03-1982 [C-7051] Applied Concepts - Prodigy (first edition)

Van de eerste versie van Prodigy is weinig in de literatuur terug te vinden. Het enige wat ik in
mijn bestand tegenkwam, was de volgende advertentie welke geplaatst werd door Applied
Concepts in de 1.C.D. News Release, Special Edition 1982:

Unusual, Economical, Portable, Strong... all in a chess computer

The Long Awaited Prodigy Now Available for Immediate Delivery. The anxiously awaited
arrival of the Prodigy is here. This economical, sophisticated computer is the strongest truly
hand-held chess opponent available as of this writing. Its strength is commensurate with
Morphy (approx. 1600), and it thinks on the opponent's time. Its ability to think twice as fast
and incorporate twice the memory of other units in its class, enables it to outplay many other
computers and humans. Dual imput allows for sensory play on a pegsized board and key-in
capacity using alphanumeric code. A tournament timer included to insure strict time controls
for both human and computer. Prodigy Chess, to go!

The New Sensory Morphy!

Manufactured by Applied Conc

J
BLACK WHITE ENTER

Schach dem Computer (1983), H.-P. Ketterling: Bei Applied Concepts hat man auch nicht
geschlafen. Im Sommer 1982 kam ein preiswerter Reisecomputer Destiny Mini Master mit
kleinem Steck-Sensor-Schachbrett und Tasteneingaben heraus, in den USA lauft das Geréat
unter der Bezeichnung Prodigy. Das weiterentwickelte Diplomat-Konzept wurde mit einem
verbesserten Morphy-Programm verbunden, das bereits in der Stufe O erstaunlich clever
spielt und auch sonst nicht zu verachten ist. Die Anzeige ist jetzt groRRer, aber nur noch vier-
stellig. Auf dem Sensorbrett werden die Zuge zusatzlich durch 2 x 8 LEDs gekennzeichnet.
Mit den bendtigten 8 Baby-Zeilen oder NiCd-Akkus ist das Gerat allerdings fiir ein Reisegerat
etwas schwer, halt aber auch etwa 12 h mit einem Batteriesatz (Alkali) durch. Das Eroff-
nungsrepertoire scheint mit dem von Morphy Master Chess weitgehend ibereinzustimmen.




Applied Concepts
Destiny Prodigy
Computer Chess Companion

This is a high end one of a kind vintage
sensory chess set with the Morphy program...
The following is the description from the retail box:

The new sensory Morphy - an economical answear for those who want to play against a
master... and those who wish to learn from one. Operates on 6 C-cell batteries or a AC
adapter. [Note: The AC Adapter was never included with this box. | guess it was a
additional item you had to buy from Destiny.]

Advanced Playability. Prodigy represents a new generation of the famous Morphy program
It is completely sensory, fully portable and plays the strongest game in its price range.
Multiple Play Levels. Prodigy can be set to play at any of nine skill levels, including two
designed specifically for playing tournament chess.

Offical Rules. Prodigy plays by U.S.C.F. rules including En Passant, Castling, and Pawn
Promotion.

Sound Effects. Prodigy includes audio circuitry which produces different tones to indicate
various mode funtions. The sound can be muted.

For The Serious Chess Player. Strongest Game. Prodigy is based on an improved version
of the famous Morphy program, acknowledged as the leader for strength of play. Levels 7
and 8 are tournament levels, designed to play 30 moves per 60 minutes or 40 moves per
120 minutes. Prodigy is also the only machine in its price range to include a built-in-timer.
For extra playing strenghth, Prodigy begins analyzing its next move while awaiting
opponent's response.

Problem Solving. Prodigy is an ideal tool for solving chess problems. Its programming
keys enable users to set up any board position. Prodigy can easily solve mate-in-one up to
mate-in-seven problems.

Book Openings. Prodigy includes an opening book libary with both offensive and
defensive reponses to most popular book book openings, as well as a varity of unusual
book opening moves.

For The Beginning Chess Player. Handicaps. Prodigy is unmatched as a learning tool for
beginning players. Even at the lowest levels of play. Prodigy will be more than a match for
most novices. By using the special handicapping feature, players can remove any number
of pieces for a more even game.

Take Back Moves. Prodigy's restore function can be used to take back moves. Players learn
from there mistakes without penalty.

Offers Play Tips. Prodigy includes a dual function Halt/Hint key with which the player can
stop computer analysis at any time during Prodigy's turn. When used during the player's
turn, this key will cause Prodigy to display the player's best move.

Contents: Prodigy Computer Chess Companion Chess Companion, Chess Pieces, and
Instruction Booklet.
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THE GAME OF CHESS

The History of Chess

In the fifth century A.D., a game called “chaturanga” made its appearance in
historical records in northwestern India. “Chaturanga” as it was played then is easily
recognizable, with few differences, as our modern chess. The game spread west into
Persia, and from thence along the ancient trade routes to the shores of the Mediterra-
nean, reaching Europe by about 1000 A.D. The Norman Conquest brought chess with
it into England; the Spanish soldiers and French explorers introduced it first into the
New World of the Americas. By the 17th century chess had developed the exact form
we enjoy today, although slight rule variations have been added, and fashions in
strategy continue to change from decade to decade.

