
Limited Warranty 

DCI will repair or replace, without charge, any part 
of your clock which has a defect in material or 
workmanship during the first year after the date of 
purchase. 

This warranty does not apply to conditions 
resulting from consumer damage, such as: misuse, 
abuse, accident, alteration, disassembly, or reverse 
installation of the batteries. 

/ Without limiting the foregoing, damage from 
lattery leakage, damage from dropping the clock, or 
damage to the LCD displays are presumed to have 

^resulted from abuse or misuse. 

No responsibility is assumed for any direct, 
incidental, or consequential damages resulting from the 
use, or inability to use, this product. 

The consumer must keep a copy of his receipt, or 
of his canceled check, verifying the purchase date to 
validate this warranty. 

For service under this warranty send to 

DCI 
P.O. Box 390741 
Mountain View, CA 
94039 

CHRONOS 
Digital Game Clock 

User's Guide 
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Quick Start for Five-Minute Chess Players 
1. Turn the clock on. 

(The power switch is on the bottom of the clock.) 
5:00 will appear on the displays. 

2. Press either play switch to start the clock. 

3. Press the center button once to stop the clock and 
again to reset it. 

Quick Start for Go Players 
1. Turn the clock on with the right play switch pressed. 

(The power switch is on the bottom of the clock.) 
1:30:00 will appear on the displays. 

2. Press the center button once. 0:20:00 will appear 
on the displays. This is the mode for Canadian 
byo-yomi. 

3. Press either play switch to start the clock. 

4. Press the center button once to stop the clock and 
another five times to reset it. 

5. When.the main time runs^own^to zero you will hear 
^ ihre&hotft)eejSI and the digplay^ wilQhov\iC25 - ^ ' 15 . 

You must make the next twenty-five moves within fif
teen minutes or you lose on time. 
If you make the time-control the display will reset to 
25 - 0:15 for the next twenty-five moves etc. 



Introduction 
The C H R O N O S Digital Game Clock may be used for timing 
chess, go, or shogi games. This manual shows how to 
access the different modes, how to change the initial starting 
times, how to start, stop, or reset the clock, how to program 
the user modes, and more. No sequence or combination of 
buttons pressed can damage the clock, so you may 
experiment freely with different button sequences as you 
study the features of the clock. You can at any time return to 
your starting position by turning the clock off and on, or by 
pressing the center button enough times (usually a few 
presses will do but up to twelve may be needed). If you enter 
an incorrect sequence, or get confusing information on the 
displays, please reread this manual and try again. 

Serial Number Display 
Turn the clock on while pressing the center button and right 
play switch. ( The power switch is on the bottom of the clock. 
Use both thumbs to press the switches. ) Your clock's 
anti-theft serial number will appear on the displays. This 
number will help you identify the clock if it gets lost. Record 
the number in the space below. PLEASE DO THIS NOW. 
(Note: The five digit number on the right uniquely identifies 
your clock.) 

0 3 0 S 7 0 z 3 1 4 

Battery Test 
Turn the clock on while pressing both play switches and the 
center button. The display will show HI or LO. HI means the 
battery voltage is greater than four volts, approximately. 
Fresh batteries begin with six volts. (If the power test shows 
LO, you still can use your clock for casual play - replace the 
batteries when the displays become very dim or no longer 
operate.) Press the center button again to repeat the test. 
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Getting Started - How to Select a Mode 
TWO IMPORTANT DEFINITIONS: 

L O N G P R E S S means to press the center button for 
M O R E than one second. (You will hear a beep 
when you have pressed it long enough.) 

S H O R T P R E S S means to press the center button for 
L E S S than one second. (If you hear a beep you 
have pressed it too long.) 

TO SELECT A MODE: 

Switch Pressed Modes Selected Initial Display 

No switches Five blitz modes 5:00 

Left play switch Five chess modes 2:00:00 

Right play switch Four go modes 1:30:00 

Center button All modes C H - F 1 , C H - F 2 

Left and right User modes 1 to 4 7? 79 

Center and left User modes 5 to 9 ??, ?? 

Center and right Serial number xxxxx, xxxxx 

Center, left, right Battery test HI 

1. Turn the clock on while holding down the switches and 
buttons listed in the table above. (The power switch is on 
the bottom of the clock.) This will select a group of modes 
as shown in the table. 

2. If you turned on the clock with no switches, the left play 
switch, or the right play switch pressed, then short press 
the center •^""on until the starting time for the mode you 



want appears on ttie display. (You may find ttie starting 
time for each mode in the table Starting Times and Mode 
Identifiers for Main Modes -p 15.) 

3. If you turned on the clock with the center button pressed, 
then short press the center button until the identifier for the 
mode you want appears on the display. (If you acciden
tally go passed it, long press the center button to back up.) 
Note that the left and right displays show identifiers for 
different modes. Press the left or the right play switch to 
select the mode you want. (You may find the identifiers for 
each mode in the tables Starting Times and Mode 
Identifiers for Main Modes - p 15 or Mode Identifiers for 
Alternate Modes - p 16.) The starting time for the mode 
you selected will appear on the display. Short press the 
red button four times to return to the mode identifier 
display if you want another mode. 

4. To access the user modes see the section How to Access 
the User Modes, p 13. 

QUICK REFERENCE 
If the clock is running: 

Press the center button to stop it. 
(Press either play switch to start the clock again.) 

If the clock is stopped: 
Short press the center button to reset the clock. 
(Five times in some modes.) 

If the clock has been reset: 
Short press the center button to change modes. 
(Five times if clock has been started.) 
Long press the center button to enter set mode. 

If the clock is in set mode: 
Short press the center button to select the next digit. 
(Press either play switch to change the value of the digit 

selected.) 
Long press the center button to exit set mode. 
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How to Start, Stop, Set, and Reset the Clock 

start the clock In all modes: Press either play switch. 

Stop the clock In all modes: Press the center button. 
(Press a play switch to start the clock again.) 

In blitz modes: Press the center button once 
to stop the clock. Press the center button 
again to reset it. 

In all other modes: Press the center button to 
stop the clock. Short press the center button 
five times to reset the clock. (This makes it 
hard to accidentally reset the clock.) 

