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RANDOM SHOOT: 6-15 Round

. The object of Random Shoot is to hit the segment that the
dartboard issues automatically. It will score points as follows when
the player hits the issued number:
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SEGMENT | SINGLE |[DOUBLE| TRIPLE E25 ES50
POINTS 1 2 3 3 5

2. The player with the highest score wins the game.

Under (Ldr): Leader option

. The object of this game is for players to take turns shooting for a
3-dart score that is equal to or lower than the “Leader’s Score”. Each
player starts with 7 lives, and the last player alive wins the game.

. Your score will become the new leader’s score and you do not
lose a life when your score after a round is equal to or lower than
the previous leader’s score. If it is not, you will lose a life.

. The previous leader has the right to re-issue a new leader’s score
and does not lose any lives, although the new leader’s score is
higher than the previous leader’s score.

. Each missed dart counts as the top score of 60 points.

Under: Con (Continue

At the Continue option of the under game, the leader will also lose a
life when he/she has a score in a round that is over the leader’s
score (it is scored by himself), and the leader’s score remains at the
lowest value. It can be changed to a lower score only.

Over: Ldr (Leader

1. The object of this game is for players to take turns shooting for a
3-dart score that is equal or higher than the “Leader’s Score”.

. Each player starts with 7 lives, and the last player alive wins the game.

. Your score will become the new leader’s score and you do not
lose a life when your score of a round is equal or higher than the
previous leader’s score. Otherwise, you will lose a life.

. The previous leader has the right to re-issue a new leader’s score
and does not lose any lives, although the new leader’s score is
lower than the previous leader’s score.

Over: Con (Continue

With the “Con” option of the Over game, the leader will also lose a
life when he/she has a score in a round that is lower than the
leader’s score (it is scored by himself), and the leader’s score is kept
at the Highest value always. The score can only be increased.

COUNT DOWN (C-dn): 100, 200 ... to 900

1. Each player starts the game with the preset target points (100 to
900) and deduces from their score with each scored dart.
2. The first player reaches zero or below zero points wins the game.
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CLOCK 1 (AROUND THE CLOCK): -—, -2-, -3-

=

. The object of this game is to hit each number one time from 1
through 20 in sequence, then the bull's-eye. After hitting the
number in play, the player may proceed to the next number. The
first player to reach the bull’'s-eye wins the game.

2. There are 3 options for this game:

a). “---": All doubles and triples count as singles.

b). “-2-": Each player must hit each double number one time.

c). “-3-": Each player must hit each triple number one time.

The object of this game is to hit each number from 20 through 5 one
time in clockwise in sequence, then the bull’'s-eye. The player
numbers in sequence are 20, 1, 18, 4, 13, 6, 10, 15, 2, 17, 3, 19, 7,
16, 8, 11, 14, 9, 12, 5 and Bull's-eyes, after hitting the number in
play, the player may proceed to the next number. The first player to
reach the number 5 and then hit the bull's-eye wins the game.

The object of this game is to hit each number one time from 20
through 1 one time in revise-clockwise in sequence, then the
bull's-eye. The player numbers in sequence are 20, 5, 12, 9, 14, 11, 8,
16, 7, 19, 3, 17, 2, 15, 10, 6, 13, 4, 18, 1 and the BE, after hitting the
number in play, the player may proceed to the next number. The first
player to reach the number 1 and then hit the bull's-eye wins the
game.

9 LIVES: 3-9LF (lives) Options

1. The game plays numbers 1 through 20 and bull’'s-eye in a
sequence loop.

2. Each player starts with the preset lives (3 to 9).

3. Each player shall hit the target number one dart in each round.
The player will lose a life if all 3 darts missed.

4. The last player remaining alive is the winner.
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Best Ten: ---, -2-, -3-, -E- Options

1. The object of the game is to keep track of the best of 10 darts at
a number issued by the dartboard.

2. Select a ---, -2-, -3- or -E- first, the symbol of “---*, “-2-" or “-3-"
indicates whole segments, double ring or triple ring of the issued
number to be thrown by all players through the round. You can
have a practice of the bull's-eye when you select “-E-".

3. The dartboard issues a random number at the beginning of the
game. All players must continue to throw 10 darts in a round on
the target segment of this number.

. The player with highest points wins the game after all players
have thrown 10 darts.

SCORE CRICKET (SUPER CRICKET

. The object of Score Cricket is for each player/team to “close”
each number from 15 through 20 plus the bull's-eye. The target
number can be hit in any order. The first player/team to “CLOSE”
all numbers and the bull's-eye, and to be even or ahead on
points wins.

. A player closes a specific number or the bull's-eye by hitting 1
triple, 1 double plus 1 single, or 3 singles. The outer bull is
considered a single and the inner bull is a double.