The Game
Chess is the classic game of maneuver and control. It is played on an 8x8 board be-
tween two players, each with initial armies of 16 pieces set up as shown (Figure 1):
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FIGURE 1

The players take turns, starting with White, each moving one piece per turn with the
goal of capturing the enemy King. Only one piece can occupy a square at a time, and
an enemy piece may be captured by occupying its square and removing it from the
game.

The eight columns or files of the board are lettered A-H and eight rows or ranks are
numbered 1-8 as shown. Each square is identified by its file and rank; thus the Black
King is initially on square E8.

The Pieces
There are six kinds of pieces as shown, each with its own pattern of movement:

The Pawn, represented by [ LJ ], can advance along its file in the direction of its
open end one square per turn onto an unoccupied square, as shown by the solid ar-
row in Figure 2. It is, however, able to capture an enemy piece diagonally ahead of it,
as shown by the dotted arrows, and is the only chess piece to move and capture dif-
ferently. The Pawn is the foot soldier of chess, needing support from the other pieces
to advance safely, but vital in holding territory. See also Double Advance, En Pas-
sant, and Queening below.
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The Knight, represented by [ = ], moves obliquely, 2 squares laterally and 1 to either
side, as shown in Figure 2. It does not travel directly over any other squares and
therefore cannot be blocked, making the Knight ideal for behind-the-lines raids. It is
worth about three pawns.

The Bishop, represented by [ L[ ], moves diagonally any number of empty squares as
shown in Figure 2. It may capture an enemy encountered on the diagonal, but cannot
continue beyond an occupied square. A Bishop can never encounter its brother since
they are confined to squares of opposite color, but is a nimble piece, able to cross the
board in a single move. It is worth about three pawns.

N\ i b ¥
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FIGURE 2 FIGURE 3

The Rook, represented by [ [J ], moves laterally any number of empty squares as
shown in Figure 3. It may capture any enemy encountered, but cannot continue
beyond an occupied square. Although too valuable and confined to risk in the open-
ing game, it is a powerful piece, able to force checkmate of a lone enemy king. It is
worth about five pawns. See Castling below.

The Queen, represented by [ L/ ], moves diagonally or laterally any number of emp-
ty squares as shown in Figure 3. It combines the moves of bishop and rook and is the
most powerful piece by far, but must be used carefully since its uncompensated loss
is generally fatal. It is worth about nine pawns.

The King, represented by [ ) ], moves one square in any direction as shown in Figure
3. It is vulnerable to attack if exposed, but must nonetheless be ready to play an ac-
tive role once the major pieces have been captured. It is of course invaluable; any
other piece must be sacrificed if necessary to save the King. See Castling below.

If a player moves so that he could capture the enemy King with his next move, the
King is said to be in check, and is customary to warn the opponent of this. It is illegal
for a player to expose his own King to check, or to leave it in check when it can be
saved. If it cannot be saved, the check is checkmate, and the game is then ended
before the King is actually captured. A game is considered a draw if neither player
can proceed to checkmate. A player must move when it is his turn, but if every move
would expose his King to capture and thus be illegal, the game is considered a
stalemate or draw; achieving this may be the strategem of last resort for a losing side.
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Special Moves
To improve the pace of the game, the following special moves have been added:

Double Advance and En Passant. For faster development, a pawn may advance two
squares, provided they are unoccupied, from its initial position. However, this is not
intended as a move to bypass an enemy pawn that would have been able to capture
had single advance been made. In such a situation (Figure 4), the double advance is
permitted, but the opponent has the en passant option, for his next turn only, of re-
turning the pawn to a single advance and capturing it there.

Queening If a pawn successfully reaches the opposite edge of the board, it is pro-
moted to any other piece, except a duplicate king. The choice is usually a queen, and
this dramatic increase of power makes the advance and queening of a pawn the
critical feature of the end of many games.

Castling safeguards the king while centralizing the rook. If a previously unmoved
rook can move next to the previously unmoved king and be unattacked there, the
player may place the king on the other side of the rook (Figure 5). Castling out of
check is not permitted.
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Il. HOW THE PRODIGY WORKS

PRODIGY is the newest Destiny chess computer from Applied Concepts, Inc. Itis the
only low-cost electronic chess game on the market today allowing for both complete
sensory play, or keyboard input play. Moves can be made on its sensory playing
board or entered on the 20 position keyboard. Or, the game can be played using both
. modes of input.

The Sensor Board

Each square on the chess board is identified by a file letter and a rank number. An
LED light is also placed vertically alongisde each rank (on the left side of the playing
board) and horizontally on each file (along the bottom of the board). See Figure 6.

Rank
Identification

LED

File Identification

FIGURE 6

In the middle of each square is the sensor socket which can hold the pegged chess
pieces. Merely pressing the piece slightly in the socket identifies for PRODIGY the
piece you are moving. Moving the piece to the desired square and pressing it in it’s
new socket tells PRODICY the square to which you have moved.

