Smart Digital Fashion Chess Clock
INSTRUCTION MANUAL

{40 R P AR
/ g5 ssas“ﬁ?f'i\\\
I\ [/

ce



FIXHFR

P BEIR
EfZi5 AR 1T
BAERE I
HUE R B5T
EHRE 10T

ENGLISH DIRECTORY

PRODUCT FEATURES----------rnnnn-- PAGE 11
ILLUSTRATIONS----mmemmmmmmmmeeeeee PAGE 11
OPERATION METHOD------====mem-- PAGE 13
THE RULES PAGE 15

REPLACE THE BATTERY------------ PAGE 20



1157¢
B AR
e DC 3VitE (FAMmTHSSHEMER) ;
o RiT6A59FRITBT AL ;
o FIMITATHN A% B E AR BN S

o EAMAADAREFEMNERNEMBEESE;
o LLEIRED, WIEKMAMERNEMEESE;

o XHEHEIN, ARFFXUATHIMNSH;

0 '-:'-n'a 88

E 2 18R -
D CE] eER T
@ [=1 Wz
® Frit/o g 08 {os] .| 00 tao
@ EC @E ' '
® (3D mEFLa @ ® @ ©
6 (E 8
© £ - :
@ b / UB-‘.'_'.' .'uu| a:| aa -'uaH
H X
© BRR ©
® n @
F/%N R - .
@ B [ = | 0
@ ® Q@
(@)
1

EihRER HiBRER
dﬁ%ﬂz/)ﬁfﬁz/ﬁn‘l‘eﬂ SE/R f&/ﬁ‘hﬁl
bonus delay move byo-yomi BB BB; .“ bonus delay move byo-yomi BB EE &

(-0
5!5!3"-4.".
\_H

ad

/TH_"I 5% ﬂ‘ HMFS Bt ?; Lflj
REESH
EnERREERAINEESSIR0E
bouns | FTRER, BEHMIL.

delay | F/RIERT, B SHHSEERT AT E) A FARRE ARG (E],

move | FRIREMSEIEF AR
byo-yomi | FiRiHy, L@,

1 | ®RFHBEAE, EEHRHBEM.

B))] FTREERTR, BalEREANABRIETS.
& A | BERWGHLERESE, BR ‘A7 FES—rEH.
43P | FROETIUERRE, Skrigf—raEited.

I | FRATFIHITEERERRS.
8RRk | —AERRRREETE, RBRRITAEERER.

F MMNFSHIELIAFFS “F” %ETJX’I\QE'J?E’\J%E'.WJ%%&
EE BN REFAEMIICIZZRST

IRBINREE R

FECE AT L WE SRR (B RS HNRE, HR
EPE—T RN T

[ FEEEE AN, AR ENTERE, i Rk

S 5% .

WINEEMEL TN . FIasiEFtbsE, ERESE
B RERERT.

o] iR EEZREN |

EIRER EERE, Y1 “HML%R

G A[E||H

FREXHES. EREPRIRIZERE.

2



1REiREA

FrIX:

o FFHL: ¥ “FF/KH” HIKZE “ON” F#l.

o XHl: %ZE “OFF” &xHl.

Wik E L Z= M :

1. % “TR/RH” I E “ON” &FFHL, thRtREHRADITETN
FSERE, & “[=1" &% “ Y BEETEEMIETMR
n, FRRELAHLENERIANESY; HikEAN
&, & Y BT, BAFTEHN, MNFSEEA,
WA BT,

*RfE =1 =% “ Y BB ATRIE IR AN RS

* RAHRAF TSR AT DOEET AT, RELFRA
75 B EHE IR A BUAT SRR R AN 4R S

FRHXARTE:

2. BT “[D " §#, BRFAELI “N)” FS, RRABT
BAERT; BER—THSHEK, "RRXATHEERR.

FrERtbERitES

3. IXRHE “A% = “HE” AIHALLE. flin: EE%kER,

MiE—T “AE" , XENLIREFHEITE, BRPRENTE
‘47, EibiERR; HSEATT—HHE, B—T “E#”,
BOREFRITE, BREPREMTES “PB”7 , BLBERTR;
LHERTT—HHE, B—TAR, HFEXHFEITE. BN
RUFEHITHR (REHEN—FRETR “A” 75

4. MREBHELLFE, "R—T A" FHEEUE, BREPRE

MEREFS “dl” = “Ip” , HEMERTERNS; BiE—T
" SEELIGRLEEE RS, EERS AT ;I
%, BRAMEER.