. The player to “close” a specific number “owns” the number and
can score points on this number until all of the players also close it.

NO SCORE CRICKET

The game of No Score Cricket is simpler than Score Cricket. The
object of this game is to only “Close” the numbers 15 through 20,
plus the bull's-eye. The first player to close all the target numbers
wins the game. There is no need to compare the scores.

Cut-Throat Cricket

1. The game plays the same as Score Cricket, except that when a
player closes a number, the score for all further hits to that
number are given to the opponents with that same number open.
The first player with all his/her numbers closed and lowest scores
wins.

2. All the displays for Cut-Throat are the same as the Score Cricket
game.

ENGLISH CRICKET: (---, 2 PLAYERS OPTION

. This game is for 2 players only, one player acts as the pitcher
and another one is the batter. The pitcher’s object is to cumulate
9 wickets as soon as possible to stop the batter from getting
more scores and the batter’s object is to get as many scores as
possible before the pitcher accumulates 9 wickets.

. The pitcher’s (Pit 1 or 2) target is the bull's-eye. Each hit of the
outer bull counts as 1 wicket, the inner bull’s-eye counts as 2
wickets, other numbers are in-effect.

. The batter (bAt 1 or 2) can throw any number (doubles and triples
count). The score counts only when the total score per round is
over 40 points; for example 46-40=6 points, the total score is less
than 40 counts as 0 points.

. The score round is finished when the pitcher cumulates 9
wickets.

. The game ends when 2nd score round is finished.

Halve It (HALF): rAn (Random

1. The dartboard issues a random number automatically at the
beginning of each round.

2. The issued number does not change during the entire round. All
players can continue to hit their 3 darts on this segment to
cumulate their score. Doubles and triples count.

3. A player’s score will be automatically cut in half if he/she does not
hit the issued number with at least one of the 3 darts per round.
But if one or more dart(s) hit the catcher, the player must press
the CHANGE button, the score will be cut in half.

4. The dartboard will re-issue a random number for each round, and
the game progresses until the last player throws the 3rd dart in
the 7th round.

Halve It (HALF): 12 Round

The game is played with the same format as random Halve It,
except that the dartboard issues fixed numbers of 12, 13, 14, db,
15, 16, 17, tr, 18, 19, 20, and -bE- for each round in sequence, for a
total of 12 rounds.

ALL 51 BY 5: 31, 41 ... to 91

. The object of the game is to reduce each round’s score from the
preset score of 31, 41, 51...or 91.

. The total points for each round must be divisible by 5 to receive
any score. For example, if a player gets 25 points on a round, the
score is 5 (25+5=5).

3. Any round score not divisible by 5 is not counted. If any one of
the 3 darts miss it is counted as a no score.

. The round is a “buSt” when a player gets a score higher than the
residual score that can not reach a zero score exactly.

. The first player that reaches zero exactly is the winner.
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Follow the Leader (Ldr: Leader option

1. The object of this game is to hit on a “Target Number” which is
issued by the “leader”. The single, double and triple are
differenttarget numbers.

. Each player starts with 7 lives, and the last player alive wins the game.

. Establishing the leader and starting the game:

a). The dartboard will issue a random number as the first target number.
b). Each player shoots a dart in sequence until one hits on the
random number and becomes the first leader.

. The player shall hit on the target number with at least one of the 3
darts per round, otherwise the player will lose one life.

. You will become a new leader, and without losing a life, if you hit
on the target number, and you have to issue a new target number
by hitting a dart on the score area again.

. The previous leader has the right to re-issue a new leader’s target
number and does not lose any lives, although the new leader’s
target number is different from the previous leader’s score.

. The dartboard also displays “1-3” target number automatically after
pressing the Change button if a layer hits on the target number and
becomes a leader, but misses all residual darts during his/her round.

Follow the Leader: Con (Continue

The game is played with the same format as the Leader option,
except the leader also has to hit on the target number if all other
players do not hit on the target number after a round, otherwise
he/she will also lose a life. The game always “Continues” on the
same target number until one player hits on this target number, then
it can be changed to a new target number.

| Shanghai I |

1. This game plays numbers of 1 through 7 in sequence.

2. Players take turns throwing in 1 at the 1st round, then 2 in the 2nd
round, and so on to 7 in the 7th round.

3. The player with the highest score wins the game after the last
player throws the 3rd dart in the 7th round.
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The game plays by the same format as Shanghai |, except that a
player can win instantly in any three dart round by hitting a single,
double and triple, in any order, during play.

1. Players take throwing at numbers 1 through 20 in sequence.

2. Each player starts on number 1. After hitting number 1, then shoot
for number 2, and so on.

3. A player can win instantly by hitting a single, double and triple, in
any number order, during a round.

4. The player with the highest score after the last player throws the
3rd dart in the 7th round, or the first player to reach and hit 20 wins.

