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IMPORTANT, RETAIN FOR FUTURE REFERENCE: READ CAREFULLY

USING INSTRUCTION






Read these instructions through carefully and retain them for future reference.
Be sure to include the instructions should you pass on the product to a third party.

Scope of Delivery

1 x playing and user instructions

1 x electronic dartboard

12 x shaft/12 x grip/12 x flight (each 3 x in blue, green, red and black)
24 x soft tip (tip)

2 x screw & 2 x wall plug

1 x power adapter

Technical data

Model: AP500

Dimensions : 513 x 572 x 65 mm (width x height x depth)
Power rating: 5V DC-=—==500 mA

= Safety class Il

Power adapter

Model: GP-SW050DC0500(EU)

Input: 100V/240V - 50Hz/60Hz  OQutput: 5V DC -===500 mA
= Safety class Il

Intended use

This dartboard product is a sports item and is not suitable for children under 14-years-old! The item contains
small parts which could be swallowed by children and, as sports equipment, it requires pin-point accuracy and
concentration, as well as a high level of motor skills. The item has been designed for private use indoors,

and is not intended for commercial use or for use outdoors. This item is to be used exclusively with darts fitted
with soft tips. If used with darts fitted with steel tips this will cause irreparable damage.

A SAFETY INSTRUCTIONS

Danger of injury!

* This item is not suitable for use by people (including children) with limited physical, sensory or mental
abilities or with a lack of experience and/or a lack of knowledge, unless they are supervised by a person
responsible for their safety, or receive instruction from a responsible person on how to use the apparatus

¢ Children should be supervised to ensure that they do not play with the item.

¢ Do not throw or aim the darts at people or animals.

* When in use make sure that the t?artboard is positioned or arranged in such a way, that as far as possible,
people will not wander between the dartboard and the player.

* Do not attach the dartboard to a door!

Avoiding material damage!

» Use exclusively proper original replacement tips, in order to avoid the darts ricocheting off the dartboard.
We strongly recommend you do not use long tips for electronic dartboards. They quickly buckle and easily
break (Removing broken-off tips from the dartboard — Troubleshooting

¢ Do not allow the item to be exposed to extreme weather conditions and temperatures.

¢ Protect the item from moisture and dampness. The electronics could be damaged.

A SAFETY INSTRUCTIONS POWER ADAPTER

ATTENTION
Important information for use of the adapter! Note: The device gets warm during normal use.
* Only use the adapter in connection with the Dartboard AP500.
¢ Only use the supplied adapter!
¢ Only use original spare parts in the event of a defect!
e First unplug the arﬁlpter from the wall socket before disconnecting the adapter from the dartboard.
¢ The adapter is suitable for indoor use only. Keep away from moisture.
¢ If the housing or the power lead of the device is damaged, discontinue using the adapter.
¢ Disconnect the device from the mains if not used over a longer period of time.
* The mains output line is not allowed to be short-circuited.
» The external connection cable from this transformer cannot be substituted:; if the cable
is damaged, the transformer will have to be scrapped.



ASSEMBLY INSTRUCTIONS

Assembly of the dartboard (lllustration 2 and 3)
e Select a suitable position with approx. 3 m free space around it.
¢ The ‘scratch line” must be at a distance of 2.37 m from the dartboard.
Fix the dartboard to the wall so that the centre of the bull’s eye is at a height of 1.73 m above the ground.
¢ Mark appropriate drill holes with a pencil on the wall. Drill holes at the marked points on the wall.
Insert tﬁe screws using the appropriate wall plugs and finally hang the dartboard on the screw using
the mounting holes.

. 2 1. 3: Dartboard backside
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Mounting hole

Assembly of the darts (lllustration 4)

Screw the tip and shaft together
as indicated into the grip and insert

the unfolded flight into the
cross-slots. . 4 Shaft Flight
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Name and function of parts (lllustration 1)

Single: Score as indicated

Double: Number of points x 2

Triple: Number of points x 3

Bulls Eye: Outer ring is worth 25 points; the inner ring is worth 50 points
Catcher: Edge throw, no point

Function keys (see Chapter function keys)

Results display: Shows in rotation the target / information, hit, total points result,
and which player’s turn it is.