* JHEHERER, WATLUR—TARINEA “FbE” BT,

* EIERPRET, TEEE “EE” 5 AR HETT.

5. LEEUEBRERE, WN—FARESAE. &ikismtEsLATEn
—5,

3

M EEN G TS HERMNES

6. ELLTIRPHLLTERAE, Ak “ (=1 BYMREF “Eib
EENLSHFMERTH “ARUFS" ; ik “ T RYIREE
“HIMEENSH MEFH RUFS” .

M= IRLL SR

7. BEEHHRE, ANAE, MWESHRCT =IO #IAT
Shr, HERXNBIN, FHERSIEFRFRITSERE,
BT " T RWINSRIFTERN, BER-TERREH
TR R EF AL

* FAORRELNA&E10MIIRE—E, RESHWFHEEIEE—
A, FREEKm. (FLERNSR—H)

S RE:

o FELLFZIERHLLFLERE, TESHECT ~mIIAR O it
TEM, EffE, FELREZIEEFATARE, HRERHRAN
FSENR, MARE, ERLR =17 % “ 7S
FEEA M TR

= ANSHRE

1 (1) BEFHRAMLEEANSH, NEMAMEENHRNE,
®BIE "] BA3, EARBRT, ERNFELOE—UK
BTN
@ =" =" T ERARKE, THRE, &
“a " 8T, UHREIT—BEH RN, R
‘=17 %" T RRKIE, MRt BEREARE
S B EIMIRETE;

) ®E®RE, BT “ Y OESERFRHIRE.

* ERRER, ANFSHATESHANTS “F , REXMRES
BN SHELFRHRFEMILNRIZ=EHT .

* fEREERED, MREFSMLRERERNSH, WELSH
SHRETHE, & “ 1" #—T, VRIG0HFA,
HHRANSEREEMNRERS EANERE.

* ELLFEFEE, WBENSHNTENRSREEARANEH

* FELEFRIRPHATNRNSKHAITER, £E—T ¢ 7

4



EiEited, BiRE Gl " 8438, EASKRE, BE
FERISE2RFNA. BRTERER “ M 7 TR FRE R
B, T “Dm " EuEtbs.

FRNIE LR RR -

E4

01.
02.
03.
04.
05.
06.
07.
08.
09.
10.
11.
12.

Bh: 12F

HERR: PLEFEIRFIR, SER—SHE, KRG ERATE,
IHRHERES, WANRERERESSEENRE, EXE%R
EM—T .

153%hEtiE], SHERBRHIF, HELATN—ASR
3NEhETE), EHEMEERERH2R, FESRTN—A S5,
54hETE), ESHEMEBERM, MESRRN—5S5
55r4hedEl, FHERBREM R, BELATEN—F &R

1057440 RTIE], BEEMRBRMST, FEXATN—HE
109 4hedi8), BLSEHERBREMI0F, AHE%ATEN— H%ﬁ"o
155 $hEdiE), B EHRFLERMSH, BREERTHN—F&R.

2057 $hRTIE], ‘SHEMBRRH0F, FESEATEN—AER.
2557 shRTE), SHEMBRM0F, FELATEN—AE5R.
30 4hEtE], SHEMBRH0F, HELEATN—FER.
455y 5hEtiE], SHEMEREHIR, RHELATEN—AER.
VNETRTIE], FHEMEBRRM20F, RELAEN—F S5,

LB EITTAET 115

AMMGERR: eIz, WHNFREERELSEERRE,
AEEERTEHN—HAER.

3T PhEARRTE, BESEATM—HER
S REARRE, MEERTHN—HER.
105> EARRTE], BEERTH—HER
155y ¢ E AR E], BEEATH—HER
205 $hEARTE), BYEEATEN—HER
255 phEARRTE), RHEIERTEN—HER
3057 g EARRTE], RHEISERTEMN—HER

P = S S S A

5

20.
21.
22.
23.

455y $hEARRTIE], BHEIEATEM—A S 5.
TNRTEARRTE, RHELEATEN—S SR,
1NEF304r hELARE], BYESERATN—A &SR,
2NBTEEARRTE], BHE A —T S,

SZERITRT (24-35) 12fh

25.