PRODIQY indicates his move by the LED lights on the playing board. For example, if
he wants to move C7 to C5, he would first light the LED’s on the 7 rank and the C file.
As you press the pawn slightly into the socket and remove it, PRODIGY will light the
LED’s on the 5 rank and the C file, indicating the square to which he wants the piece
moved.

All moves are also displayed algebraically on the PRODICY’s display, but it is not
necessary to verify those moves unless you choose. A complete game can be played
using the sensory playing board alone.
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Key Pad

PRODIGY also has a 20 position key pad which allows you to play chess with it by
keying in the entries on the key pad. You will note that eight of the keys have both
letters and numbers on them. These keys allow you to play on a separate chess board
if you do not wish to use the sensory board and pieces. When PRODIGY outputs his
move, he will not normally allow other entries until his move has been made by you
on the sensory board. To circumvent this, when playing with a separate board, simply
press [ENTER] on the key pad to indicate that PRODIGY’s move has been made
elsewhere.

Six of the key pad keys are identified with PRODICY’s special chess piece symbols.
The piece symbols are used in setting up the board or changing the board for special
chess play. (See CHANGE BOARD in the Special Features Section of this manual.)

When you make your move, key in the square you moved from immediately followed
by keying in the square you moved to, using the multipurpose keys.

Example: After advancing your king pawn two squares,-press these four keys:
E2 E4

You can check that the display shows your move correctly. If there is an error, clear
the entry using the [CE] key and start over. When the display is correct, enter the
move by using the [ENTER] key. PRODIGY will indicate his move both in the display
and on the sensor board. Other keys on the key pad will be explained in the Special
Features section of this manual.
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lIl. PLAYING A GAME WITH THE PRODIGY

Remove the plastic chess board cover and place nearby. This cover can serve as
a receptacle for captured pieces.

Set up the chess board, inserting the chess pieces into the sensor sockets on the
appropriate squares. Remember that generally you play White, the computer
plays Black. Verify on each side of the board that the Queen is on her color.
Switch the PRODIGY On. The display will indicate Level 0. NOTE: This is the on-
ly time Level O can be played. There is no 0 on the key pad for switching back to
Level O from a higher Level.

Determine the level of play that you choose. By pressing the [LEVEL] key and the
number that you wish to play on (the PRODIGY has nine levels of play 0 - 8).
Then verify in the display that the appropriate level is noted, and press [ENTER].
Make your move on the chess board. Lightly press the piece you wish to move,
then remove it from the socket and place it in the socket on the square you wish
to move to and press again lightly. You may want to verify that PRODICY got
your move by watching the display. It will momentarily show the algebraic nota-
tion of the square you moved from and the square you moved to.

After you have made your move, PRODIGY will begin calculating his own move.
When he has decided on the move he will light the LED of the rank and the LED
of the file of the piece that he wants moved (he will also indicate the algebraic
notation of the move in the display). Press the piece lightly in its socket, remove
it and move it to square designated by the two lighted LEDs and press again. The
LED lights will go out when you have made the appropriate move. NOTE: If you
have attempted to move to the wrong square PRODIGY will not accept this
move and will not allow the game to go forward until you have made the correct
move.

If you make an lllegal Move when it is your move, PRODICY will emit a low
pitched tone and display four question marks in the display. It will then display
the algebraic notation of the illegal move you made. It is only necessary then to
move the piece to the correct location. If you have started to enter a move and
change your mind, or have made an error in entry, press [CE] on the key pad to
clear the display and start over. If you stalemate PRODIGY he will beep 8 times
and show (St) on the display.

If you Checkmate PRODIGY, he will beep 8 times then display (LOSE). To start a
new game press [ENTER].

Entering Special Moves

Queening. PRODIGY automatically turns a pawn into a queen when it reaches its far
rank. You can override this if you wish; see Underpromotions in the Special Features
section. :

En Passant. When making the en passant move, just move your pawn diagonally one
square and remove PRODIGY’s captured pawn.

Castling. When castling, move the King first before moving the rook. Or, if entering
moves from the key pad, enter the move for the King only. For example, E1 C1
describes queen side castling, and E1 G1 describes king side. By the same token,
PRODIGY will tell you in a similar fashion when he has decided to castle. He will give
you the king move first.
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IV. SPECIAL FEATURES

The PRODIGY plays an improved version of the world famous Morphy program. At
level 0 it is a wonderful teacher as well as stimulating chess partner. At the higher
levels it will challenge even the most skillful chess player. The following are some of
the special features of the PRODIGY with its Morphy program.

Audio ONJOFF

The PRODIGY is equipped with a feature that allows you to turn off the audio
responses should you desire. Just depress [AUDIO] key to stop the sound. Depress it
again and the sound will return. The audio function is always ON at the start of any
new game.

Opening Book Moves

For your enjoyment PRODIGY has the versatile Morphy opening book, and he can
select randomly from a repertoire of over 50 different opening lines. Some lines are
played often, others seldom enough to surprise.

The opening book is designed to afford you maximum variety in the style and
character of the opening and the whole game.