Dart indicator: Shows how many throws (darts) the player still has left
Scoreboard

Display for Double In (DI), Double Out (DO) and for the game Count Down
Plug for power adapter

Dart holder
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OPERATION OF THE DARTBOARD

Switching on and off

The article is provided with an automatic shut off.

To switch on the article connect the power adapter to the socket and the dartboard.

If the article is not used for longer than 10 minutes, the display and systems switch off automatically (standby
mode). When the power adapter is plugged in, the article “remembers” the last score. Pressing any%utton will
switch the article on again. Remove the plug to shutdown the article completely.

Function keys (lllustration 1)

GAME

Press this button to choose a game. On the left results display theCFame displayed (G01-27, see table 1);
on the right results display the first option of the game is displayed.

OPTION
Press this key to select various options within a game (see table 1).
PLAYER - SCORE

Press this button before starting the game to select the number of players.
During a game the score of all players is displayed by pressing the button.
Pressing 1x shows players 1,2, 3 and 4.

Pressing 2x shows players 5, 6, 7 and 8.

HANDICAP

Press tli\is button before starting the game to select the level of difficulty / options for the different players.
Example :

If 4 players play “G01”, player number 1 can set starting point at 801, player number 2 501,

player number 3 301 and player number 4 201.

ELIMINATE / TEAM

Press this button before starting the game for playing in teams (2 vs. 2, 3 vs. 3, 4 vs. 4).
During a game the last throw of a player is deleted by pressing the button.

CYBER MATCH

Press this button to play a %ame against a virtual opponent. By repeatedly pressing the button adjust
the skill level of your virtual opponent (C1 = hardest opponent - C5 = easiest opponent).

DOUBLE
Press this key to enable the function Double In or Double Out for game GO1.
Press 1x: Double in (red light on the left scoreboard, @] )
Press 2x: Double out (red light on the left scoreboard, @) )
Press 3x: with Double in, Double out (two red lights on the left scoreboard, @])
Press 4x: without double in, double out (no red lights)

START / NEXT
Press this button to start a game or to move to the next player during a game.

SOUND
Press this button to set the sound level. There are 7 levels between “SOUND/VOLUME off”
and maximum volume.

MISS

Press this button to reduce the number of the remaining darts, when the dartboard is missed.



Game selection and list of the difficulty levels (table 1)

NR. | JEU HANDICAP | OPTION

GO1 | COUNT DOWN \ 101.201:301:401,501:601,101.801:.501

GO2 | SINPLE CRICKET \ 000:020:0205

603 | SCRAMN CRICKET X AO0

GO4Y | SCORE CRICKET \ E00:ECT;ECS

GO5 | CUT THROAT CRICKET \ C00:.C20:025

GO6 | DOUBLE SCORE CRICKET v 000.020:0205

GO7 | SHOVE-R-PENNY CRICKET \ PO0:P20:P25

GO08 | ROUND THE CLOCK \ 5:10:15:.20

609 | ROUND THE CLOCK-DOUBLE \ 205,210:215.220

GI0 | ROUND THE CLOCK-TRIPLE \ 305;310:315:320

G171 LEGS DVER \ 3:5:7:9:11:13;15;17;19:21

Gl | LEGS UNDER v U03:u005:u07:.u08:.un.uis:.u15:utt.uis: Ut
G13 | COUNT UP \ 100:200.300:400:500.600,700:800:900
GM | HIGH SCORE X HO3:HOS5:HOT:HO9:H1:HI3:HI5:HTT.HIS:H
GI5 | SHOOT But v -03;-05;-07:-09;-11:-13;-15:-17:-19;-21

GI6 | KILLER v 3:5:7:9:11:13;15;17;19:21

GIT | KILLER-DOUBLE v 203:205:207.209:211:.213:215:211:.219:221
618 | KILLER-TRIPLE v 303;305;307:308;311:313;315;317:313:321
GI9 | ALL FIVE v 51:61:71:81.91

620 | SHANGHAI X 1:5:10:15

621 | SHANGHAI-DOUBLE X 201.205,210:215

G2 | SHANGHRI-TRIPLE X 301:305,310:315

603 | GOLF v 10,20;30:40;50:60.10,680;50

G4 | BINGD v 132; 141168189

GJ5 | BIG LITTLE-SINPLE v 3:5:7:8:11:13;15;17:13:.21

G626 | BIG LITTLE-HARD \ HO3:HOS5;HOT:HOS:H1T:H13:H15:HTT:HISHET
621 | GOTCHA \ 101:201:301:401,501:601,101.801.501




Game rules

Each player throws three darts per turn.