26.

TR E (24-33) X10FFAINSHET, SETEREAAKRIEER
AESE, REMLSE. SLHNRHATE; EIRE (34-35) X
25PN S HAt, BETEREA ORI EEARE, RENS
B SHHERIERTETE];

ERERSHRE—NFE, AIRECH0FMCCH 118X, &
HHXANT:

CHO: EE—HE_MER: —HHERERMEATHRREN S
B, WFEHNT—RER, REERFRIREAER MBI TR .
CCH1: EE—HREMR: —HAEERIEATRIREN
FHE, NFERATARIERNEES SHANT IR,

: NEE 28RN AAER R IR BECABICH ORI THY.

1053 44/2025+553 $0/1025+5 53 :

E—BTER: 100 AE20E (REMEM20EEH
SERL20 5B — N AT EL

FBRER: TESHREHI0S GREMREMI10SEH
SR 0B — A HENE =R

FE=RTEL: SOPEARRTE, THHRE;

1043 $4/3025+5457 $4/1525+5 53§

E—ATER: 1008 AES0E (REMEMIEEH
SERL30S A — N ZRTEL

FBRER: ESDMREMISE CGREREMI5SEH
SRS S — HHENE =R

FE=RTEL: SOPEARRTE, THHRE;

1543 40/3025+1053 4 /1525+5 57 4

F—RIEL: 15D HNEMIL (REMEMSER) , %
SR3OS A — N ZRTEL

), %k

), 7k

), %k



27.

28.

29.

30.

31.

32.

BT 109 REMI5E (RERERISEER) , %
SERRISH R — T HNEZRTE;

F=RTEL: SOMEARRTE, TSHRH;

3043 4/305+104>$0/1525+1057 4

FE—BTER: 7ES0DHAEIE30E (REMEHIEER) |, %
SERLB0S A — F N B R ES

BT 109 REM15E (RERERISEER) , %
SER 1SS A — N B =RTEL;

FERTEL: 10 hEARRTE), FTHHRE;

115B/3025+3043 $41/2025+30 47 4

F—RIEL: FEVNBTREES (REMREHIOSHR) , %
SERLB0S A — AN B R ES

FRTEL: 7E30$hAE20E (REMEH220EER) , %
SERL20 SR — AN S = R EL

FE=RTEL: 304 HhEARRTE, TSR
115EF304344/3025+1 )N Bf

F—RIEL: TEVNBI0 4 AIEIE30E (RFEMEMI0SH
1), FFEMIOSIEAI—FTIHNE ZRTES;

FETRTEL: 1V/NETEARRTE, TSR ;

TNEF4053 51 /4045 + 505350/203 +10538h (3230%D/)
E—REE: 7R/ S AEIRA0E CRITAGEI40SET)
BHEMEEROF, FTFTERIOSHEA—FTHNE BT
BT ES0 5 AE208 (REMEH20EER) , %
FERL20 A — N B = RTES

FE=RTEL: 109 9hEARRTE], TLHIRE, BLEHRBRI0.
215BF /404541 1 NBF

F—ATE: FEVNRREHRL0S GREMEM0SER) , %
SERLAOS A — N 8 AT EL

FTRTEL: 1/NETEARRTE, FTSHRE;

21NEF /402541 1N B/ 20 8543053 b

F—RTEL: fE2INBTAEHA0E CREREMWSER) , %
SERRAOS A — AN 55 R EL

7

33.

34.

35.

FIREL: FEVITREE20E CGREMREM205E5) , %
FERR20 S — T N E=TEY

E=RTEL: 30 EARRTIE, THHBRE.

210NBF /405 +1 1\B/205+1 1NBF /2045

F—RIEL: 7E2NBTRE40E (RIEMREHWSHT) , %
SERA0 LI A —FT i N8 ZRTER

FIREL: FEVNTREE20E CGREMREM205E5) , %
SER20 SR —FT N B = RTER;

BE=RTEE: EUNRREE20S (REREH20$5EH) , %
FER20 5 B — 75 EFFITE =T ERAY AT .
21NBF/405+30 538 GERT10%D/25)

F—ME: SSEFTIOWEL, 100AE—HULSSI0BRE
ARETE], Big10%p, EARREFIEEIL, HINREAKRRE,; %
2NBFRFER40E (RIEREHA0SEHR) |, KFEMA0SIERN
— NGB ZRTEY;