In all modes: Put the mode in the starting 
position or in the reset position. Long press 
the center button to enter set mode. Short 
press the center button until the digit you 
want to change is flashing. Press the play 
switch on either side until the number you 
want for that digit appears on the display. 
Short press the center button to change to the 
next digit. If you short press the center button 
enough times you will come back to the first 
digit. 

Long press the center button at any time to 
exit set mode. You are now ready to start the 
clock. 

The next section illustrates this procedure. 
For modes having feature F (see p 17, 18) 

In addition to setting the starting times, you may also alter the time 
of a game in progress. Press the center button once to stop the 
clock. Long press the center button five times. (This makes It hard 
to accidentally change the times.) The first digit will start to flash. 
Follow the procedure above. 

Reset the 
clock 

Set new 
starting time 
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Set New Starting Times - Illustration 

These examples show how to change the times of a go 
mode and a chess mode. All other modes are changed in 
the same way. 

1. Turn the clock on with the right play switch pressed. 
1:30:00 will appear on the display. This is a go mode 
with Japanese style byo-yomi. 

2. Long press the center button. The first digit will begin to 
flash. The clock is now in set mode. Press each play 
switch once. The Is will change to 2s. 

3. Short press the center button to change to the next digit. 
The 3s will begin to flash. Press each play switch three 
times to change the 3s to Os. 2:00:00 is now the new 
main time. 

4. Short press the center button four more times. The byo-
yomi time, 05 - 0:30, will appear on the display with the 
first digit flashing. 

5. Short press the center button again and then press each 
play switch eight times. The flashing 5s will change to 
3s 

6. Short press the center button again and press each play 
switch once. The Os will change to Is. 0 3 - 1 : 3 0 is now 
the new byo-yomi time. 

7. Short press the center button three more times. The 
display will show 0 - BEEP 1 - LED with the digits flash
ing. Press the left play switch to change the 0 to a 1. 
This means the "player-to-move" lights and the "beep-
on-move" features are on. 

9. Short press the center button again. The display will 
show 1 - BEEP AT END with the 1 flashing. Press the 
left play switch to change the 1 to a 0. This means the 
clock wilt not beep at the end of a time control. 
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9. Short press the center button again. The display will 

show 3 - BYO BEEPS with the 3 flashing. Press the left 
play switch twice and change the 3 to a 5. This means 
that the clock will beep at each of the last five seconds of 
a byo-yomi period. 

10. Short press the center button again. The display will 
show 1 - LOUD BEEPS with the 1 flashing. You may 
set the byo-yomi beeps for short or long duration. 
(Beeps with long duration sound louder.) Choose 0 for 
short beeps and 1 for long beeps. Short beeps would be 
suitable in a quiet tournament hall. 

11. Short press the center button again. The display will 
show COPY to 0 with the 0 flashing. You could now 
save your new settings to one of the eight user modes by 
changing the 0 to a number from 1 to 8. See the next 
two sections for more information about the user modes. 

12. Long press the center button to stop setting the clock. 
2:00:00 will appear on the display. You may now start 
the clock. The time you have just set will remain the new 
starting time for this mode until you alter it using the 
procedure above, change modes, or turn the clock off. 

Second example: 

1. Turn the clock on with the center button pressed. (Note: 
In this case modes are selected by mode identifiers.) 
CH - F1 and CH - F2, mode identifiers for two chess 
modes, will appear on the displays. Short press the cen
ter button three times until the display shows CH - 1, 
CH - 2. These are chess tournament modes with move 
counters. Press the left play switch. 40 - 2:00 will ap
pear on the display. This is the initial starting time for the 
CH -1 mode. 

2. Long press the center button. The first digit will start to 
flash. The clock is now in set mode. Press each play 
switch once. The 4s will change to 5s. 
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3. Short press the center button to change to the next digit. 
The Os will start to flash. Press the center button again. 
The 2s will begin to flash. Press each play switch nine 
times until the display shows flashing Is. 

4. Short press the center button again and the play 
switches three times. The Os will change to 3s. You 
have set the first time-control for 50 moves in 1 1/2 hours. 

5. Short press the center button two more times. The dis
play will show 1:30:00 with the Os for the tens digit flash
ing. You can now set the seconds for the starting time. 
(You might do this if you were setting the clock for the 
continuation of an adjourned game.) 

6. Short press the center button two more times. 20 _ 1:00 
will appear on the display. This is the second time con
trol for this mode. Press each play switch once. The 2s 
will change to 3s. The second time-control is now set for 
30 moves in 1 hour. 

7. Short press the center button five more times. You can 
now set the seconds for the second time-control. You 
would do this, for example, if you were setting the second 
time-control for something like 01 - 0:01:30. 

8. Short press the center button two more times. The dis
play will show 0 - BEEP 1 - LED with the digits flashing. 
Press the left play switch to change the 0 to a 1. This 
means the "player-to-move lights" and the "beep-on-
move" features are on. 

9. Short press the center button again. The display will 
show 1 - BEEP AT END with the 1 flashing. Press the 
left play switch to change the 1 to a 0. This means the 
clock will not beep if the time runs out to 0:00:00. 

10. Short press the center button again. The display will 
show COPY to 0 with the 0 flashing. You can now save 
your new settings to one of the eight user modes by 
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changing the 0 to a number from 1 to 8. See the next two 
sections for more information about the user modes. 

11. Long press the center button to stop setting the clock. 
50 - 1:30 will appear on the display. You may now start 
the clock. The time you have set will remain the starting 
time for this mode until you alter it using the procedure 
above, change modes, or turn the clock off. 

How to Access the User Modes 
1. Turn the clock on with both play switches pressed to ac

cess user modes 1 - 4 . The initial display will show the 
mode identifiers for user modes 1 and 2. 

2. Short press the center button once to see the mode iden
tifiers for user modes 3 and 4, and short press it again to 
return to the mode identifiers for user modes 1 and 2. 

3. Press either play switch to select a mode. The starting 
times you set for the mode will appear, and you are ready 
to play. If later you want another mode, short press the 
center button three times after resetting the mode to re
turn to the mode identifier display. 

4. You can also select a mode by pressing either play 
switch, as above, but with the center button pressed. 
Now if you short press the center button after resetting 
the mode, you will scroll through the starting times of 
the user modes, rather than return to the mode identi
fier display. Use this option if you remember the modes 
and times you programmed and do not need to see the 
mode identifiers. This option is especially useful when 
user modes 1 - 4 (or 5 - 8) are programmed with the same 
mode, but with different starting times. 