The rounds of the respective players are displayed in the four result fields.

The three little dots over the score indicate ﬁow many throws for the round are still left.

After the end of a round, the dartboard is automatically set to “hold”.

By pressing the START/NEXT during the game the next player is selected and the game continues.

Note: The easiest way to remove darts from the board is to pull them out with a slight rotation to the right.

GAMES

GO01 Count Down (101, 201, 301, 401, 501, 601, 701, 801, 901)

In this game the score of each darts per turn (3 throws per player) from (initial) score is (e.g. 301 or 501, etc.)
is deducted. The player who first reaches zero (and does so exactly) wins the game.

Throwing over:

If a player’s score throws over the score necessary for exactly playing down to zero, the round is not
counted. The score is reset to that of the previous round. In order to make the game more challenging,
the function key DOUBLE can be used. With this feature, additional difficulties For the beginning

and the end of the game are set. Double In: the game starts only when a double is thrown.

The previous scores are not counted. Double Out: To finish the game, the player must get a double
which reduces the score to exactly zero. If a 1 remains after the throw, this is considered thrown over.
Double In/Out: The player must start and end the game with a double.

The dart finish-function:

When played down the score reaches the threshold of 180, in this mode it is possible to end the game

with three darts. The dartboard calculates the necessary throw results and shows them separately for each
dart. If the player misses the displayed target throw but can still end the game with the two remaining darts,
the dartboard now calculates the required throw for the new results. Single, double or triple is indicated

by a sign in front of the numbers. Single appears with a low bar, for example (“_18"). Double displays

with two bars (“= 18”). Triple with 3 bars (“=18"). Single Bull's Eye will be shown with the value - “25".

G02 Simple Cricket (000, 020, 02521

In this game is played solely with the numbers from 15 to 20 and the bull’s eye. The first player

to hit all the segments three times is the winner. In order to achieve doubles (one hit counts twice)

and triples (one hit counts three times) can be used.

Option 000: the players can hit the segments 15, 16, 17, 18, 19, 20 and the bull's eye in any order.

Option 020: the player must hit the segments in the following order: 20, 19, 18, 17, 16, 15 and finally the bull’s eye.
Option 025: the player must hit the segments in the following order: bull’s eye, 15, 16, 17, 18, 19, 20.

GO3 Scram Cricket (AOO — only for two players)

Also in this game, segments 15 - 20 and the bull’s eye are scored. The game consists of two rounds.

In the first round, one player tries to close the segments (by three hits?. The other player tries to hit the not
closed segments as often as possible in order to collect points. Once a segment is closed, the second player
to get any points here. When all the segments are closed by player 1, round 1 is completed.

Now round two begins and the players swap their roles. Player two tries to close all the segments as quickly
as possible and player 1 tries to accumulate points. The game ends when player 2 has closed all the segments.
The player with the higher score wins.

G04 Score Cricket (E00, E20, E25)

Also in Score Cricket, only segments 15-20 and the bull’s eye are scored.

EOO - the segments can be hit in any order

E20 - the player must hit the segments in the order 20— 15 and finally the bull’s eye

E25 - the order in which the segments have to be taken is: bull’s eye and then 15— 20

Each segment is “open” when it has been hit three times by one player. If a segment has been hit three times
by all players, it is “closed”. The player, who “opens” a certain number, then “owns” the number and can
continue to collect points at this number until all the players have hit the number three times, thus closing
the segment. When all the segments closed the player with the highest score wins



GO5 Cut Throat Cricket (C00, C20, C25)

Also in Cut Throat Cricket, only segments 15-20 and the bull’s eye are scored.