FIREL: FOSAFTIOMEL, 10WAE—HUTSINRE
ARTiE], ABid10RP, EARRTEFFIAEIE, FHINRREARRTE;
30 shE AR B FTEE 1A

1/NEF504>$/4025+3093 80 (FERT108/25)

F—RE: FSAFITIOWEIL, 10WAE—HUTSI0RE
ARESE], EBiL10%y, EAEHEIFFIREIE, HINBREARRTE); 7
TIN50 AN EH40E5 CREMEHL0SER) |, KR
A0HHER— T IHNE ZRTE;

FIME: SSAFITIOWEL, 100AE—HUASSI0BRE
RETE], Big10%p, EARRHEFIAEIL, HINREARRTE;
30 E AR ATEE S5

FHEIRET (36-45) 107

36.
39.
42.
45.

SE36-45SHN: MFLIMAEMENIEAE—LHE, TS5,

5%b/4 37. 10%/% 38. 15%h/%
208/ 4 40. 25%b/4% 41. 30%b/ %
ast/E 43 AR/E 44 1S5H30R/ S
25540/ %

8



3R (46-57)  12%h

46.

47.

48.

49.

50.

51.

52.

53.

54.

1INEF+20Fb /25 ¢

HARBHE 1N, FIREIBEEZREMSE; EAMEHEERS,
FHE20MBERE, BI0FREEEER.
VNEF+55350/1025 :

EARRE)1/NET, FIREIBEREMEL; EANERRE,
INRESHATTR 105, ATESS/HRIEILE, BEs5 Ak
TEMI10EHEE R,

304 §h+30%510)%

HAR B304 50, FIREIBEREMSE; EAMBEARE,
HT10R30FEYIERY, REIEATEH SR,

3043 5h+307520)% :

EARE300, NREIBEREMSY; RAREHTE,
#7200 30 HYIERY, BHEIERATEE ST

30+ 1 100K :

EARTE300, NRFIBEREMSY; HARERTE,
TR S 3RS, RExREE SR,

3043 44+1 3 $200K :

ERRHE30 8, FIRFIBEREMSE; EAMEATS,
HT200R1 HhR0iERy, RHEERATEES .

VMBS E100K :

EARBHE 1N, FIREIBEEZREMSE; EAMERAERS,
BT10R1 S8Ry, BESARE S5,

TINBF+H1 53550

EARRHE/NET, FIREIBEREMEL; RANEARE
HEATER 1 FHhANIERD, RHEISERTEH S .

1NBF3053 $h+1 53 $050R «

EORRTE)1/NBT3093 4, ABREIEE AT EAS S ; EARRiE A
SefE, HTERI AR, RESERTEE SR

55.  2/\EF+H1 435N :
EARHE2/NES, FIREIBEREMEL; EANERRE
HITER I NI, REERRES S 5.

56. 2/\EF409$h+15 450K :
ERRE2/NET405 40, RBRGIBZ R EMSH; EARRE A
SEfR, HITSRI S HRILE, eSS RATEE SR,

57. 3INEH1HHER :
EARRHESNE, FIREIBEREMSE; EAMEARE,
HITER1 P HPAVIERD, RHEISEATEE S .

Hith (58-59) 2%h

58.  MOf¥ LIEitAT.

59. 224r$h+ta S ETHRT:
22440 EARRTE, BIHE, RELMASHFIRIEITR,

1812 88F00-F59

F o OHEFEFHERTE MRS KIS H, BLTEREE
B, ERNHESHRESHMAS “F°, RIS
BRI THNZ=EIF . HEER, TEMEFNITERNES
.

AN sE R R th
LHEENEN, ErEESTREAEW, LW T
TE. HERNEMIEREHRIFTEM.

1. FAFREBME, " 7 B A BT BRI,

. ERUHIRERM, ?&IEE%E’JIEﬁ‘Uf&HF’J. & e,
3. EEmimE.