5. Turn the clock on with the left play switch and the center 
button pressed to access user modes 5 - 8 . Follow the 
procedure above to select a mode. 



How to Program the User Modes 
Follow these easy steps to program a new user mode. 

1. Select a mode and set it with the times and options of 
your choice (illustrated in Set New Starting Times, p 10). 

2. Move to the last option in set mode, which shows COPY 
to 0 on the display with the zero flashing, and change 
the zero to a number from one to eight. 

3. Long press the center button. 
The mode you set will be copied to one of the eight user 
modes. You may repeat this procedure as often as you like. 

Example: 

1. Turn the clock on with the center button pressed. You 
will see CH - F1, CH - F2, mode identifiers, or descriptors, 
for two chess modes. 

2. Press the center button twice. You will see the mode 
identifier CH - UP on the left. 

3. Press the left play switch to select this mode. You will 
see 0:00:00 on the display. 

4. Long press the center button to enter set mode. Set the 
starting time to 4:00:00, and choose user mode 3 when 
you get the option COPY to 0 on the display. 

5. Long press the center button to leave set mode, then 
turn the clock off. 

6. Turn the clock on again with both play switches pressed. 
Press the center button once. You will see the mode 
identifier CH - UP on the left for your new user mode 3. 

7. Now press the left play switch. The display will show 
4:00:00, your new starting time. You are ready to play. 

The initial user modes are shown below. Using the proce
dure above you should change them to the modes and times 
you most often use. (To restore the initial modes, test the 
battery (see p 6) then press either play switch five times.) 

(1. 2) G O - J 1 G 0 - A 1 (5. 6) F D - 3 D L - U P 
(3, 4) A D - 1 CH -1 (7, 8) S H O - 4 CH -2 
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Starting Times and Mode Identifiers 
for Main Modes 

Mode Main 
Time 

Secondary 
Time 

Mode 
Identifier 

Blitz Chess 

Five-minute 5:00 none C H - F1 

Progressive blitz 1 40 -6 :00 10-1 :00 C H - PI 

Progressive blitz 11 2:00 0:12 C H - •P2 

Byo-yomi 4:30 0:05 C H - BYO 

Andante 05 -4 :00 none C H - A1 

Tournament Chess 

Count down 2:00:00 1:00:00 C H - •DN 

Action chess 0:30:00 none C H - •ACT 

Action Andante 5 - 90:00 none C H - •A2 

Count up 0:00:00 none C H - - U P 

Five-minute 5:00 none C H - F2 
(tournament style) 

Go Modes 

Japanese byo-yomi 1:30:00 05-0 :30 G O - J 2 

Canadian byo-yomi 0:20:00 25-0:15.00 GO - C 1 

ING byo-yomi 1:00:00 0:10:00 G O - ING 

Andante byo-yomi 0:45:00 5 -15 :00 G O - A 2 
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Mode Identifiers for Alternate Modes 
Go modes 

Professional GO - J1 
Canadian byo-yomi II G O - 0 2 
Progressive byo-yomi 1 GO - PI 

Andante byo-yomi GO - A1 
Canadian byo-yomi III GO - C3 
Progressive byo-yomi II GO - P2 

Adagio modes 

Adagio 1 A D - 1 Adagio II A D - 2 

Chess modes 

Tournament 1 CH -1 
FIDEI F D - 1 
FIDE III F D - 3 
Hourglass or Eggtimer CH - HR 
Tournament Andante CH - A3 

Tournament II CH - 2 
FIDE II F D - 2 
FIDE IV FD - 4 
Five-minute CH - F3 
Progressive blitz III CH - P3 

Delay modes 

Count up DL - UP 
Two time-controls DL - 2A 
Two time-controls DL- C2A 
Three time-controls DL- C3A 
Unlimited time-controls DL - U 

One time-control DL -1 
Two time-controls DL - 2B 
Two time-controls DL- C2B 
Three time-controls DL- C3B 
Unlimited time-controls DL - CU 

Sudden death modes 

Two time-controls SD - 2 
Two time-controls SD-C2A 
Three time-controls SD-C3A 

Three time-controls SD - 3 
Two time-controls SD- C2B 
Three time-controls SD- C3B 

Shogi modes 

Professional SHO -1 
Mode 3 SHO - 3 

Mode 2 SHO - 2 
Mode 4 SHO - 4 
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Starting Times 
(Ail modes - all time-controls) 

Identifier Main Second Third 

C H - F 1 5:00 — 
C H - F 2 5:00 — — 
C H - F 3 5:00_0 — 
C H - B Y O 4:30 0:05 — 
C H - U P 0:00:00 — — 
C H - D N 2:00:00 1:00:00 — 
C H -1 40 - 2:00:00 2 0 - 1:00:00 — 
C H - 2 40-1 :30 :00 20 - 0:30:00 10-0:10:00 

C H - A 1 05 - 4:00 — — 
C H - A 2 5 - 90:00 — — 
C H - A 3 15-1:00:00 — 
C H - A C T 0:30:00 — — 
C H - P 1 40 - 6:00 10 -1 :00 — 
C H - P 2 2:00 0:12 — 
C H - P 3 0:20:00 0:06 — 
C H - H R 1:30 — — 
G 0 - J 1 03:00:00 5:00 

G 0 - J 2 1:30:00 05 - 0:30 — 
G 0 - A 1 1:00:00 15 -3 :00 — 
G 0 - A 2 0:45:00 5 -15 :00 — 
G O - P I 0:45:00 25-0:15:00 10-0:05:00 

G 0 - P 2 0:30:00 01 - 0:05:00 01 - 0:00:15 

G O - C I 0:20:00 25-0:15:00 — 
G 0 - C 2 25-0 :15:00 — 
G 0 - C 3 0:30:00 25-0:10:00 0:05 

G O - ING 1:00:00 0:10:00 — 
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Starting Times 
(All modes - all time-controls) 