C00 - the segments can be hit in any order

C20 - the player must hit the segments in the order 20 — 15 and finally the bull’s eye

C25 - the order in which the segments have to be taken is: bull’s eye and then 15 - 20

After hitting a segment three times this “opens” it and points in this segment can be collected until

all players have hit this segment three times. The points that a player throws are credited to the other
players. The objective is pass the other players as many points as possible.

When all the players have closed all the segments, the player with the lowest score wins.

So the best strategy here is to close all the numbers as fast as possible to prevent the opponent from
gaining points for you. At the same time this gives you the chance of landing points for the other players.

G06 Double Score Cricket (d00, d20, d25)

Also in Double Score Cricket, only segments 15-20 and the bull’s eye are scored.

d00 - the segments can be hit in any order

d20 - the player must hit the segments in the order 20 — 15 and finally the bull’s eye

d25 - the order in which the segments have to be taken is: bull’s eye and then 15 - 20. The game

continues like “cricket score” except that each player must first hit the double zone of each segment before all
the other hits count.

GO7 Shove-a-penny Cricket (P00, P20, P25)

Also in Score Cricket, only segments 15-20 and the bull’s eye are scored.

POO - the segments can be hit in any order

P20 - the player must hit the segments in the order 20— 15 and finally the bull’s eye

P25 - the order in which the segments have to be taken is: bull’s eye and then 15 —20

Goal of the game is for each player to fill all three bars of each segment. If the player ends
the segment of a round with hits in the double and triple zone and it is counted three times,
the opponent is credited one bar. In the next round, this segment is closed for the player
and the opponent receives no further bars.

GO8 Round the Clock (5, 10, 15, 20)

In this game you must hit the following segments:

Option 5: segments 1-5

Option 10: segments 1-10

Option 15: segments 1-15

Option 20: Segments 1-20

The player must hit segments displayed by the machine. If the segment was hit, the next segment
is displayed and the machine comments with a “Yes” or “No”. The first player to hit all the segments
is the winner.

G09 Round the Clock-double (205, 210, 215, 220)

In this game, only the double-zones of the following segments are played:

Option 205: segments 1-5

Option 210: segments 1-10

Option 215: segments 1-15

Option 220: Segments 1-20

The player must hit the double-zone of the segments displayed by the machine. If the segment was hit,
the next segment is displayed and the machine comments with a “Yes” or “No”. The first player to hit
all the segments is the winner.

G10 Round the Clock-triple (305, 310, 315, 320)

In this game, only the triple-zones of the following segments are played:

Option 305: segments 1-5

Option 310: segments 1-10

Option 315: segments 1-15

Option 320: Segments 1-20

The player must hit the triple-zone of the segments displayed by the machine. If the segment was hit,
the next segment is displayed and the machine comments with a “Yes” or “No”. The first player to hit
all the segments is the winner.



G11 Legs over (3,5, 7, 9,11, 13, 15,17, 19, 21)

Option: 3,5,7,9, 11, 13, 15, 17, 19 or 21 represent the number of lives of a player.

Each player starts with the set number of lives available. At the start of the game the machine shows

a score on the display for the first player. The player must now try with his three throws to reach or

exceed the appropriate score. Should he succeed, he does not lose a life. The following players must
attempt to reach a higher or equal score than the previous player. Should they not succeed, they lose a life.
The points can be deleted with the “Start” button or three misses resulting in a life-point deduction.

Once a player has no more life points, he retires. The player, who has the most life points remaining, wins.

G12 Legs under (U03, UO5, U07, U09, U11, U13, U15, U17, U19, U21)

Option: U03, U05, U07, U09, U011, U013, U015, U017, U019 or U021 represents the number of lives of a player.
Each player starts with the set number of lives available. At the start of the game the machine shows

a score on the display for the first player. The player must now try with his three throws to reach

a lower or equal score, should he not succeed he loses a life. The following players must attempt

to reach a lower or equal score than the previous player; otherwise they lose a life-point.

The points can be deleted with the “Start” button or three misses, resulting in a lifepoint deduction.

Pressing the “Eliminate/Team” button deletes the score in the machine and 60 points are added.

By pressing the “Miss” button, the machine also adds 60 points. Once a player has no more life points,

he retires. The player, who has the most life points remaining, wins.