Restore

The Restore key allows you to take back moves during the game. Each time
[RESTORE] is pressed, both PRODICY'’s last move and your last move will be un-
moved. It will be up to you to restore the board to its positioning depending on the
number of moves you have taken back. It may be necessary for you to verify posi-
tioning utilizing the VERIFY function of the PRODICY. (See below) PRODICY only
allows up to three pairs of moves to be taken back at one time.

Level

PRODICY has 9 levels of play designed to challenge players of various strengths
and/or patience. To set the desired level press the [LEVEL] key. You will note that
level 0 is only obtainable when you power ON. To change the level press any one of
the 1-8 keys. The new level number will be displayed in place of the 0. Now press
[ENTER]. PRODIGY’s level of play may be changed whenever it is your move in the
game. While PRODIGY is thinking, you may display the current level but you cannot
change it (press [ENTER] to return to normal display).

The Levels and their meanings are as follows:

Level Description _
0 A special beginner’s level or used for speed chess. PRODIGY finds any mate
in one at this level. Power On is the only time this level is available.

1 A fast paced game. Playing strength is about USCF 1000.

2 The whole game should last about 1 hour (if you move at PRODIGY’s pace).
Playing strength is about USCF 1200.

3 PRODIGCY can solve any mate in two problem at this level. Playing strength
is about USCF 1400.
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4  PRODIQY should have no trouble making 40 moves in 90 minutes at this
level.

5 PRODIGY can solve any mate in three problem at Level 5. For the patient
player, PRODIGY provides solid chess approaching the 1800 level.

6 At level 6 playing PRODIGY is more like postal chess. A single game could
last up to a month. At this level PRODIGY can find some mate in four prob-
lems.

7 Tournament Level designed to play 30 moves per hour.
8 Tournament Level designed to play 40 moves every two hours (120 minutes).

Changing Sides

You may change sides with PRODIGY at any time during a game. Just press [CO] key
when it is your turn to move. PRODICY will immediately begin thinking with colors
reversed. If you wish to play Black from the start of the game, press [GO] instead of
making your initial move.

Hint

You can use PRODIGY as a Chess Tutor, to see what he would do in your place.
When it is your turn to move, press the [HALT/HINT] key. PRODIGY will suggest a
move on the feedback/move indicator. To play the suggested move, either make the
move on the sensor playing board, or if you're using the key pad for entry, press the
[ENTER] key. The Hint feature is not available when PRODIGY is playing from his
opening book. Also, no hint is available immediately after changing the board.

Halt

While PRODIGY is thinking he flashes the best move he has found so far on the
display. You can halt PRODIGY’s thinking and force him to make that move by press-
ing [HALT/HINT]. Immediately the LED lights will indicate on the sensor board in-
dicating the desired move. The Halt feature is useful if you have PRODICY set on a
high level and are now tired of waiting for his move, or if you discover that you have
just made an error.

Timer

PRODIGY is equipped with an automatic chess clock. The Timer keeps track of the
amount of time taken by each player during a move, it also gives the total amount of
time taken by a player as well as the move number of the current move. For example,
to check the time for the current move, press [TIME NUMBER] followed by either
[BLACK] or [WHITE] to show how much time black or white has taken for the last
move. You may press the other color key to see time for that color. The display will
indicate time in minutes and seconds until the time elapsed has passed one hour,
then the indicator will be the time in hours and minutes. For example, ten minutes
and 8 seconds will show:

s e
[y

If the time has been two hours and 14 minutes the display will show:

-2 14]
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If you press [TIME NUMBER] a second time, you will get the total overall time taken
in playing the game by that color. If you press [TIME NUMBER] a third time it will
give you the move number of the move you are currently anticipating. While display-
ing the time for the current move, the total time, or the move number, you may easily
examine these numbers for either side by pressing either [BLACK] or [WHITE].

Verifying The Board
This is a very helpful feature to verify the sensory playing board if you come up with
an illegal move that you do not understand. Here is how Verify works.

1. Press [VERIFY]

2. Press [WHITE] and then the symbol for Pawns [ | ]. The LED’s on the playing
board will show the position of the first pawn. For example, if it were the pawn at
A2 the LED on the 2 rank and the LED on the A file would light.

To verify the positions of the other pawns you continue to press [VERIFY]. It will
move first through the files and then through the ranks until you have located all of
the white pawns.

When you are ready to verify the white rooks, press the symbol for rook [ 7 ]
followed by [VERIFY] until you have located all the White rooks. To locate where the
Black pieces are press [BLACK] and the symbols for each piece followed by [VERIFY]
until all pieces are found.

This is a helpful procedure if you have used the Restore function and need to verify
the positioning on the board. To resume the game after verifying positions, press
[ENTER].

Changing The Board

This special feature of PRODICY allows you to easily set up the sensor board to han-
dle chess problems. There are two ways to change the sensor board to set up a chess
problem.