10



ENGLISH

1. FEATURES:

e Itis powered by two pieces of AA batteries with DC 3V voltage.
e There are 6 types (59 pcs) of timing rules totally.
e Basic time and auxiliary parameters may be randomly set for each

timing rule.

e Different basic time and auxiliary parameters can be set respectively

for either left or right side.

e The basic time and auxiliary parameters can be adjusted for both

sides during any match.

e The parameters representing the rules for the last match prior to
power-off will be used as those for the first match after the next

power on
2. Graphic illustration:
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Introduction to the pictures shown and the indicators

bonus Means an award granted, increasing seconds for each step.
delay Means time delay, increasing time prior to start of each step and
deducting the unspent time after completion of each step.
byo-yomi xﬁsns reading seconds including common type and Canadian
I | Means low power, so please replace batteries.
.,)) Means sound prompt ; this sign will disappear if sound prompt
is shut down
; & Means the two players, the player represented by the symbol
« 5 ” shall move the chessman first.
{ or } Means being timed; the side pointed to by the narrow is being timed.
dll or [Ip | Means pause of timing.
If "F " appears before a rule No. , that means the parameters
F matching such number rule have been modified and stored in
a separate memory.
LED Constant lighting means a player is being timed; flicker means

pause or expiration of timing.

Press this key before any match or when pause of any match for
about 3 seconds to enter the mode of setting; in the mode of
setting, press this key to switch to the next flickering digital.

G
=1

This key is to select a match rule downward; in the mode of setting,
to lower the number value, switch “rule No. and step number”.

To confirm the match rule selected, start or pause any match;

complete it in setting mode and exit from the setting.
This key is to select a match rule upward; in the mode of setting,
! : ‘

to lower the number value, switch "rule No. and step number".

IETD)

Start or close sound.
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Operating instruction:
Switch on/off

Switch on: push "switch on/off" key to "ON" to start the device.
Switch off: push "switch on/off" key to “OFF” to shut down the device.

Operating instruction:

1.

Push "switch on/off" to "ON" to start the device, here the number of timing rule
is twinkling ; press “[=1]"or“ " key to select the required timing rule,
meanwhile at the left and right sides of the screen appear automatically the
default time parameters; after selection of a rule, press “[®7m]” key to confirm
such selection with the rule number stopping twinkling and the two indicators
shining.

Press and hold “ =" or " key to rapidly switch the rule numbers.
Pressing the timing control key on the left or right may also select a timing

rule, and long pressing the same can rapidly switch the rule numbers.

How to start or close sound:

2.

Press" [m)” key “«n)” sign appears in the middle indicating sound prompt is
functional; press again to stop such function with such sign disappearing.

How to start the game:

3.

Press “ Left key ” or “ Right key ” to start a match. for example, if the left side
moves an chessman first, press the right key for timing on the left screen with
“4” sign at the middle of the screen and the left indicator shinning, after the
left side move a step, press the left key to start timing on the right screen with
“p” sign at the middle and the right indicator shinning. after the right side
moves a step, press the right key to start timing for the other side. continue
the match as mentioned above [ the player moving first is represented by the
sign “A".

If you want to pause, press “ " to suspend timing with the sign “ 4|l ” or
“1Ip ” in the middle and the corresponding indicator twinkling, press again
¢ " to continue the match with the sign “ «ll " or “ ]I "gone and the
indicator constantly shinning.

During timing, press the center key to suspend timing.

During timing pause, press the timing control key on the left or right to
continue timing.

after match end, the screen for the player losing the match will twinkle. the

narrow points to the side who run out of time first.

How to check the step numbers of both sides or the rule No.

6.

During match or after match end, press “[_=]" to switch between the moved
steps and the current "rule No." of the left side; press “ [F]" key to switch

13

between the moved steps and the current " rule No." of the right side.

How to restart the game:

7.

If you'd like to play one more game without change in the game rule, please
press the center key at the top of the device for six times to restore or you
may also power off and then power on the device, then restore the setting of
time, press “ " key to confirm the current selected rule, press again the
“Left key” or “Right key” to restart a game.

* Asound comes out at the last 10th second of each period, and you will heard

a sound every second within the last 5 seconds with the last sound lasting for
2 seconds.

Reset operation:

During pause of a match or after a match end, press the center key at the top
of the device for six times to restore, after restoration, the time setting prior to
the match is restored with the rule No. in the middle of the screen twinkling; if
necessary, you may pres “[=1]"or “ " key to select other rules to play

games.

Rule parameter setting

1.

