

GameMemory Gamekept on power off and will keep whilethe betterieslast
TakesBack Moves 112 hdfmoves

Hint and Training function

Edtimated ELO (USA) 29

SolvesMae uptoMaein-8

Mate Announcement uptoMate-in-8

Depth Search 18 hdfmoves

Elegant Sim Board 288x 330X 30 mm

Technica datasubject to changewithout naticein theinterest of progress.

IMPORTANT INFORMATION

Inserts 6 (six) fresh "AA size" batteries following the polarity drawings inside the battery compartment and placed on
top of the attached ribbon. For optimal performance Alkaline batteries are recommended.

Batteries must be removed when exhausted and change batteries under adult supervision only. Batteries can be
removed by pulling the ribbon.

Use new akaline batteries of the same type only. Do not mix old and new batteries. And also, do not mix Alakline,
standard (carbon-Zinc) or rechargeable (nickel-cadmium) batteries.

Do not recharge non-rechargeable batteries.

Remove rechargeabl e batteries from the chess computer before charging and charge rechargeable batteries under adult
supervision only.

Any battery charger (for use with rechargeable batteries) or transformer used with the computer should be examined
regularly for potential hazards, such as damage to the cable or cord, plug, enclosure or other parts, and that, in the
event of such damage, the computer must not be used with this transformer until that damaged part has been properly
repaired. Please also note that atransformer is not atoy.

The chess computer is not intended for children under 3 years old.

Do not short-circuit supply terminals.

Packing has to be kept since it contains important information.

Dirt or dust can be removed with a soft cloth. Disconnect the power supply of the chess computer and remove all
batteries before cleaning. Do not use chemical solvents, water or any other fluids on the computer. Any damage
caused by their use invaidates the warranty. Always keep the computer in a dry and cool place (norma room
temperature). Avoid exposing the computer to heat, e.g. spot lights, radiators, sunshine, etc. as this may lead to
permanent damage caused by overheating, which is not covered by the warranty.
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D. EXAMPLESOFTHEDISPLAY:
Thefdlowing are examples of the most important displays of the TURQUOISE.

Thisdigplay indicatestha the computer isready and it'syour move.

t Digplay after input of thefirst haf move, thelocation where you wish to move FROM.

my
'
'

Digplay after input of the destination square thet you wish to play TO.

Display of the computer's counter-move.

- |y
]
N TS g™

INFO-Display: Showsthetotd time used so far for Black, whilethe computer is computing.

(]
ca | "
m
aEAE
-

I C:lm E:'D E?H CZIU '::'H

(]

INFO-Digplay: The computer's counter move.

o

c
= ( e - INFO-Display: The NOVAG TURQUOISE expectsthismove after the previous b8 c6.
citd
= b LI‘ INFO-Display: On c1 €3 thiswould be the computer'sreply.
An M 3 INFO-Display: Scorefor Black currently being computed.
uu.y
- M INFO-Digplay: Number of haf movesthe computer has seerched sofar.
d 05
= - INFO-Display: Out of 43 variationsthere are il 39 to compute.
| {
39 43

INFO-Display: Thedisplay for the scoring is selected and will appear after 1 second.

INFO-Display: Postion evaduation for White, and it isWhiteto move.

ca N
co | D
3
(M

INFO-Digplay: Showsthat thetotd timefor Whiteis sdected and will appeer after 1 second.

[
i

INFO-Digplay: Showsthetotd time used by White sofar.

3 o
6o
| e

INFO-Display: Showsthat thetotd timefor Black is sdected and will gppear after 1 second.

[
0

)
0 L
n '_'5': 'L‘ INFO-Display: Showsthetotd time used so far for Black sofar.
uuy l
INFO-Display: Thedisplay for the number of movesis sdected and will appeer after 1 second.
ou nE

INFO-Display: Showsthetotad number of moves mede sofar.

7ol m 0[E3l el 630 =0 4 D Al
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The piece on quare d4 gets captured during Black's moves c5 x d4.

Any illegd moveor input will beindicated by the ERROR message

TheNOVAG TURQUOI SE resignsthe game.

Shows the announcement for adraw, dueto sademate.

Showsadraw with 3 time repetition of the postion.

Showsadraw according to the 50 moverule

Draw dueto insufficient mating materid (seeF.1.D.E. rules).

The announcement of acheckmate.

The VERIFY-Function is selected and you may verify the pogtion of any piece on the board.

The SET UP-Function is selected and you may remove or add any chess piece to make up anew position.

Theuseof the CLEAR BOARD key isconfirmed.

A Black Rook isset up on sjuare a8 by using the SET UP-Function.

A mate-in-4isentered by usng the SOLVE MATE-Function.

The AUTOPLAY-Function is on and the NOVAG TURQUOISE will dat playing itsef after

pressing GO.

The REFEREE-Function isactivated by pressing the REFREE key.

The SOUND is switched off.

The RANDOM-Function isactivated.

The EASY -Modeis activated.

The computer asksinto which piece your pawn will be promoted/underpromoted.

The NOVAG TURQUOI SE wishesto promateits pawn which hasjust moved onto the square al and
request aRook inits place.
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Showsthat the game is set back to the beginning of the game by activating the RESTORE key.

o-

m
i

=)

u

Thelast move of the game has been made; there are no other moves stored inthe memory.