1. After power ON, set the board for a regular game. Then press [CHANGE
BOARD). To move a pawn from D2 to D4, press the pawn located at D2 and
move it to D4, pressing it lightly to activate the sensor. To remove all other
White pawns on the board you simply press each pawn and remove it. The lights
blink out to indicate that piece has now been removed from internal memory. To
locate the White King on G5, press the King at its current position, move it to G5
and press again to activate the sensor. You may remove all remaining pieces
simply by sequentially pressing and removing them. This leaves white with only
a pawn at D4 and a King at G5. The same procedure may be followed to set up
the starting position for the black pieces.

Or if you prefer;

2. After power ON, immediately press [CHANGE BOARD] followed by the [CE]
(clear) key. This removes all pieces from PRODICY’s internal playing board. To
add white pieces to the empty board, you press [WHITE], and, if you are entering
white pawns, then press [ // ]. Press all desired white pawns in their sockets se-
quentially. To enter a White King at G5 press [WHITE] [ H ] and then press the
King into the sensor socket on the G5 square. To add the Black pieces you would
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press the [BLACK] key, the piece identification key, and merely place the ap-
propriate piece in the sensor socket on the square that'you wish it, pressing down
to activate the sensor. (There is a third way of course, and that is keying in to the
PRODIGY not only the color and piece keys, but the algebraic notation of the
location of the square where you want it) To begin play, exit Change Board by
pressing [ENTER].

Important Note: The color whose piece is changed last will have the first move. If at
the beginning of play of your chess problem you want it to be White’s move then it is -
important for you to enter Black pieces first and then White’s pieces. Once you have
the board set up the PRODIGY will automatically assume that it is White’s move. If
you want it to be Black’s move then enter White’s pieces first, and then Black’s
pieces.

Underpromotion

PRODIGY automatically promotes a pawn to queen when it reaches the eighth rank.
If you want to promote a pawn to a lesser piece than a queen, you may perform your
move through the Change Board technique outlined above. Remove your pawn on
the seventh rank and create the promoted piece on the eighth rank.

Illegal Moves. | -

As noted earlier PRODIGY will not allow illegal moves. If you make an illegal move
when it is your turn, PRODIGY will indicate by a low pitched tone and four question
marks on the display. Return your piece to its original square and move again —
PRODIGY will automatically disregard the illegal entries. If you attempt to make an
improper move while making PRODIGY’s move, PRODICY simply will not allow it.
The LED lights will stay on indicating that you have not positioned his piece properly,
and play cannot continue until the move is corrected.

Messages
The PRODIGY has certain messages it gives you on its display. The follpwing are

those messages:

e =  PRODIGY HAS MATED YOU
rhk —  PRODIGY HAS CHECKED YOU
| L 0 = LEVEL
R —  ILLEGAL MOVE
_ =  WHITE
B | = BLack
OF F =  AUDIO OFF
0 = AUDIOON
[L 05 E] = YOUHAVE MATED PRODIGY
Sik = STALEMATE
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If you put PRODIGY in check, the check indicator does not come on. However, if
PRODIGY checks you, the indicator does come on. If you make an illegal move the
message is shown on the display. If you attempt to move PRODIGY's pieces illegally
it simply will not permit the game to proceed.

Optional Power Adapter
The PRODIGY has optional power adapters (either 115 or 220 VAC) available that
may be used to power the unit or charge the NiCad batteries (if you have them).

Battery Compartment

The PRODIGY has a battery compartment that will accept 6 C-cells. To open the bat-
tery compartment for installing or changing batteries, slide a pen knife, nail file or
similar tool into the three battery compartment lid latches and snap it open. You may
install either 6 alkaline or 6 NiCad cells into the compartment (user supplied) respect-
ing the polarity engraved inside the compartment. The NiCad batteries can be
recharged overnite using the optional adapter with the switch in the “OFF” position.
CAUTION: Do not operate the unit with alkaline or other non-rechargeable batteries
with the power adapter or leakage of battery acid into the battery compartment may
result.
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V. CARING FOR THE PRODIGY

The unique design of the PRODIGY allows you to keep the pegged chess pieces in
the sensor sockets on the different squares on the playing board. By installing the
locked chess board cover securely on the PRODIGY, you may carry it with you
anywhere. The pieces cannot fall out of their sockets.

Obviously the PRODIGY is a sensitive, electronic micro-processing computer and ap-
propriate care should be taken with its use at all times. Such care will ensure years of
trouble-free, enjoyable entertainment.

1. In cold, dry climates, discharge any static electricity your body may have ac-
quired before handling the PRODIGY.

2. Avoid exposing the PRODIGY to temperature extremes.

3. Avoid exposing the PRODICY to moisture (for example, spilled drinks or rain).

4. Avoid complete battery discharge.

Factory Service

If the PRODIGY does not perform as it should, and you are following instructions,
check your electrical outlet voltage or use a different outlet. Improper voltages will
often cause a problem. If a problem still exists,-record the events and moves leading
to the problem and contact the Factory by mail or phone.

