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SETTING TIME AND DATE

1) Press & in the regular imekesping mode.
@ 7y Prass & on g Ume signal 10 correct seconds.
3y Press © to shift Hashing position. The digitis} to be
y changed wiil flash.
185855 |® oed

I'd
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Press © . g

4y Each press of ® corrects digits one by one. Keep pressed for quick correction.

5y Prass & o complete the seling.
*Display automatically returns to time display if left unused for a few minutes.

PLAYING THE POKER GAME

This poker gams consists of 3 levels (MACAD, LAS VEGAS, MONTE CARLO) including 10

rounds each. The minimum that can be bet on a hand is $10, and the maximum is 3300

you have less than $300 left, the amount left is the maximum bet for you.

STARTING THE GAME

1} Press © to change from TIME mode to GAME mode
and the game wiil start automaticaliy.

The previcus high level and high score will appear,
D MAC: MACAD

Z LAS LAS VEGAS
@ MON: MONTE CARLO

The game starts from MAGAC-1.

Both you and the dealer start oul with $1,000 each.

After your cards are geail, your current hand will be shown
ir the tower teft of the dispiay.

* I you are satisfied with your cards, press @ to advance
inio the betling stage.

2) Press ® once to get ready to draw cards. To draw a

». new card, press @ at the flashing card. If not neces-
sary to replace, press & to advance the flashing po-
sitign. Repeat the process until you reach the fifth
card.

33 Press either & or @ to advance to the betting mode.

The dealer makes the first bet. You can call, raise or
drop out.

4} TO RAISE THE BET
a) First press & to go with the dealer’s bet.
b) Press & again to raise the bet.
Keep pressed o raise the amount quickiy.

TO CALL
¢} Press © to cail.

The deater will call, raise, or drop cut.  the dealer raises,
you again have the option to call, raise or drop out.

TO DROP OUT OF A HAND

d) Press ® immediately after the dealer makes a bet
to drop out of the hand.
Yous will iose any money that you have bet when
you drop out.
The one who drops will lose all the lastest
amount that is bet during that round.

OPERATING DAILY ALARM

Beespsr sounds for 20 seconds &l preset time every day until clearsd when dally alarm s
set. Press any button to stop the beeper. Signai sounds at the beginning of every hour if
tine signal is sel.

SETTING ALARM TINME

3 Press @ in the daily alarm mode.

2} Press &t shil flashing position. The digitls) Io be changed wil flash,

& ) HOUR H WIRUTE

3} Each press of ® corrects digits one by one. Keep pressed for quick correction.
4} Press ® to complete the setling.

SOUND DEMONSTRATION

Pregs ard hold @ iy the alarm mode © sound e besper

ON OF OFF SETTING OF DAILY ALARM AND TIME SIGNAL
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Soth delly wlarm Both daily alarm Daily alerm Time signad
ard Goe signal and ima signal  only sound. only sound
sound, 4o not sound.

* Even if you have not made any bet, your money
total will be reduced by $10 if you drop out.
2} ¥ the dealer drops out, the amount of money bet
by the dealer will be added to your money total.

You automatically advance o the next ievei when your
money wiat at the end of a jevel is greater thar that of the
dealer. You alsc immediately advance to the next leve!
when you succeed in winning ali of the dealer’s money.

5) Press ® to replay.

GAME OVER

The game ends when:
o You have less money than the dealer has at the end of a level.
« You iose all of your money.
® You finish the final round of the MONTE CARLO level.

TABLE OF HANDS
The following table describes the strength of

% ROYAL FLUSH (RF)
10, J, Q. K, A of the same suit,

+ STRAIGHT FLUSH (5F)
Five cards with of the same sull in series.

FOUR OF A KIND 40
Four cards with the same number,

*

LA BAI AL LA I
Caliv e L dle

FiLL HOUSE iFH} f;r::;::r—‘rj

E 3

Three of a kind plus a pair. P iH ,} 8 ’ 81
e 59 el &) o
* FLUSH (FL)

Five cards of the sarme suil.

% STRAIGHT (8T}
Five cards of different suit in series.

*

THREE OF A KIND (3C)
Three cards with the same number.

*

TWO PAIRS (2P}
Two cards with one number & two
cards with another number,

% ONE PAIR (1P}
Two cards with the sarme number.

* NO PAIRS (-}
None of the combinations.

USING STOPWATCH

The stopwatch measures Ume in 110 sec. units up t© 60 minutes,

%{ @t%’e% resets and starts again,

H ¥ Pregs & to start or stop.

®Press @ to reset when the siopwalch s stopped.
Sistmaching display
You can enioy playing siotmachine in this stopwalch mode.
{inoperative)
Every time the stopwalch starts, the 3 characters shown i the upper
display will change until you press & again 10 slop.
The characters consists of

]

58