Identifier Main Second Third Fourth 

A D - 1 1:30:00 01:00 — — 
A D - 2 1:00:00 0:30:00 00:15 
F D - 1 45 - 2:00:00 01-0:01:30 — — 
F D - 2 4 0 - 1:30:00 01 - 0:30:00 01 -0:01:00 — 
F D - 3 40 - 0:20:00 0:10 — — 
F D - 4 40-1 :00 :00 0:15:00 0:30 — 
D L - U P 0:00:00 0:05 — — 
DL -1 1:30:00 0:05 — — 
D L - 2 A 1:30:00 0:45:00 0:05 
D L - 2 B 1:00:00 0:30:00 5 
DL - C2A 4 5 - 1:30:00 1:00:00 0:05 — 
DL - C2B 45-1 :30 :00 1:00:00 0:05 — 
DL - C3A 50 - 2:00:00 2 5 - 1:00:00 0:30:00 0:05 
DL - C3B 50 - 2:00:00 2 5 - 1:00:00 0:30:00 0:05 
DL - U 1:00:00 0:30:00 0:05 — 
D L - C U 40 - 2:00:00 20-1 :00 :00 0:05 — 
S D - 2 0:30:00 0:15:00 — — 
S D - 3 1:30:00 1:00:00 0:45:00 — 
SD - C2A 4 5 - 1:30:00 1:00:00 — — 
SD - C2B 4 5 - 1:30:00 1:00:00 — 
SD - C3A 4 0 - 1:30:00 20 - 0:45:00 0:30:00 — 
SD - C3B 4 0 - 1:30:00 20 - 0:45:00 0:30:00 
SHO - 1 01:00:00 — — — 
S H O - 2 6 0 - 0 : 3 0 — — 
S H O - 3 1 2 0 - 3 0 — — 
S H O - 4 6 0 - 1:00:00 30 - 0:30:00 — — 

Features Sunnmary 
(Legend for A, B, C, D, E, F on next page) 

MAIN MODES A B C D E F 

Blitz Chess 
Five-minute (F1) Off No On No Yes No 
Forty-in-six (PI) On No On No Yes No 
Forty-in-six II (P2) On No On No Yes No 
Byo-yomi (BYO) On No On No Yes No 
Andante (A1) Off No On No Yes No 

Tournament Chess 
Count down (DN) Off No Off No No Yes 
Action chess (ACT) Off No Off No No Yes 
Action andante (A2) On No Off No No Yes 
Count up (UP) NA No Off No No Yes 
Five-minute (F2) Off No On No No Yes 

Go Modes 
Japanese byo-yomi (J2) On No Off Yes No No 
Canadian byo-yomi (C1) On No Off No No Yes 
ING byo-yomi (ing) On No Off No No Yes 
Andante byo-yomi (A2) On No Off No No Yes 

A L T E R N A T E M O D E S 

G 0 - J 1 On No Off Yes No Yes 
G 0 - A 1 On No Off Yes No Yes 
G 0 - C 2 On No Off No No Yes 
G 0 - C 3 On No Off No No Yes 
G O - P I On No Off No No Yes 
G 0 - P 2 On No Off No No Yes 
A D - 1 On No Off No No Yes 
A D - 2 On On Off No No Yes 
C H - 1 On No Off No No Yes 
C H - 2 On No Off No No Yes 



Features Summary 

A L T E R N A T E M O D E S A B C D E F 

F D - 1 On No Off No No Yes 
F D - 2 On No Off No No Yes 
F D - 3 On No Off No No Yes 
F D - 4 On No Off No No Yes 
C H - H R On No On No No No 
C H - F 3 On No On No Yes No 
C H - A 3 On No Off No No Yes 
C H - P 3 On No On No No Yes 
D L - U P NA No Off No No Yes 
D L - 1 On No Off No No Yes 
D L - 2 A On On Off No No Yes 
D L - 2 B On On Off No No Yes 
DL - C2A On No Off No No Yes 
DL - C2B On No Off No No Yes 
DL - C3A On No Off No No Yes 
DL - C3B On No Off No No Yes 
D L - U On No Off No No Yes 
D L - C U On No Off No No Yes 
S D - 2 On Off Off No No Yes 
S D - 3 On Off Off No No Yes 
SD - C2A On No Off No No Yes 
SD - C2B On No Off No No Yes 
SD - C3A On No Off No No Yes 
SD - C3B On No Off No No Yes 
SHO -1 On No Off Yes No Yes 
S H O - 2 On No Off Yes No No 
S H O - 3 On No Off Yes No Yes 
S H O - 4 On No Off No No Yes 

A. Initial setting for the "beep-at-end" feature. If this option 
is selected, the clock will make three short beeps when the 
time on the clock runs out. 

B. Initial setting for the "beep-at-time-control" feature. If this 
option is selected, the clock will make three short beeps at 
the end of a time-control. 

C. Initial setting for the "beep-on-move" feature. This 
feature should be turned off when playing in small tourn
ament rooms, since other players might find the beeps 
distracting. During informal blitz play, however, this feature 
should be on so a player does not have to look at his clock 
to be sure he has pressed it. 

D. The mode has the option of beeps at the end of byo-
yomi. If this option is selected, the clock will beep at ten 
seconds before the end of a byo-yomi period. After that you 
may program the clock to beep at each second, from one to 
nine seconds, before the end of the byo-yomi period. The 
initial setting is for beeps at three, two, and one seconds 
before the end. 

E. The mode will reset after just one press of the center 
button if the clock is stopped. This is the best arrangement 
for informal blitz games when the clock will be reset many 
times. Just press the center button once to stop the clock 
and again to reset it. Five presses are required to reset the 
clock for modes that are used in tournaments. This makes 
it difficult to accidentally reset the clock, even if, for some 
reason, you must stop the clock before the game is over. 

F. Occasionally an irregularity in the game will require you 
to change the time of the clock after the game has started. 
This feature makes it easy to do that. Just long press the 
center button five times, and follow the procedure in Setting 
New Starting Times above. 
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General Notes 
• The andante, adagio, and delay modes alt feature a time 

delay or grace period at each move before the main time 
starts to run. 

The andante modes show the delay time counting down 
on the display. 
The adagio modes add the delay time to the current time 
when a player moves. 
The delay modes show the delay time counting down 
with alternating or flashing dashes. 

• Modes with a move counter have a dash on the display if the 
time is given in hours : minutes, and a double dash if the 
time is given in minutes : seconds. Of course the clock will 
show minutes : seconds only if the time is less than ten 
minutes. A flashing dash on the display means the time is 
given in hours : minutes and the clock is running. 

• Set a mode with small values to experiment with it and better 
understand how it functions. 
1. Set the five-minute mode (CH - F1) to 0:02, then press a 

play switch. Note the flashing zeros and dashes when 
the clock runs down to zero. 