If you'd like to change the default rule parameters, you should after selecting
the proper rule, press and hold “ @ " key for about 3 seconds to enter the
mode of setting with the first number on the left twinkling;

Press “[ =] "or*“ " key to adjust the value, after that, press * (&~

key to switch to the next digital which starts to twinkle, also press “ (=] " or

“CF]” key to adjust the value, and so forth until completion of all parameters;
After setting, please press “ "
Upon completion of setting, a sign "F " appears before the rule No. , which

to confirm and exit from setting.

means the parameters matching such number rule have been modified and
stored in a separate memory.

If you want the same parameters for the right side as those for the left side,
you may completing the setting for the left side press “ @ " key to switch
to the right digital twinkling, all the digitals for the right side are automatically
set as the same with those for the left side.

Note: if you want to change the rule after a game start, the parameters for
either side should be adjusted respectively.

You may also change the rule parameters during a game: firstly press * "
key to suspend timing, then press and hold “ (3¢ _] " key for about 3 seconds
to enter the mode of parameter setting as shown in article 2 above. after
setting, please press” " to confirm and exit from setting; press “ "
key to continue the game.
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Detailed introduction to the rules:
12 awards (1-12) 12 h

05.

06.

07.

08.

09.

10.

Explanation to the rules: timing for a game starts, a certain number of
seconds as an award is given for each moved step. During timing, the screen
for each side shows the thinking duration respectively, and the player running
out of the basic time fails in the game.

For one-minute basic time, 3 seconds are awarded for each step, and the
player running out of the time first fails.

For one-minute basic time, 2 seconds are awarded for each step, and the
player running out of the time first fails.

For 5-minute basic time, 3 seconds are awarded for each step, and the player
running out of the time first fails.

For 5-minute basic time, 10 seconds are awarded for each step, and the
player running out of the time first fails.

For 10-minute basic time, 5 seconds are awarded for each step, and the
player running out of the time first fails.

For 10-minute basic time, 10 seconds are awarded for each step, and the
player running out of the time first fails.

For 15-minute basic time, 5 seconds are awarded for each step, and the
player running out of the time first fails.

For 20-minute basic time, 10 seconds are awarded for each step, and the
player running out of the time first fails.

For 25-minute basic time, 10 seconds are awarded for each step, and the
player running out of the time first fails.

For 30-minute basic time, 10 seconds are awarded for each step, and the
player running out of the time first fails.

For 45-minute basic time, 30 seconds are awarded for each step, and the
player running out of the time first fails.

For 60-minute basic time, 20 seconds are awarded for each step, and the
player running out of the time first fails.

11 common adverse timings (13-23) 11 h

13.
14.
15.

16
17

Introduction to the rule: During timing, the screen for each side shows the
thinking duration respectively, and the player running out of the basic time
fails in the game.

For 3-minute basic time, the player running out of the time first fails.

For 5-minute basic time, the player running out of the time first fails.

For 10-minute basic time, the player running out of the time first fails.

. For 15-minute basic time, the player running out of the time first fails.
. For 20-minute basic time, the player running out of the time first fails.
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18.
19.
20.
21.
22.
23.

For 25-minute basic time, the player running out of the time first fails.
For 30-minute basic time, the player running out of the time first fails.
For 45-minute basic time, the player running out of the time first fails.
For 60-minute basic time, the player running out of the time first fails.
For 90-minute basic time, the player running out of the time first fails.
For 120-minute basic time, the player running out of the time first fails.

Timing for multistage (24-35) 12 h

*

24,

25.

When you set the rule parameters for these ten rule numbers (24-33), you can,
for every stage, set in turn its basic time, its limited step number, and its
awarded time for each step; as for the two rule numbers (34-35), you can for
each stage set its basic time, its limited step number and its delay time in turn.
At the last interface of setting mode, the two modes of CH 0 and CCH 1 may
be set with the difference between them as below:

CH 0: At the 1st or 2nd stage: one side first enter the next stage when it
finishes the limited step numbers within the basic time, and the rest time for
this stage will be accumulated at the next stage.

CCH 1: At the 1st or 2nd stage: one side first enter the next stage when it
finishes the limited step numbers within the basic time, and it should run out
of the rest time for this stage and then enter the next stage.

Note: the following introduction to 12 rules is made according to the default
CH 0 mode.

10min/20 steps+ 5min/10 steps+5min:

The first stage: the players should move 20 steps within 10 minutes

(if deficient , such player fails), and the player will enter the second state if
he/she move 20 steps first.