G13 Count up (100, 200, 300, 400, 500, 600, 700, 800, 900)

You can select the following target numbers: 100, 200, 300, 400, 500, 600, 700, 800, 900.
In this game the score hit by each dart is counted. The player who first reaches or exceeds
the pre-selected number of points is the winner.

G14 High Score (H03, HO5, HO7, H09, H11, H13, H15, H17, H19, H21)

Option: HO3, HO5, HO7, HO9, HO11, HO13, HO15, HO17, HO19, HO21 specifies the number

of rounds. Each player is allowed to throw three darts per round. The aim of this game is the reach
tl'ge higféest total. The player, who has reached the highest total at the end of the specified number
of rounds, wins.

G15 Shoot out (-03, -05, 07, -09, -11, -13, -15, -17, -19, -21)

Option: -03, -05, -07, -09, -11, -13, -15, -17, -19 or -21) represents the number of lives a player.

A segment appears randomly on the display that must be hit within 10 seconds hitting any other
segment is not counted. If a valid segment was hit within the time that a life is subtracted.

The winner is the first player to have no remaining lives.

G16 Killer (3,5, 7,9, 11, 13, 15, 17, 19, 21)

Option: 3,5, 7,9, 11, 13, 15, 17, 19, 21 represents the number of lives of a player. Each player starts

with the set number of lives available. Once the game starts, the display shows “SEL” (Select).

The player can choose his points segment by throwing the darts. The first segment is fixed as the points
segment. Then press the “Next” button and the next player can choose his points of the segment.

Once all players have chosen their points segments, tﬁe game begins. Only after a player has made his points
segment, can he become the “killer”. Once a player who has become a “killer” hits the points segment

of another player, that player then loses a life. Should a player who has the status of “killer” hit his own points
sector, he forfeits his “killer” status and he loses a life point. To return to be a “killer” the player must hit his
original points segment again. The winner is the last player with life points.

The killer status is displayed as “I-".



G17 Killer -Double (203, 205, 207, 209, 211, 213, 215, 217, 219, 221)

Option: 203, 205, 207, 209, 211, 213, 215, 217, 219, 221 represents the number of lives a player.

Each player starts with the set number of lives available. Once the game starts, the display shows

“SEL” (Select). The players can now play as in the game “killer” and select their respective points
segment. Only after a player has hit his points segment in the double ring can he become the “killer”.
Once a player who has become a “killer” hits the points segment of another player, that player then

loses a life. Should a player who has the status of “killer” hit his own paints sector, then he forfeits

his “killer” status and he loses a life point. To return to be a “killer” the player must hit the double zone

of his original points segment. The winner is the last player with life points. The killer status is displayed as

G18 Killer -Triple (303, 305, 307, 309, 311, 313, 315, 317, 319, 321)

Option: 303, 305, 307, 309, 311, 313, 315, 317, 319, 321 represents the number of lives a player.

Each player starts with the set number of lives available. Once the game starts, the display shows

“SEL” (Select). The players can now play as in the game “killer” and select their respective points
segment. Only after a player has made his points segment in the trifple ring, can he become the “killer”.
Once a player who has become a “killer” hits the points segment of another player, that player then loses
a life. Should a player who has the status of “killer” hit his own points sector, he forfeits his “killer”

status and he loses a life point. To return to be a “killer” the player must hit the triple zone of his original
points segment. The winner is the last player with life points. The killer status is displayed as “I-".

G19 All five (51, 61, 71, 81, 91)

The aim of the game is to reduce in each round the pre-set result of 51, 61, 71, 81 or 91. In order to
achieve a result, the total points for each round must be divisible by 5. For example, if a player scored
20 points in a round, the result is 4 (20 + 5 = 4). The results for each round that are not divisible by 5
are not counted. If any of the 3 darts miss, no points are given. First player to reach or exceed

the pre-selected number of points is the winner.

G20 Shanghai (1, 5, 10, 15)

Option 1: The segments must be hit in order from 1 - 20 and then the bull’s eye.

Option 5: The segments must be hit in order from 5 - 20 and then the bull’s eye.

Option 10: The segments must be hit in order from 10 - 20 and then the bull’s eye.

Option 15: The segments must be hit in order from 15 - 20 and then the bull’s eye.