1. The game plays all the numbers, 1 through 20 and the bull’'s-eye.
2. The task for the Scorer is to score as many points as possible by
hitting any one of the numbers. The stoppers’ task is to hit each

number 1-20 and the bull’'s-eye one time in any order.
3. The Scorer round is finished when all numbers are erased.
4. The one with the highest score wins the game.

1. The game plays the same as Scram, except that the game uses
the cricket numbers 15 to 20 and the bull's-eye. Each must be hit
three times to erase the number.

2. Stoppers erase a specific number by hitting 1 triple, 1 double plus
1 single, or 3 singles. The outer bull is considered a single and the
inner bull is a double.

Killer: 3-7LF (Lives

1. The object of the game as the name suggests is to “kill” the
opponents’ lives before your own is eliminated. The last player
remaining “alive” is the winner.

2. At the beginning of the game, each player should throw one dart
with the opposite hand to select his/her own number. Every player
must have a different number except bull’s-eye.

. Each player has to hit his/her own number to add 1 life each hit. A
player may add one life to another player by throwing another
player’s number.

. Every player must make himself/herself a killer by cumulating the
preset lives (3 to 7) firstly, then he/she can kill the opponents. The
symbol of “= ## =” displayed to indicate that this player is a killer.

5. A killer may lose the title of killer if other killers hit his/her number,
but he/she can become a killer again if he/she can reach the
preset number of lives.

1. A player must hit the “double ring” of his/her own number once,
and then he/she becomes a killer.

2. The killer also must hit the “double ring” of the opponents’ numbers
to kill their lives. The killer may kill himself/herself by accident and
lose one life if a player hits his/her own number.

3. Akiller is always a killer unless he/she loses all lives and is out.
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1. The object of the SOCCER game is to take possession of the ball
by a hit of the bull's-eye (bE) firstly, then take a kick for a goal by
hitting any double segment except the inner bull’s-eye to get as
many as possible to accumulate a high score.

. The player can continue to hit any double segment to get a score
until another player takes possession of the ball by hitting the
bull's-eye. Each hit of a double segment scores 1 point.

. The player with the most scores wins the game after the game is over.
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Billiards (9 Ball): 4-13 points Option

1. The object of this game is to hit as many “No. 9 balls” as possible
to accumulate a score to the preset points.

2. All players throw numbers 1 through 9 in sequence in a loop.
Each hit of the number moves to the next number. Nos. 1, 2,..., 8
are 0 points, only a hit of the No. 9 results in 1 point, then hit from
No. 1 again in loop.

3. The game is not limited to 3 darts per round. The current player
can continue to throw darts if he/she can hit each target number
in play with each dart.

4. The current player’s round will end and change to the next player
when the player suspends a hit of the number in play after his/her
1st hit.

1. The game of this object is to cross hit one red ball in order then
any one of the 6 color balls and so on to get score. The color
balls from 2 to 7 shall be hit in sequence after the player hited the
last red ball (bull's-eye) and a color ball. The player with highest
points wins the game when game ends.

2. Red Balls: 8, 9, 10...20 & Bull's-eye. It shall be hit in order, each
hit of a red ball in play gets 1 point.

3. Color Balls: 2, 3, 4, 5, 6 and 7. Each hit of color ball counts the
same face value of the ball.

4. The game does not limit 3 dart per round, the current player can
continue to throw darts as many as if he/she can continue to hit
the number in play.

5. It will stop the current player’s round and change to the next
player in the following status:

a). The player misses all 3 darts at the beginning of the round.
b). The player suspends a hit of the number in play after his/her
1st hit.

| Free |

1. This game allows players to throw 10, 20 or 30 darts per round
and to get the highest scores.

2. This game plays all the numbers, and the bull's-eye, doubles and
triples count.

3. The player has the highest score wins the game.

TROUBLE SHOOTING

Check the following before taking the unit in for repairs:

PROBLEMS CHECK ITEMS REMEDY

No power or Does the plug insert into the |Re-install it again.
displays jack and the adapter insert into
the electrical outlet securely?

Irregular Pull the plug from the jack
and wait for about 2
seconds, then insert the
plug into the jack again.

Displays “Stuc” and Remove the darts from the
sounds “Stuck” dartboard.

Open the bottom cover of
the dartboard with a screw
driver, push out the broken
tips from the back side of
the target segment. Never
attempt to open electronic

Broken dart tips

circuits. (lllustration below)

FRONT SIDE

- BACK SIDE

i Clamp the broken tip with a needle-nose
players, then push the tip out from the

back side to the front side.

{
Unscrew the bottom case of
the dartboard and open it.

You can help protect the environment! Please remember to
respect the local regulations: hand in the non-working
electrical equipments to an appropriate waste disposal center.

Take out the batteries before scrapping the product. [ ]