The second stage: the players should move 10 steps within 5 minutes (if
deficient , such player fails), and the player will enter the second state if
he/she move 10 steps first.

The third stage: its basic time is 5 minutes, without limit to step number.
10min/30 steps+ 5min/15steps+5min:

The first stage: the players should move 30 steps within 10 minutes

(if deficient, such player fails), and the player will enter the second stage if
he/she move 30 steps first.

The second stage: the players should move 15 steps within 5 minutes (if
deficient , such player fails), and the player will enter the third state if he/she
move 15 steps first.

The third stage: its basic time is 5 minutes, without limit to step number.

26. 15min/30 steps+ 10min/15steps+5min:

The first stage: the players should move 30 steps within 15 minutes
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27.

28.

29.

30.

31.

(if deficient , such player fails), and the player will enter the second stage if
he/she move 30 steps first.

The second stage: the players should move 15 steps within 10 minutes (if
deficient , such player fails ), and the player will enter the third stage if he/she
move 15 steps first .

The third stage: its basic time is 5 minutes, without limit to step number.
30min/30 steps+10min/15steps+10min:

The first stage: the players should move 30 steps within 30 minutes (if deficient,
such player fails ), and the player will enter the second stage if he/she move
30 steps first.

The second stage: the players should move 15 steps within 10 minutes (if
deficient , such player fails ), and the player will enter the third stage if he/she
move 15 steps first ;

The third stage: its basic time is 10 minutes, without limit to step number;
60min/30 steps+30min/20steps+30min:

The first stage: the players should move30 steps within60 minutes (if deficient ,
such player fails), and the player will enter the second stage if he/she move
30 steps first.

The second stage: the players should move 20 steps within 30 minutes (if
deficient , such player fails ), and the player will enter the third stage if he/she
move 20 steps first;

The third stage: its basic time is 30 minutes, without limit to step number;
90min/30 steps+60min:

The first stage: the players should move30 steps within 90 minutes (if deficient ,
such player fails ), and the player will enter the second stage if he/she move
30 steps first.

The second stage: its basic time is 60 minutes, without limit to step number;
100min/40 steps+50min/20steps+10min(awarded 30s/step):

The first stage: the players should move40 steps within 100 minutes (if deficient,
such player fails), and the player will enter the second stage if he/she move
40 steps first.

The second stage: the players should move 20 steps within 50 minutes (if
deficient , such player fails ), and the player will enter the third stage if he/she
move 20 steps first.

The third stage: its basic time is 10 minutes, without limit to step number, and
30 seconds are awarded for each step.

120min/40 steps+60min:

The first stage: the players should move40 steps within120 minutes

(if deficient, such player fails ), and the player will enter the second stage if
he/she move 30 steps first.
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32.

33.

34.

35.

The second stage: its basic time is 60 minutes, without limit to step number;
120min/40 steps+60min/20steps+30min

The first stage: the players should move40 steps within120 minutes (if deficient,
such player fails ), and the player will enter the second stage if he/she move
30 steps first.

The second stage: the players should move 20 steps within 60 minutes (if
deficient , such player fails ), and the player will enter the third stage if he/she
move 20 steps first ;

The third stage: its basic time is 30 minutes, without limit to step number.
120min/40 steps+60min/20steps+60min/20 steps

The first stage: the players should move40 steps within120 minutes (if deficient,
such player fails ), and the player will enter the second stage if he/she move
30 steps first.

The second stage: the players should move 20 steps within 60 minutes (if
deficient , such player fails ), and the player will enter the third stage if he/she
move 20 steps first;

The third stage: the players should move 20 steps within 60 minutes (if deficient,
such player fails), and the player will be timed at the third stage if he/she
move 20 steps first.

120min/40 steps+60min(10s/step for delay)

The first stage: adverse timing for 10 seconds is made for each step first, and
if within such 10 seconds one step is moved, the basic time won't be
deducted; if more than 10 seconds for one step, the basic time will be
counted backwards and deducted accordingly; and the player should move
40 steps within 120 minutes (if less than 40 steps, the player will fails) , nd
the player will enter the second stage if he/she moves 40 steps within 120
minutes first.