Customer Service
Applied Concepts, Inc.
207 North Kirby
Garland, Texas 75042
(214) 494-0281
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Sensor Game Board

Key to Take Back Moves

Key to Stop Computing and to

Rank Display Suggested Move

Identification

LED ' 4-Digit Display

Audio ONJOFF Key
File
Identification Optional Power Adapter Input
Key to Clear Entry

Key to Step From Current Time to

Key to Make Total Time to Move Number

Prodigy Move

A 1 through H 8
Keys for Entering Moves
or Adding Chessmen

Key to Set Level

Key to Remove, Add, or Change Chessmen

Key to Enter or Verify White Pieces ONJOFF Switch

or To See White Time ;
Key to Verify Locations of Chessmen

Key to Enter Move, Level or Return to Normal
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H.-P. Ketterling, Rochade - August 1982: Applied Concepts hat mit der Serie Destiny einige
Neuheiten angekundigt. Prodigy ist eine batteriebetriebene preiswerte Kreuzung von Boris
Diplomat mit einem verbesserten Morphy-Programm, angereichert durch Sensortechnik.

Jan Louwman, Computerschaak - februari 1983: Afkomstig van Applied Concepts, de Ameri-
kaanse fabriek die de Morphy-computers produceert. Een sterk spelend programma, zeker in
de klasse van de goedkopere schaakcomputers. Zeer volledige uitvoering met insteeksensor-
contacten, terugspeelmogelijkheid tot en met 6 ply, ingebouwde klokken, zettenteller, redelij-
ke openingsbibliotheek en ongeveer even sterk spelend als de veel duurdere Morphy GGM
met uitsluitend het Morphy Master-moduul. Speelt op lichtnet en batterijen. Kleine maar
goede uitvoering. De Destiny zou in de klasse duurdere en sterker spelende schaakcomputers
zeker ook meerdere punten scoren. De prijs (fl. 595,00) is mijns inziens net iets te hoog, al
bezit deze computer vele features. Toch kan geconstateerd worden dat deze computer een
aantrekkelijke aanbieding is en over erg veel nuttige gebruiksmogelijkheden beschikt.




UNSERE NEU-ERSCHEINUNGEN FRUHJAHR 1982:

CAPABLANCA-S

DURCHBRICHT DIE ELO 2000 SCHALLMAUER 11!

in den htchsten Stufen. Lassen Sie sich
vorfilhren, wie das stirkste Endspielmodul
auf dem Markt ein Matt in 11 l8st und
dabei eine Rechentiefe von 22 HALBZUGEN
in WENIGER ALS 3 MINUTEN demonstriert !

Becbachten Sie auf der neuen RECHENTIEFE-
ANZEIGE, wie der Computer in einer Minute
bereits bis zu 14 Halbzlge tief denkt.

In Stufe 0 wird eine Rechentiefe von iber
22 Halbziligen erreicht bei maximaler Bedenk-
zeit. Die Grenzen sind noch unbekannt !

Auf diesem Raum k&nnen wir nur kurze Ab-
risse der Eigenschaften geben:

@ BEREITS IN DEN STUFEN 2 u. 3 GANZ ERHEB-
LICHE SPIELSTXRKE, lber 20 % gesteigert.

® STELLUNGSBEWERTUNGSANZEIGE .

® RECHENTIEFE - ANZEIGE ( ilber 25 Zlge ! )

® ABRUFBARE ZUGUBERLEGUNGEN BIS 8 ZUGE

VORAUS ( verkiirzt mit HALT Taste die

Bedenkzeiten bis zu 1/4 | ) EINMALIG !

RUCKNAHME bis 32 Halbzilge. Teilweise

auf 1 Knopfdruck bis zur Ausgangsstellung

bei Problemen. Dadurch sehr schnelle

Wiederholung in, anderen Stufen m#glich,

OHNE Neuaufstellung des Problems.

@ KONSTANTE SPIELSTANDSANZEIGE auch wihrend
der Denkphase.

® NEUE FERNSCHACHSTUFE 9 , Bedenkzeit mit
HALT Taste zu unterbrechen, sonst endlos.

® MATTANKUNDIGUNG in LAUFSCHRIFT und auch
gespeicherte Mattvorankiindigung. Durch
Tastendruck beliebig oft abrufbar.

@ MULTIMOVETASTE

e Beherrscht LUCKENLOS das fundamentale
OPPOSITIONSVERFAHREN in ALLEN SPIEL-
STUFEN !

e 16 K Speicher, QC Modultechnik !

® SP5 nachprogrammierbar

® AUCH MITTELSPIELEIGENSCHAFTEN IN
GEWISSEN SITUATIONEN

e U.V.A. UBERRAGENDE EIGENSCHAFTEN

CAPABLANCA - S ist der Traum eines Schach-
spielers. Es besitzt Eigenschaften, die bis-
her nur in Grosscomputern vorhanden waren.
Aus diesem Grund wird es schon viel von
Schachautoren und Problemkomponisten benutzt,
da es onbestechlich Fehler kontrolliert und
oft unbekannte Nebenl&sungen findet.