2. Set the count-down mode (CH - DN) with main time 
0:00:10 and second time-control 0:00:05. Press a play 
switch and watch the time-control indicators appear as 
each time-control runs down to zero. 

3. Set the action andante mode (CH - A2) to 5 - 00:10. 
Press each play switch several times to see how the de
lay timer works, then let the clock run down to zero. You 
will hear three short beeps at the end if the "beep-at-end" 
feature is on. 

• The chess and go modes can be used in either game. 

Discussion of the modes 

Blitz Chess (main modes) 

Five minute ( C H - F 1 ) 

Main time: 5:00 

This is standard five-minute chess. When the time runs out 
the display will show zeros alternating with lines. The "beep-
at-end" option for this mode is initially off. (See Features 
Summary above.) To reset the clock just press the center 
button once to stop it and again to reset it. 

Forty-in-six (progressive blitz) (CH - P1) 

Main time: 6:00 

Number of moves in main 40 
time: 

Second time-control: 1:00 

Number of moves in second 10 
time-control: 

Optional "beep-at-end": Y E S 

This is progressive timing. It is the same as standard chess-
tournament timing with unlimited repeating time-controls. A 
player has six minutes to make forty moves. If he does, a 
minute is added to his time for the next ten moves etc. Use 
this mode to get more practice playing endgames. The 
clock shows the number of moves made in each time-control 
and the time remaining for each side. If the "beep-at-end" 
feature is on, the clock will beep each time a player makes 
the time-control. 
A popular alternative setting for this mode is the following: 
2:00 for primary time, 0:12 for secondary time, and 01 for 
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primary and secondary number of moves. The following 
forty-in-six (special settings) mode has these as the initial 
settings. 

* Forty-in-six (special settings) (CH - P2) 

Main time: 2:00 

Number of moves in main one (not displayed) 
time: 

Second time-control: 0:12 

Number of moves in second one (not displayed) 
time-control: 

Optional "beep-at-end": Y E S 

This is like the forty-in-six mode above with the main time 
set for 2:00, the second time-control set for 0:12, and the 
main and second time-control number of moves set for 01. 
Unlike the forty-in-six mode, the move number is not 
displayed since it is always 01. Also, the clock does not 
beep when a player makes the time-control, since, unless he 
oversteps, he makes the time-control on every move. 

* Byo-yomi mode (CH - BYO) 

Main time: 4:00 

Byo-yomi time: 0:05 

Modified go timing. If a player moves when his main time 
has gone below the byo-yomi time, the clock will reset his 
main time back up to the byo-yomi time. For example: If the 
byo-yomi time is 0:05 and he moves with just two seconds 
left, his time will be adjusted back up to 0:05. A player will 
not lose on time if he can move at the byo-yomi speed, even 
if his main time gets close to zero. 
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Andante mode (CH - A1) 

Main time: 4:00 

Delay time: 05 

Andante (Slower) There is a delay at each move before the 
main time starts to run. A player loses no main time if he 
moves in less than the delay time. The main time and delay 
time remaining are always displayed. The extra time for 
each move results in high quality blitz chess. 

Tournament Chess (main modes) 
Count down 

Main time: 

Second time-control: 

Different indicators for first, 
second, third time-controls: 

(CH - DN) 

2:00:00 

1:00:00 

Y E S 

The second time-control starts when the main time runs out. 
Indicators show when the second, third, and fourth time-
controls have started. 

Use this mode for standard timing such as forty-five moves 
in two hours with twenty-five moves per hour thereafter. Set 
the main time for 2:00:00 and the second time-control for 
1:00:00. 

Use this mode also for the "sudden-death overtime" timing 
method. (A typical example is forty moves in two hours and 
one hour for the rest of the game. Set the primary time for 
2:00:00 and the secondary time for 1:00:00.) 

Action chess (CH - ACT) 

Main time: 0:30:00 

The clock stops when the main time runs out. Use this 
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mode for timing sucfi as "game in sixty" or "game in two and 
a half. Set the clock for 1:00:00 or 2:30:00. 

* Action andante mode (CH - A2) 

Main time: 90:00 

Delay time: 5 

There is a delay at each move before your main time starts 
to run. You lose no main time if you move in less than the 
delay time. The main time and delay time remaining are 
always displayed. This is similar to andante mode des
cribed under blitz chess above, except that the range for 
the parameters is different. The main time may be as high 
as 99 minutes, but the delay time is restricted to 9 seconds 
or less. 

* Count up ( C H - U P ) 

Main time: 0:00:00 

The clock just counts up. You can use this mode for 
standard timing such as forty-five moves in two hours with 
twenty-five per hour thereafter. A player must make forty-
five moves before his clock shows 2:00:00 and another 
twenty-five before it shows 3:00:00. You could also set the 
clock for starting times such as 4:00:00 or 4:30:00, to agree 
with the standard starting time of mechanical clocks. 

* Five minute (tournament style) (CH - F2) 

Main time: 5:00 

This is the same as blitz five-minute chess except that you 
must press the center button four times after stopping the 
clock to reset it. This makes it difficult to accidentally reset 
the clock. Also, you can change the fime of the clock during 
a game if you need to. See How to Start, Stop, Set, and 
Reset the Clock above. 
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Go and Shogi Timing Explained 
The following description applies to professional go in 
Japan, Korea, Taiwan, and China. 

Each player in a professional game is given a time limit for 
all his moves in the game. A typical time limit is six hours 
per player, although longer time limits such as nine hours 
per player are common in championship matches, and 
shorter times such as three hours per player are used in 
semifinal matches. A professional game may take two days 
to finish. 

During the game a designated timekeeper keeps track of the 
time used by each player. When the timekeeper has 
determined that a player has used all but five minutes of his 
allotted time, byo-yomi (literally, seconds counting) begins. 
The timekeeper will count down aloud the last ten seconds 
of each minute remaining. (This is understandably nen/e-
racking to many players.) If the player makes his move 
before the end of the minute, no time at all is subtracted from 
his remaining fime. That is, he gets the minute back. But 
each time the player uses more than a minute, his remaining 
time is reduced by one minute. After the fifth subtraction of 
one minute, the timekeeper declares the player the loser on 
time. 