The second stage: adverse timing for 10 seconds is made for each step first,
and if within such 10 seconds one step is moved, the basic time won't be
deducted; if more than 10 seconds for one step, the basic time will be
counted backwards and deducted accordingly; the player running out of the
basic time of 30 minutes fails.

110min/40 steps+30min(10s/step for delay)

The first stage: adverse timing for 10 seconds is made for each step first, and
if within such 10 seconds one step is moved, the basic time won't be
deducted; if more than 10 seconds for one step, the basic time will be
counted backwards and deducted accordingly; and the player should move
40 steps within 110 minutes (if less than 40 steps, the player will fails) , and
the player will enter the second stage if he/she moves 40 steps first.
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The second stage: adverse timing for 10 seconds is made for each step first,
and if within such 10 seconds one step is moved, the basic time won't be
deducted; if more than 10 seconds for one step, the basic time will be
counted backwards and deducted accordingly; the player running out of the
basic time of 30 minutes fails.

Time limit to each step (36-45) 10h

No. 36-45 rules: the player should move an step, otherwise such player will fails.

36. 5s/step 37. 10s/step 38. 15s/step
39. 20s/step 40. 25s/step 41. 30s/step
42. 4b5s/step 43. 60s/step 44. 90s/step

45. 120s/step

byo-yomi (46-57) 12 h

46. 60min+20s/step
The basic time is 60 minutes without limit to thinking duration and step
numbers; after basic time runs out, each step is given 20 seconds, so the
player spending more than 20 seconds on one step will fail in the game.

47. 60min+5 min/10 steps
The basic time is 60 minutes without limit to thinking duration and step
numbers; if 10 steps is moved within 5 minutes after basic time runs out,
counting backwards 5 minutes can be repeated, and the player spending
more than 5 minutes on 10 steps fails.

48. 30min+30s 10times
The basic time is 30 minutes without limit to thinking duration and step
numbers; after basic time runs out, 10 times 30s will be read, the player
running out of time first fails.

49. 30min+30s 20times
The basic time is 30 minutes without limit to thinking duration and step
numbers; after basic time runs out, 20 times 30s will be read, the player
running out of time first fails.

50. 30min+60s 10times
The basic time is 30 minutes without limit to thinking duration and step
numbers; after basic time runs out, 10 times 60s will be read, the player
running out of time first fails.

51. 30min+60s 20times
The basic time is 30 minutes without limit to thinking duration and step
numbers; after basic time runs out, 20 times 60s will be read, the player

running out of time first fails.
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52.

53.

54.

55.

56.

57.

60min+1 min 10 times

The basic time is 60 minutes without limit to thinking duration and step
numbers; after basic time runs out, 10 times 60s will be read, the player
running out of time first fails.

60min+1 min 5 times

The basic time is 60 minutes without limit to thinking duration and step
numbers; after basic time runs out, 5 times 60s will be read, the player
running out of time first fails.

90min+1 min 5 times

The basic time is 90 minutes without limit to thinking duration and step
numbers; after basic time runs out, 5 times 60s will be read, the player
running out of time first fails.

120min+1 min 5 times

The basic time is 120 minutes without limit to thinking duration and step
numbers; after basic time runs out, 5 times 60s will be read, The player
running out of time first fails.

160min+1 min 5 times

The basic time is160 minutes without limit to thinking duration and step
numbers; after basic time runs out, 5 times 60s will be read, the player
running out of time first fails.

180min+1 min 5 times

The basic time is 180 minutes without limit to thinking duration and step
numbers; after basic time runs out, 5 times 60s will be read, the player

running out of time first fails.

Others (58-59) 2 h

58.
59.

F

Timing is counted forwards from 0.

Basic time is 22 minutes counted backwards to zero, and when negative
indication appears on the screen, count forwards starts.

If the parameter for timing is altered in a rule prior to a game, the sign “F” will
appear before the original rule No. indicating that such parameter is stored in a
separate memory for future adoption without being influenced by such alteration.

How to change the batteries?

When there is the symbol “ {1 " on display. Means low power, so please
replace batteries.

Hold and push the battery cover towards the direction indicated by " = "to
open the battery cover.

Remove the old battery, and put on a new battery according to the correct polarity
direction.

Replace the battery cover.

20



	页 1
	页 2
	页 3
	页 4
	页 5
	页 6
	页 7
	页 8
	页 9
	页 10
	页 11
	页 12