Die Relation RECHENTIEFE/GESCHWINDIGKEIT

ist fir ein Schachcomputer-Modul genauso
einmalig wie das Preis/Leistungsverhéltnis.
Ein spannendes aktives Spiel mit unvergleich-
licher Strategie entfaltet das CAPABLANCA-S
in Verbindung mit dem MGS Gerdt und folgenden
méglichen Modulen:

SARGON/BORIS 2,5 - MORPHY - SANDY - GRUNFELD.
Einzeln kostet das CAPABLANCA - 5 DH 449.-.
Eine Umprogrammierung fllr CAPABLANCA Besitzer
NUR DM 120.-- NUR beim SANDY SPS SERVICE.

Die interessanten Kombinationspreise bei An-
schaffung eines neuen Gerdtes mit CAPABLANCA
und anderen Modulen erfragen Sie bei Ihrem
Fachhindler ! Lieferbar ab 15.3.

CAPABLANCA - S ist ein AUSGEREIFTES MODUL, das

Sie garantiert begeistern wird !

TESTEN SIE CAPABLANCA'S RECHENTIEFE MIT
FOLGENDER STELLUNG ( MATT in 11 ) :

Weiss: K-al, B-b2,£f2,92,h3,b6,d6
Schwarz: K-a8,L-cB,B-a2,b3,b7,d7,£4,h7
Weiss zieht: Schliisselzug G2-G3
CAFABLANCA l6st dieses Problem in Stufe
"0" MIT MATTANKUNDIGUNG ( MATE in TEN )

in 2 Minuten und 30- Sekunden !1!!1tittiy
{ Aber auch in Stufe 6 mit Mattanklindig.)

NEUE WELLE
1982
DESTINY

Die Spielstarken
SCHACHCOMPUTER

DAS M G S III SYSTEM - OBER 2000 ELO

ist das STHARKSTE MULTISPIEL-SYSTEM DER
WELT. Derzeit kann ein Schachprogramm mit
36 K Speicherkapazitit genutzt werden.

Das Gesamtsystem erhielt im neuesten Test
der SPITZENCOMPUTER vom US Magazin

" CHESS LIFE " die héchsten Bewertungen in:
SPIELSTARKE GEGEN MENSCHLICHE GEGNER
ERUFFNUNGSBIBLIOTHEK

PROGRAMMZUKUNFT

Dieses Gerdt bietet so viele M8glichkeiten,
dass Sie unbedingt unsere Informationen an-
fordern sollten, wenn Sie ein ernsthafter
Schachcomputerfan sihd.

NEUE WELLE 1982: SPIELSTARK/PREISWERT
SENSORTECHNIK - DUPLO - EINGABE

=i NIDEY & DRESSHTRALC Ne=

Schachcomputer mit WELTKLASSE Spielstirke
missen nicht teuer sein.

Nie zuvor gab es in dieser Preisklasse ein
Gerdt, das so viele Eigenschaften vereinigt
und Jedem genau das bietet, was er sucht:

® SPIELSTHARKE ( Version des SANDY Programms)
bis 1900 ELO. Schl¥gt auch fast doppelt
50 teure Gerlte ! 2 MHZI Taktfrequenz !

@ SENSORTECHNIK, ideal filir den beguemen
Spieler und auch fUr den Anfinger

® TASTENEINGABE , filir Spiele am Turnierbrett

e DISPLAY ( 4 stellig ) fur:
KOORDINATENANZEIGE - ZUGZEHLER - TIMER -
FIGURENSYMBOLE - ZUGVORSCHLAGE u.v.a.

e TURNIER-SCHACHUHR addiert automatisch alle
4 Zeiten

e 7 SPIELSTUFEN, 2 ANALYSESTUFEN, geeignet

fir STARKE aber auch schwichere Spieler.

Kompakt ( nur 20x17x2 cm!) , Handlich und

VOLL PORTABEL : BATTERIE/AKKU/NETZRFTRIER

ENERGIESPARENDE NEUE KALT TECHNIK ist

zuverldssig und langlebig.

® Nutzt gegnerische Bedenkzeit, Zug:ildckaahme,
und ALLE anderen Extras, die man von einem
Spitzenklasse-Computer erwartet.

e KEINE KOMPROMISSE MEHR, dieses Gerdt hat
Alles, was:
STARKE SFIELER - SCHWACHE SPIELER -
PREISBEWUSSTE - SCHULER - CLUBSPIELER -
SENSORFREUNDE - TASTATURLIEBHABER und
Freunde, die ein DAUERHAFTES WERTVOLIFS
Geschenk machen wollen, suchen !

Lieferbar in filhrenden Fachgeschéften ab
April zum EINFUHRUNGSPREIS wvon DM 398.---.
Wegen der grossen Nachfrage muss in den
ersten Wochen mit Lieferzeiten gerechnet
werden.Wir empfehlen Vorbestellungen

Bezugsquellennachweis vom Alleinvertrieb der Applied Congepts:

‘Widenmayerstr. 49
8000 Miinchen 22

EARNMEY B FEEEramaiE 200 Vi 2

Werbung von Sandy Electronic - Minchen
Endpielmodul Capablanca-S - MGS |11 System - Sandy Destiny
Quelle: Rochade - Méarz 1982




