Electronic grandmasters
go at it in 75-plus hours of
grueling tournament play.

by Shelby Lyman

hess-playing computers fill de-

partment store showcases
throughout the country, their ar-
rays of buttons and glowing red
readouts an intimidating sight. Just
the thought of a computer that can
play chess—that ec¢an “think”—
seems almost unbelievable.

But play chess they do, and they
can play a good game! Will you
answer the challenge of man
against computer? And, if so, which
of the machines is for you? Each of
them, in their advertisements,
claims to be better than the others.
What’s the real story?

To find out, we took the four most
widely available of these chess-play-
ing think tanks—Boris ($300 from
Chafitz Inec.), Chess Challenger 10
($300 from Fidelity Electronics),
CompuChess ($180 from DataCash)

118 POPULAR MECHANICS

and Chess Champion ($100 from
JS&A)—and pitted them against
each other in a real donnybrook of a
round-robin chess tournament. We
were looking not only for a winner,
but for an insight into how these ma-
chines really are to play with.
Computers, like humans, think
better when given more time. It was
possible to have games that would
go on literally for days. Instead, we
chose to simulate a home environ-
ment and allow each machine no
more than an average of one minute
per move. It seems that our results
Jjustified our choice. After the tour-
nament, we handicapped the stron-
ger machines with shorter “think”
times. They still defeated
weaker foes.
Asshown at right, Boris and Chess
(Please turn to page 284)

Chess master Shelby Ly-
man moderates a game
between computers Chess
Challenger 10 and Boris
in New York’s famed Mar-
shall Chess Club. The
computers both put up fu-
rious fights and proved
—like humans— a good
computer never says die!
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Chess
Challenger CompuChess Chess

10 Boris I Champion
Chess
Challenger 1,1 1.1 1.1
10
Boris 0,0 1,1 1.1
CompuChess

0,0 : [ |
" 0,0 .
Chess !

0,0 0,0 0,0
Champion !

Final Standings: Chess Challenger 6, Boris 4,

CompuChess Il 2, Chess Champion 0.

This round-robin scorecard is

cross-referencing the computer players.
Note that Boris, for example, won both as
White and Black against Chess Champion
(1,1) and that Chess Champion lost both o
the games it played against Compu-Chess
(0,0). This type of scorecard is standard in
many of the actual chess tournaments thal
are sponsored by the United States Chess

Federation (USCF).
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Chess Challenger 10 from Fidelity Electronics was declared the winner of the tourney.

- Boris (below), from Chafitz, is
most personable machine—be-
sides playing a quite respectable
game. He delivers some 80 pro-
grammed comments, from pleas
to outrageous insults.

JS&A’s Chess Cham-
pion retails at $100, low-
est price of units tested.
Though it finished low,
it's a fun computer for
playing or learning
chess.

CompuChess, made
by Data Cash Sys-
tems, can play dif-
ferent variations of
chess as well as ran-
dom middle-game
situations.
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CHESS CHALLENGER
WHAT IS BORIS'S

ONLY PLAYABLE MOVE?

The following game is a sample of our tourna-
ment chess-computer games. The notational
system we use is simple—in fact, much sim-
pler than systems used in most chess
books.

Each move is described by giving the initial
and final square of the piece moved. And each
square is described by obvious letter-and-
number coordinates. For example, the first
move in the game is given as E2-E4. The pawn
on the second square, on the E file, moves two
squares forward to the fourth square on that
same file. Black's answer, D7-D5, similarly
means that black's pawn, on the seventh
square on the D file, moves two squares to the
fifth square on that file.

The next move, E4-D5, represents a cap-
ture. The white pawn on the E4 square has
gone to the D5 square where it has captured
the black pawn. And so on . ..

You will find that the play is energetic and
highly tactical. The machines go at each other
in a virtual slugfest. But Chess Challenger wins
a substantial advantage when it slyly traps Bo-
ris’s queen. Then, with admirable aggressive-
ness, it switches to the kingside and mates
black's king. Even on the fifth or sixth time
around, | found the game fun to play over.

CHALLENGER BORIS CHALLENGER BORIS

1. E2-E4 D7-D5 20. A7-A5ch De-E7

2. E4-D5 C7-Cg7! 21. F1-G17 Fa-He&

3. D5-C6 B8-Cs 22. D2-F1 HE-C1

4. G1-F3 C6-D42 23. A1-C1 BB-Cg®

5. F3-D4 D8-D4 24. F1-E3 De-D2#

6. F1-E2 E7-E5 25, A5-B4ch'™ E7-F777
7. C2-C3 D4-E4 26. C1-D1! D2-Dich™
8. E1-F17* E4-Ce* 27. E3-D1 F5-C2

9. D2-D4 E5-D4 28. D1-E3 C2-F5
10. D1-D4 C8-Es 29. E3-F5 GB-F5
1. B1-D2 F7-F6 30. B5-D7 C8-C7
12, E2-H5¢ch G7-G6 31.D7-F5 GB-E7
13. H5-F3 CéE-ABch 32. B4-B3ch F7-G7
14. F3-E2 B7-B5 33. F5-C2 C7-Cg'2
15, D4-D3! AB-B8 34. B3-B4 H8-E8
16. A2-A4! E6-F5 35. B4-G4ch G7-H8
17. D3-E3ch A6-EB 36. G4-H5! EB-BB?7'3
18. E2-B5ch  E8-D8 37. H5-H7
19. E3-A73 E6-De&" mate!

1. Boris's characteristic opening gambit.

2. Moving piece again prematurely and thus wasting time.

3. Why not simply castle?

4. Wasting time. Why?

5. The right decision. White can safely take pieces.

6. To protect the threatened rook.

7. Why?

8. Why? A computer move that drives you bananas.

9. Poor Boris doesn't see what's coming.

10. Closing the net by protecting the pawn at B2,

11. What else? The queen is trapped.

12. Why?

13. Boris inexplicably saves the threatened rook, but over-
looks the mate.
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