In other words, the player's clock is adjusted up to the 
nearest minute after each move he makes, if his total time is 
under five minutes. A timekeeper warns the player when 
each minute is about to end by counting down aloud the last 
ten seconds. 

A common time limit among professionals for "blitz" or 
"lightning go" is thirty minutes per player with thirty seconds 
byo-yomi at the end. A timekeeper counts down the last ten 
seconds. 

Professional shogi games are similar to professional go 
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games with byo-yomi and a timekeeper. The time limit for a 
championship shogi game is typically nine hours per player. 
No time is subtracted from your main time if you move in 
less than a minute. That is, your time remaining is adjusted 
up to the nearest minute. In other words, shogi timing is like 
go byo-yomi timing except that it lasts for the whole game. 
The C H R O N O S simulates these timing methods in the 
professional go and professional shogi modes (GO - J1 and 
S H O - 1 ) . See below. 

The clock also includes go and shogi modes with other 
timing methods and parameters. See below. 

Go (main modes) 

* Japanese byo-yomi II 

Main time: 

Number of byo-yomi periods: 

Time of each period: 

Warning beep at end of 
main time: 

Warning beeps at end of 
byo-yomi time: 

(GO - J2) 

1:30:00 

05 

0:30 

Y E S (at ten seconds before the 
end, then at each second, from 
1 to 9 seconds, before the end) 

Y E S 

When the main time runs out byo-yomi begins. Dashes will 
appear on the display to show that the player is in byo-yomi. 
After each move the player's time will be adjusted up to the 
nearest thirty seconds. He loses no time if he moves in less 
than thirty seconds, but he loses thirty seconds if he takes 
thirty seconds or more to move. The clock will beep at the 
end of the main time if the "beep-at-end" feature is on. You 
may also select from zero to nine byo-yomi beeps. If you 
choose zero beeps the clock will not beep at the end of a 
period. But if you select from one to nine beeps, the clock 
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will beep at ten seconds before the end and then at each 
second, from one to nine seconds before the end. The default 
setting is three beeps. That is, the clock will beep at ten 
seconds, then at three, two, and one seconds before the end. 

This mode simulates the professional go timing method 
described above (p. 27), except that you have more variety for 
the byo-yomi parameters. For example, you could set the byo-
yomi time for three thirty second periods. Then the total byo-
yomi time is one minute and thirty seconds, and your time is 
adjusted up after each move to the nearest thirty seconds. 

This mode could also be used for slow chess. Set the primary 
time for 2:30:00 and the byo-yomi time for 01-0:15 (that is, one 
fifteen second byo-yomi period). When your primary time runs 
out you must play the rest of the game at fifteen seconds per 
move. 

" Canadian byo-yomi I (GO - CI ) 

Main time: 0:20:00 

Secondary time: 15:00 

Number of moves in 25 
secondary time: 

Optional beep at end of main Y E S 
time: 

When your main time runs out in this mode you are required to 
make a specific number of moves within the secondary time 
limit. If you do, your clock is reset with the secondary time and 
again you must make the specific number of moves within the 
secondary time limit. This continues until the game is over. 
The secondary time remaining and the number of moves made 
are always displayed. This mode simulates what is called 
Canadian byo-yomi. When your primary time runs out in this 
byo-yomi method you are given a number of stones, say 
twenty, and required to play them within a specific time, say 
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five minutes. If you do, your clock is reset to five minutes and 
you are given another twenty stones to play etc. This method is 
often used with mechanical clocks. 

* ING mode (GO - ING) 

Main time: 1:00:00 

Byo-yomi time: 0:10:00 

Warning beep at end of Y E S 
main time: 

Warning beeps at end of Y E S 
byo-yomi time: 

In this timing method you are required to complete your game 
within the main time. If you do not, you lose a specific number 
of points, say two, for each additional byo-yomi period you use. 
If you use three additional byo-yomi periods you lose the game 
on time. The theme of the mode is "time is money". The byo-
yomi period is typically set for 1/6 main time. 

* Andante byo-yomi II ( G 0 - A 2 ) 

Main time: 0:45:00 

Byo-yomi time: 15:00 

Byo-yomi delay time: 5 

Warning beep at end of Y E S 
main time: 

When your main time runs out the byo-yomi timing method 
switches to the andante mode described above in blitz chess. 
That is, there is a delay at each move before your byo-yomi time 
starts to run. If you move in less than the delay time, you lose 
no byo-yomi time. If you take more than the delay time your 
byo-yomi time starts to count down. Of course, if your byo-yomi 
time comes to zero, you lose the game on time. 
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Alternate Modes 

Professional go mode (GO - J1) 

Main time: 03:00:00 

Number of byo-yomi periods: 5 

Time of each period: one minute 

Warning beep at end of Y E S 
main time: 

Warning beeps at end of Y E S (at ten seconds before the 
byo-yomi time: end, then at each second, from 

1 to 9 seconds, before the end) 

This is like Japanese byo-yomi II (GO - J2) above, except that 
the main time may be up to 99 hours, and you are restricted to 
using one minute byo-yomi periods. Also, you may adjust the 
time of a game in progress (not possible in G O - J2). 

^ Andante byo-yomi I (GO - A1) 

Main time: 1:00:00 

Byo-yomi time: 3:00 

Byo-yomi delay time: 15 

Warning beeps at end Y E S , (use this option if the delay 
of delay time: time is thirty seconds or more) 

This is like andante byo-yomi II above except that the range 
for the byo-yomi and delay times are different. The delay time 
can be as high as 99 seconds, but the byo-yomi time is 
restricted to less than ten minutes. 

Assume the byo-yomi delay time for this mode and the byo-
yomi time for Japanese byo-yomi II mode above is set for 
thirty seconds, and assume a player takes thirty-one seconds 



32 
Discussion of the modes 

to move. In this mode he loses just one second from his 
base byo-yomi time - in the Japanese byo-yomi II mode he 
loses the whole byo-yomi time of thirty seconds. This byo-
yomi timing method seems more reasonable than the 
standard Japanese style byo-yomi. 

* Canadian byo-yomi II (GO - C2} 

Initial setting: 25-0 :15 :00 

This is like Canadian byo-yomi I above except that there is 
no main time. You are required to make twenty-five moves 
in fifteen minutes. If you do, you get another fifteen minutes 
for the next twenty-five moves etc. If the fime is less than 
ten minutes, the clock will show an upper dash followed by 
minutes : seconds. Alternating dashes mean the fime is in 
hours : minutes and the clock is running. 