M
J
(Y

0

The LEVEL key hasjust been pressad. Y ou will seethe selected leve after 1 second.

—
mm

Tournament leve 10 hasbeen sdected and is now effective.

ﬁ
c3

Average Timeplaying leve 11 hasbeen sdlected and isnow effective

[

Fixed Timelevd 12 has been seected and is now effective.

Sudden Degth playing level 13 hasbeen slected and is now effective. Clockswill count down to zero
time

(R

Fixed Depth playing leve 2 issdected and now effective. The computer will only andyze every movefor
only 2 haf moves.

- W M| o | e
rr

Andysislevd 3issdected and isnow effective

0
pu

Easy level 5issdected andisnow effective

o.
[ T O I T T W I Yy Y

b

Noviceplaying leve 4issdected and the NOVAG TURQUOISE will play lessstrongly.

r-
mm
=

Funlevd 5issdected and isnow effective.

r-

] f iy Ay By i B

End GameNo. 6 issdected and isnow effective.

=
mm

c
- | O U

o e | ;n o | ™

— Classicd gameNo.7 issdected.
LELn
2 1 Black's Pavn movewas from h4 and captures on the square g3 and announces check.
c5.hY.0 3+
The NEXT BEST-Function has been selected and you will be prompted to take back the lest move.
F'l l'.'l: Computing will then begin.
_ The computer announcesameate-in-1; thegameislos for you.
nALE |
Timeout.
FLAR G
Off book.
of F bH
End of the book.

End bH
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VI. RULESOF CHESS
I. GENERAL MOVES

1 The two players must alternate in making one move at atime. The player with the white pieces movesfirst to start the game.

2. With the exception of castling (section 11.1.), amove s the transfer of a piece from one square to another square which is either vacant or occupied
by an enemy piece.

3. No piece, except the Rook when castling and the Knight (section I1.5) may cross a square occupied by another piece.

4. A piece moved to a square occupied by an enemy piece captures it as part of the same move. The captured piece must be immediately removed
from the chessboard by the player making the capture.

5. When one player moves a piece into a position whereby he can attack the King, the King isin "Check" (announced by the CHECK LED and on the
LCD display) and must either
a) move the King,
b) block the path of the attacking piece with another piece,
c) or attack the attacking piece.

6. The game is over when there is no escape for the King from an attacking piece. This is known as "Checkmate" (the CHECK and MATE LED and
on the LCD display).

[I. INDIVIDUAL MOVES

1. KING
Except when castling, the King can move only one space to any adjoining square (including diagonally) which cannot be attacked by an enemy piece.

Castling isamove of both the King and either Rook which counts as a single move (of the King) and is executed as follows:
a) The King ismoved fromits original square two squares toward either Rook on the same rank, and
b) The Rook is moved to the opposite side of the King.

Castling cannot occur if:

a) the King has already been moved.

b) the Rook has already been moved.

c) the King's original square or the square which the King must cross or the one which it is to occupy is attacked by an enemy piece.
d) thereis any piece between the King and the Rook.

2. QUEEN
The Queen can move to any sguare along the same rank, file or diagonal on which it stands (except as limited by Article 1.3).

3. ROOK
The Rook can move to any square along the same rank or file on which it stands (except as limited by Article1.3).

4, BISHOP
The Bishop can move to any square along the same diagonal on which it stands (except as limited by Article 1.3).

5 KNIGHT
The Knight's move is in the shape of an "L", moving two squares horizontally vertically, and then one square at 90° angle from the first move. These two
moves can be reversed (one sguare and then two) if desired.

6. PAWN

The Pawn can move either one or two squares forward on its original move and then one square forward at any time afterward. When capturing, it
advances one square diagonally (forward). When a Pawn reaches the last rank, it must be immediately exchanged for a Queen, Rook, Bishop, or a Knight
of the same color as the Pawn, at the player's choice and without taking into account the other pieces still remaining on the chesshoard. This exchange is
called a"promotion".

A Pawn can attack a square crossed by an enemy Pawn which has been advanced two sguares in one move from its original 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 makes an en passant capture it will display the symbol "ep".) The en passant move is also described under section 111.e. in
thisinstruction.

[Il. HINTS& TIPS

Get afeel for the values of different pieces, which will be useful when making decisions on captures and exchanges. In general, try to capture the more
valuable pieces. Some important principles:

— Castleyour King into safety as soon as possible.

— If you control the center squares, this will give you the advantage. To do this, move your center pawns and develop your Bishops and Knights early
in the game.

—  Take advantage of capture situations, particularly if you will gain material.

—  Concentrate — don't be caught off guard by your opponent!
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This chess computer has been manufactured under the traditionally high quality and safety standards of Perfect Technology Ltd. and complies with the
European standard which is guaranteed by the importer whose name is marked on the enclosed warranty card. Not suitable for children under 36 months
duetoinclusion of small parts.

PERFECT TECHNOLOGY LTD.
Room 406, Yu Yuet Lai Building

43-55 Wyndham Street,

Central,

Hong Kong.

Tel:: (852) 2810 8202

Fax: (852) 2810 8177

E-Mail: sales@novag.com

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

Copyright © 2000 Perfect Technology Ltd., Hong Kong.
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