Only hits in the correct order count. The players have only one opportunity to hit the particular segment.
If a number is missed, there are no points, and it continues with the next number.

The winner is the player who could collect the most points.

G21 Shanghai Double (201, 205, 210, 215)

Option 201 : The segment must be hit in the order 1 — 20 in the double zone and then the bull’s eye.
Option 205 : The segment must be hit in the order 5 — 20 in the double zone and then the bull’s eye.
Option 210 : The segment must be hit in the order 10— 20 in the double zone and then the bull’s eye.
Option 215 : The segment must be hit in the order 15 — 20 in the double zone and then the bull’s eye.
This game works like Shanghai G20, but only hits in the double zone of each segment are counted.
Hits in the single zone or in the triple zone are not counted. The player with the highest score wins.

G22 Shanghai Triple (301, 305, 310, 315)

Option 301: The segments must be hit in order from 1 - 20 in the triple zone and then the bull’s eye.
Option 305: The segments must be hit in order from 5 - 20 in the triple zone and then the bull’s eye.
Option 310: The segments must be hit in order from 10 - 20 in the triple zone and then the bull’s eye.
Option 315: The segments must be hit in order from 15 - 20 in the triple zone and then the bull’s eye.
Also this game works like Shanghai G20, but only hits in the triple-zone of each segment are counted.
Hits in the single zone or in the double zone are not counted. The winner is the player with

the highest score.

lII_”
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G23 Golf (10, 20, 30, 40, 50, 60, 70, 80, 90)

The players aim in successive rounds at the target fields of the numbers 1-18 and must hit them.

(Round 1 = aim at the target field to the number 1; Round 2 = at the target field of the number 2; etc.)

The aim of the game is to get as few points per round as possible.

Hit values:

Triple = 1 point (best possible rating, it is automatically the next player’s turn)

Double = 2 points

Sinile =3 points

No hits in a given field goal = 5 points

The players have 3 throws available for each target field.

Should the player be happy with the double hit in the first throw, he can then immediately pass to the next
player, and receives 2 points for the corresponding target field.

Should the player hit tﬂe single in the target field with his first throw, he gets 3 points. He can now

choose to pass to the next player, or take his second throw. If he misses the target field his score increases
from 3 to 5 points. If he improved on the second throw to the double, his points score decreases from 3 to 2
and he is once again faced with the choice to stop or improve with a triple in

the third throw (or even to worsen again).

The first player to exceed or reach the score selected by the option retires from the game.

The winner is the player who remains longest or has the lowest score after 18 target fields.

G24 Bingo (132, 141, 168, 189)

The aim of the game is to make the segment sequence shown in the display. Select from the game
options “132”, “141”, “168” or “189".

For option 132, the segment sequence 15, 4, 8, 14 and 3 must be hit.

For option 141, the segment sequence 17, 13, 9, 7 and 1 must be hit.

For option 168, the segment sequence 20, 16, 12, 6 and 2 must be hit.

For option 189, the segment sequence 19, 10, 18, 5 and 11 must be hit.

Each segment must be hit three times before the display switches to the next segment.

Hitting the single segment counts once, double segment counts twice and the triple segment counts
three-times. The player, who has hit all the segments three times, is the winner.

G25 Big Little -Simple (3, 5, 7, 9, 11, 13, 15, 17, 19, 21)

Option 3,5,7,9, 11, 13, 15, 17, 19 or 21 represents the number of lives a player. Each player starts with

the set number of lives available. The disglay shows the segment to be hit by the player (random order).

If the player hits the given segment with his first or second dart, he can determine the next player’s target

segment with his next throw; otherwise the target segment of the next player is selected randomly.

If the player misses with all of his three darts the given segment, he loses a life and it’s the next player’s turn.

;hFdwinner is the last player with life points. Hits in the double and triple fields are counted as hits in single
eld.

G26 Big Little-Hard (H03, HO5, HO7, H09, H11, H13, H15, H17, H19, H21)

Option HO3, HO5, HO7, HO9, H11, H13, H15, H17, H19 or H21 represents the number of lives of a player.