* Canadian byo-yomi III ( G 0 - C 3 ) 

Main fime: 0:30:00 

Byo-yomi setting: 25-0 :10:00 

Delay for main fime: 0:05 

This is like Canadian byo-yomi I above except that there is 
a delay fime of five seconds at each move before the main 
time starts to run. There is no delay fime once byo-yomi 
starts. 

* Progressive byo-yomi I (GO - PI) 

Main fime: 0:45:00 

Byo-yomi first time-control: 25 - 0:15:00 

Byo-yomi second fime-control: 10 - 0:05:00 

When your main time runs out the byo-yomi timing method 
switches to the progressive mode (CH - PI ) described 
above in the Blitz Chess section. That is, you must make 
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twenty-five moves in fifteen minutes, and if you do five 
minutes are added to your remaining fime for the next ten 
moves etc. 

Progressive byo-yomi II (GO - P2) 

Main fime: 0:30:00 

Byo-yomi first fime-control: 01 - 0:05:00 

Byo-yomi second fime-control: 01 - 0:00:15 

This is just like progressive byo-yomi I mode above but with 
different starting times. Note: The clock will not display move 
numbers if the number of moves in the time-control is 01. 

Adagio I ( A D - 1 ) 

Main time: 1:30:00 

Delay time: 01:00 

There is a delay time of one minute at each move you make 
before your main time starts to run. After each move you 
make your fime is adjusted up to either the time you had at the 
beginning of the move, or to your current fime plus the delay 
fime, whichever is smaller. When your main fime runs out you 
lose on fime. Note: when the clock is first started the delay 
fime is automatically added to the inifial main fime. This mode 
can be used to play slow games of chess, go, or shogi. 

Adagio II (AD - 2) 

Main time: 1:00:00 

Second fime-control: 0:30:00 

Delay time: 00:15 

This is like Adagio I above except that the mode has two fime 
controls. You could use this for chess sudden death fiming 
such as forty-five moves in one hour and the rest of the game 
in thirty minutes with a fifteen second delay at each move. 
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* Tournament chess I (CH -1) 

Main time; 40-2:00:00 

Second time-control time: 20 - 1:00:00 

This is standard chess tournament timing with unlimited 
repeating time-controls, also called progressive timing. A 
player must make forty moves in two hours, and if he does 
an hour is added to his remaining time for the next twenty 
moves etc. Since the clock has six digits it is not possible 
to show the move counter and the time in hours, minutes, 
and seconds at the same time. If the time is less than ten 
minutes, the clock will show a double dash followed by 
minutes : seconds, and othenwise the time will be given in 
hours : minutes. See the remark about modes with a move 
counter in the General Notes section above (p 22). 

* Tournament chess II (CH - 2) 

Main time: 40-1:30:00 

Second time-control time: 20 - 0:30:00 

Third time-control time: 10 - 0:10:00 

This mode is like tournament chess I above except it has 
three time-controls. This mode could be used to shorten the 
average time per move in successive time-controls. The 
initial settings, for example, have 2 1/4 minutes per move in 
the first time-control, 1 1/2 minutes per move in the second, 
and 1 minute per move in the third. 

* FIDEI (FD-1) 

Main time: 45 - 2:00:00 

Second time-control time: 01 - 0:01:30 

This is the same as tournament chess I above but with 
different starting times. This mode is compatible with the 
FIDE rapids mode. Note: the clock will not display move 
numbers if the number of moves in the time-control is 01. 
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FIDE II (FD - 2) 

Main time: 40-1:30:00 

Second time-control time: 01 - 0:30:00 

Third time-control time: 01 - 0:01:00 

This is the same as tournament chess II above but with 
different starting times. This mode is compatible with the 
FIDE tournament mode. Note: the clock will not display move 
numbers if the number of moves in the time-control is 01. 

FIDE III (FD - 3) 

Main time: 40 - 0:20:00 

Second time-control time: 0:10 

This is like FIDE I above except that the second time-control 
time is easier to set. 

FIDE IV (FD - 4) 

Main time: 40-1:00:00 

Second time-control time: 0:15:00 

Third time-control time: 0:30 

This is like FIDE II above except that the second and third 
time-controls are easier to set. 

Eggtimer or hourglass mode (CH - HR) 

Main time: 1:30 

One side increases as the other side decreases, just like the 
two ends of an hourglass or eggtimer. An hourglass was the 
first timing device used in chess. A player turned it over 
when he moved. As the total time for one side decreased, 
the total time for the other increased, and by the same 
amount. The C H R O N O S simulates this timing method in the 
eggtimer mode. That is, when you move, your opponent's 
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time is increased by the amount that yours decreased. 
Since the clocl< counts up, you should make sure the 
starting times add up to less than 9:59 so neither side 
overflows. If both sides start with the same time it should be 
4:59 or less. 

* Five minute (with tenth seconds) (CH - F3) 

Main time: 5:00_0 

This is the same as five-minute mode (CH - F1) above 
except that the time is displayed accurate to tenth of a 
second. 

He Tournament andante ( C H - A 3 ) 

Inifial setting: 15-1:00:00 

There is a delay time of fifteen seconds at each move before 
your main time starts to run. The delay time is always 
displayed. For a description of how the main fime is 
displayed, see the remark on modes with move counters in 
General Notes above (p 22). 

* Progressive blitz III (CH - P3) 

Main time: 0:20:00 

Second fime-control: 0:06 

This is the same as CH - P2, forty-in-six (special settings) 
above under Blitz Modes, but with different starting times. 
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Delay modes 
The following ten modes all feature a fime delay or grace 
period at each move before the main time starts to run. The 
display will show flashing or alternafing dashes when the 
delay fime is counting down. 

* Delay - count up (DL - UP) 

Main fime: 0:00:00 

Delay fime: 0:05 

There is a five second delay before the main time starts to 
count up. The display shows alternafing dashes during the 
delay fime. 

* Delay - one time-control (DL -1) 

Main time: 1:30:00 

Delay time: 0:05 

There is a five second delay at each move before the clock 
starts to count down. 

* Delay - two time-controls I (DL - 2A) 

Main time: 1:30:00 

Second fime-control: 0:45:00 

Delay time: 0:05 

You lose on time if the second time-control runs down to 
zero. A dash before the time means you are in the second 
fime-control. 

