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SETTING DAILY ALARM

i the daily alarm is set, the beeper sounds for 20 seconds at the preset time every day
uniil cleared. Yo stop the beeper, press any bullon. ¥ the tme signal is set, the watch
sounds every hour on the hour. .

Sound demonstration) Press and hold the B button in alarm mode 10 sound the
beeper.

1) Press B in the alarm mode {6 set hours. Dne howr advances with every push of 8.

2) Press & to cet 10's digit of minutes. 10-minute advance with every push of §.

3) Press © to set minutes. One minute advances with every push of & Press B 1o complete.
* Pressing the ® bution in the alarm made automatically turns the alarm ON.

{Quick digit advance) When the B button is pressed for more than 2 seconds, the
digit advances quickly. When d, the digit e will stop.

{ON or OFF setting of daily alarm and time signal]
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Dally alarm and Daily alarm only Time signal only .

k- Y
Daily dlaren and time tivne signal do sourds, sounds.
signal sound. not sound.

SETTING TIME

IMPORTANT: Setting sequence MUST BE FOLLOWEL when making any new setting.

n the regular timekeeping mode to set time.

on a time signal to correct seconds, >

o set hour diglts. One bour advances with every push of 8.

4} :%reess © 1o set minute digits. One minute advances with every push of B. Press B to com-
e,

*Precise time can be mainigined by corvecting the seconds once a month on a time signe!

Jrom « radio, TV, telephone, eic.

(Quick digit advance] When the ) butlton is pressed for more than 2 seconds, the

digit advances quickly. When d, the digit ad e will stop.

{independent correction) Correction of any digit, i not required, can be skipped by

s & the @ b ¥ di

{Auto-retrieve funclion} i none of the bultons are pressed for 1 fo 2 minutes, the
icafl gular time keeping,

watch will aut £ o

HOW TO PLAY THE GAME

P 1} Press © to change to the game mode. The current highest
g, level and score will be shown and a stast signal will sound.

[GAME STARTS)
Enemy fighters  Enemy misiles

Blank space shows
mriss.

/ 536 ) N ke
| (Highest Level) (Highest score) {Starting levely Countdown
Mode indicator segments.

2 Press ©or @ to move fo feft or right.
To shoot down an enemy fighter, 3‘«55
the sight and press © and '8 simultanecusly.
The further the enemy, the higher the score awarded.
Miss: When hit by y misile(s} or an y fighter,
The game Is over: When you miss 4 times during levels 1 — Jor 4 — 6.
Wien you do not score 1,000 points within 60-second interval.
When the score reaches 3,000 in level 6.

3 E‘he ne;t grine level starts when the score exceeds 1,000 within 2 66-second
nterval.

4) Press @ to replay.
{Scoring system}

Bonus points are scored for multiple hits with a
single mistle:

Firing rang
Bonus Mearest [ Other)
soints © target +.2 {%arge! E

Kore iKores

i you hit three targeis worth 20, 30 and 40 points
each with a single misile, the result is:

0+ 2030+ 46) = 160