DESTINY

SCHACHCOMPUTER fiir CLUBSPIELERNIVEAU MUSSEN NICHT TEUER SEIN

JETZT GIBT ES WELTKLASSE-SPIELSTHERKE SCHON FUR DM 398.-~
Die Firma ACI , Hersteller der weltberiihmten SARGON 2,5 MGS
Geridte hat ein neues SUPERGERAT geschaffen "DESTINE"

e DUPLCO Eingabetechnik - keine Kompromisse mehr. Nutzen Sie
die Vorteile beider Systeme:

SENSORTECHNIK fiir den Anfidnger und bequemen Spieler, und
TASTENEINGABE mit 35 Funktionen fiir Spiel am Turnierbrett
SPIELSTARKE, die sogar doppelt so teure Gerdte schafft

2 MHZ Taktfrequenz und 6502 Microprozessor ermdglichen eine
Rechengeschwindigkeit und Spielstdrke bis zu 1900 ELO, die
auch Clubspieler begeistert, aber filir schwichere Spieler

in 7 Spielstufen jedem angepasst werden kann.

2 ANALYSESTUFEN fiir Probleml&sungen. Max Rechenzeit ca 2 S5td.
® Variante des SANDY Programms, das in WARENTEST 8/81 d.e
httichste Spielstdrkebewertung erhielt.

TURNIER-SCHACHUHR addiert automatisch alle 4 Zeiten.

DISPLAY fiilr KOORDINATENANZEIGE - ZUGIZIEHLER - FIGURENSYMBOLE
e Nutzt gegnerische Bedenkzeit-ZUGRUCKNAHME-ZUGVORSCHLAGE

und alle anderen Extras, die man von einem Spitzenklasse-
Computer erwartet.

Zuverldssig und langlebig durch neue ENERGIESPARENDE KALT-
Technik aus dem Computerland USA.

Kompakt, handlich, leicht ( nur 0,5 kg, 20x17x2 cm )

4 Betriebsarten miéglich: BATTERIE - AKKU - AUTO - NETZ
Entwickelt unter Deutscher Mitarbeit und Aufsicht in USA

DER STANDARD-COMPUTER FUR JEDERMANN BIS ZUM CLUBSPIELER !

NIE ZUVOR GAB ES EIN GERAT MIT DIESEM PREIS/LEISTUNGVERHALT-
NIS und so vielen Eigenschaften vereinigt.

Ein TESTSPIEL wird SIE BEGEISTERN

In der 1. Runde " Mensch gegen Computer " ( Schweiz Juli 82
bereits 25% Vorsprung vor europdischen Spitzepgerdten mit
einem Gewinnverhdltnis wvon 75% !

g A N E .F Widenmayerstr. 49

8000 Miinchen 22
VERTRIEBS GMBH Tel. 089/2263 11
Intelligente Micro Electronic-Spiele Telex 523698

Werbung von Sandy Electronic - August 1982
Sandy Edition = Destiny = Prodigy

NB: Destiny met de destijds veel gebruikte toevoeging "Mini Master", was een speciaal
model voor de Europese markt, welke geleverd werd door de Duitse importeur Sandy
Electronic uit Mlnchen. Als je goed op de afbeelding kijkt, zie je vlak onder de LCD-display
"Sandy Edition" staan. Hoogstwaarschijnlijk is deze tekst niet origineel, en heeft Sandy
Electronic een los stickertje (voor de afbeelding) over "Prodigy" heen geplakt. De originele
Destiny "Mini Master™ heeft namelijk geen enkele tekst onder de LCD-display staan!




Programmierer / Programmer
» John Aker (aus Shawnee - Kansas)

Baujahr / Release
» Erste Einfuhrung: Mérz 1982

Technische Daten / Technical specifications
» Mikroprozessor: 6502

» Taktfrequenz: 2 MHz

* Programmspeicher: 8 KB ROM

* Arbeitsspeicher: 2 KB RAM

Spielstarke / Playing strenght
 Spielstarke: (Elo/DWZ auf Turnierstufe) ca. 1470

Verwandt / Family

* Morphy Edition Master Chess

» Destiny Mini Master

» Prodigy (second edition)

» Destiny S (= Prodigy second edition)

Internet
http://chessprogramming.wikispaces.com/John+Aker
[Programmer John Aker]

http://www.spacious-mind.com/html/destiny prodigy.html
[Applied Concepts Destiny Prodigy]

http://www.schach-computer.info/wiki/index.php/Chafitz_Destiny
[Schach-Computer - Wiki: Chafitz Destiny]

http://www.schaakcomputers.nl/hein_veldhuis/database/files/04-1982%20[C-
7326]%20Applied%20Concepts%20-
%20Destiny%20Mini%20Master%20(first%20edition).pdf

[Destiny Mini Master]

http://www.schaakcomputers.nl/schaakcomputers/Chafitz%20Applied%20Concepts/chessl.p
hp?item=38&merk=Chafitz%20Applied%20Concepts
[Luuk Hofman plays a long game against Prodigy / Destiny (S)]

http://www.chesscomputeruk.com/html/destiny mini master.html
[Prodigy / Destiny]

http://www.flickr.com/photos/10261668@N05/sets/72157600923816639/
[Prodigy / Destiny]
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