Each player starts with the set number of lives available. The display shows the segment to be hit by

the player (random order). If the plaxer hits the given segment with his first or second dart, he can determine
the next player’s target segment with his next throw; otherwise the target segment of the next player

is selected randomly. If the player misses with all of his three darts the given segment, he loses a life

and it’s the next player’s turn. The winner is the last player with life points. Hits in the double and triple boxes
are also counted.

G27 Gotcha (101, 201, 301, 401, 501, 601, 701, 801, 901)

In this game the score of each dart per turn (3 throws per player) is added to the starting score of “zero”.
The player who first throws exactly the previously set target score wins the game.

Throwing over:

I a player overthrows the score necessary for exactly reaching the target score, the round is not counted.
The score is reset to that of the previous round.

Returning other players to NULL:

If a player reaches exactly the result which another player has scored before him, the player with the previous
result is set to zero.

Example:

Score Player 1: 20

Score Player 2: 50

Score Player 3: 30

Score Player 4: 00

It is player 4's turn and hits with his first dart the 20. Player 1 is therefore reset to zero. Player 4 throws
10 with his second dart and has an overall score of 30. Player 3 is therefore reset to zero. With his

3rd dart player 4 throws a 1 and now has an overall score of 31.

-11-



TROUBLESHOOTING

No power
Make sure that the adaptor is plugged into an electric socket and that the adaptor is plugged into the
connection socket on the dartboard.

No scores
Check whether the game has been set to the ‘Settings’ mode or to the ‘Pause’ mode.
Then check whether the sensor elements or the function keys are stuck or jammed.

Stuck sensor elements or stuck function keys

During transportation and even during the normal operation of the dartboard it can happen that the

sensor elements will occasionally get jammed and will no longer register a hit. In this case a warning

signal will be heard, and an indicator will flash, indicating a stuck element. Gentle extraction of the

dart from the element, or gently moving the element to and fro using light finger pressure will

normally free the element quickly. The game can then be resumed and the scores will continue from exactly
the point when they were interrupted.

Removing broken-off dart tipss

Soft tips are definitely safer to use, but they do not last forever. Should a tip break off and remain stuck

in the dartboard, try to pull it out very carefully with suitable tweezers. Should a tip be broken off so short
that it does not protrude beyond the surface of the dartboard, it can also be pushed into the dartboard
through the hole. The soft tip cannot damage the electronics located beneath the elements. For this operation
however we strongly recommend you use the soft tip of a dart that is in a perfect condition.

Never push a short broken-off tip through the dartboard using a sharp metal object, because a metal tip can
easily cause damage to the board if it is inserted too deeply into the dartboard.

The heavier the dart, the greater the danger of breaking the tip.

Electric current fluctuations or electro-magnetic interference

In exltreme situations, when there is massive electro-magnetic interference, the electrics can fail or give false
results.

Examples:

In the case of severe thunder storms, extreme electric current fluctuations, low voltage or positioning

the darts game too close to electric motors or near microwave ovens.

To reset the normal operation of the item, pull out the mains plug and wait for several seconds before
pIu%ging it ig again. When doing this you should of course make sure that the cause of the interference

is eliminated.

MAINTENANCE, CARE, STORAGE

IMPORTANT! Before cleaning with a damp cloth, remove the plug from the socket.

Clean the dartboard with a damp cloth only! The power adapter must not come into contact with moisture!
With frequent use, the front surface of the item is most likely to become soiled by handling. Clean the front
surface, the keys and the screen with a damp cloth. We recommend you use a soYut‘ion of water with a small
amount of gentle detergent. Afterwards, wipe dry with a soft, dry cloth. If you do not use the dartboard for
some time it is a good idea to cover the item with cloth to protect it from dust.

Always store the item in a dry and clean condition and at room temperature.

Disposal instructions

Dispose of this product and all its associated components through an authorised disposal
mmmm company or through your local authority waste disposal facility. Be careful to comply with current
applicable regulations. If there is any doubt, ask at your disposal facility about environmentally friendly
disposal methods. Electrical appliances must not be put in with household rubbish.

Model identifie

Input voltage 100-240 V
Input AC frequency 50/60 Hz
Output voltage 5 V
Output current 0.5 A
Output power 2.5 W
Average active efficiency 73.24 %
Efficiency at low load (10 %) %
No-load power consumption 0.083 W
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