* Delay - two time-controls II (DL - 2B) 

Main time: 1:00:00 

Second time-control: 0:30:00 

Delay fime: 5 
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This is the same as delay - two time-controls I above 
except that the time is displayed in the andante format if it is 
less than an hour. The andante format is d - mm : ss where 
d is the delay time, mm minutes, and ss seconds. The delay 
time cannot be set for more than nine seconds in this mode. 

* Two time-controls and move counter I (DL - C2A) 

Main time: 4 5 - 1:30:00 

Second time-control: 1:00:00 

Delay time: 0:05 

When forty-five moves are made an hour is added to the 
remaining time for the rest of the game. In this mode the 
number of moves made is always displayed. This can be 
used in a tournament that has a rule such as "a game is 
automatically a draw after 150 moves". 

* Two time-controls and move counter II (DL - C2B) 

Main time: 4 5 - 1:30:00 

Second time-control: 1:00:00 

Delay time: 0:05 

This is the same as two time-controls and move counter I 
above except that the move counter is not displayed after the 
first time-control. This display is easier to read and should be 
used if the total number of moves is not important. 

* Three time-controls and move counter I (DL - C3A) 

Three time-controls and move counter II (DL - C3B) 

Main time: 50 - 2:00:00 

Second time-control: 25 - 1:00:00 

Third time-control: 1:00:00 

Delay time: 0:05 
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This is the same as two time-controls and move counter I 
and II above except that there are three time-controls. If your 
clock runs down to zero you lose on time. 

The delay modes above can be used for sudden-death 
chess timing with a time delay. You have the option of 
one, two or three time-controls. 

Unlimited time-controls (DL - U) 

Main time: 1:00:00 

Second time-control: 0:30:00 

Delay time: 0:05 

This is like Tournament Chess count down mode (CH - DN) 
except for the added time delay. The colons flash during the 
time delay. There are an unlimited number of time-controls. 

Unlimited time-controls and move counter (DL - CU) 

Main time: 40 - 2:00:00 

Second time-control: 20 - 1:00:00 

Delay time: 0:05 

This is like tournament chess I mode (CH -1 ) except for the 
added time delay. 

Sudden-death modes 
Sudden-death with two time-controls (SD - 2) 

Main time: 0:30:00 

Second time-control: 0:15:00 

In this mode, a player must make a certain number of moves, 
say forty, in the first time-control and the rest in the second. 
To claim a win on time during the first time-control a player 
must have an accurate record of the game. A player always 
loses on time if his second time-control time runs out. 
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* Sudden-death with three time-controls (SD - 3) 

Main time: 1:30:00 

Second time-control: 1:00:00 

Third time-control: 0:45:00 

This is similar to sudden-death with two time-controls. 
Each player must keep an accurate record of the game to 
claim a win on time during the first two fime-controls. 

* SD - Two time-controls and move counter I (SD - C2A) 

Main time: 45-1 :30 :00 

Second fime-control: 1:00:00 

This is like two time-controls and move counter I, (DL -
C2A) above, except there is no fime delay. The number of 
moves is always displayed. 

* SD - Two time-controls and move counter II (SD - C2B) 

Main time: 45-1 :30 :00 

Second fime-control: 1:00:00 

This is like two time-controls and move counter II, (DL -
C2B) above, except there is no fime delay. You lose on fime 
if your clock runs down to zero. The time is shown in hours, 
minutes, and seconds in the second time-control. 

* SD - Three time-controls and move counter I (SD - C3A) 

Main time: 4 0 - 1:30:00 

Second fime-control: 20 - 0:45:00 

Third fime-control: 0:30:00 

This is like three time-controls and move counter I, (DL -
C3A) above, except there is no fime delay. The number of 
moves is always displayed. You lose on fime if your clock 
runs down to zero. 
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SD - Three time-controls and move counter II (SD - C3B) 

Main time: 40-1 :30:00 

Second time-control: 20 - 0:45:00 

Third fime-control: 0:30:00 

This is like SD - Three time-controls and move counter I 
(SD - C3A) above, except the time is shown in hours, min
utes, and seconds in the third fime-control. This display is 
easier to read and should be used if the total number of 
moves is not important. 

Shogi modes 
Professional shogi mode (SHO -1) 

Main time: 01:00:00 

Warning beeps at end of Y E S , if main fime is less than 
byo-yomi time: five minutes 

Your time is adjusted up to the nearest minute after each 
move. Byo-yomi beeps are like those in the professional go 
mode. 

Shogi mode two (SHO - 2) 

Byo-yomi fime: 0:30 

Number of byo-yomi periods: 60 

Warning beeps at end of Y E S , if five or fewer periods 
byo-yomi time: remain 

This is just like Japanese byo-yomi II mode (GO - J2) above 
except there is no main fime. 
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* Shogi mode three (SHO - 3) 

Byo-yomi time: 30 

Number of byo-yomi periods: 120 

Warning beeps at end of byo- Y E S , if five or fewer periods 
yomi time: remain 

This is just like shogi mode two above except that the range 
of parameters is different and the number of ijyo-yomi periods 
remaining is always displayed. 

* Shogi mode four (SHO - 4) 

First time-control: 60 -1:00:00 

Second time-control: 30 - 0:30:00 

This is like tournament chess I (CH -1) except that the move 
counters count down. This mode could also be used for go 
with a setting such as 00 -1:00:00, 25 - 0:15:00. That is, 100 
moves must be made in an hour, then 15 minutes are added 
for the next 25 etc. You could also set the second time-
control move counter for 01 and have a mode like FIDE I and 
III except that the move counter counts up. 
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How to Change Batteries 

Turn the clock off, place it on a table, and remove the four 
screws holding the top on. Carefully remove the top piece. 
Remove shipping tape on the batteries, if present. With the 
tip of a screwdriver between the batteries, carefully remove 
the batteries. Replace the batteries with four long-life 
alkaline A A batteries. As is marked on the battery holder, be 
sure to place the flat or negative side of the batteries 
towards the springs. Replace the top and replace the 
screws holding the top on. 

The batteries will last approximately 1200 hours if the 
"player-to-move" lights are turned off. Turning the lights on 
nearly doubles the power consumption. If the lights are 
always on, the batteries will last approximately 700 hours. 
This comes to over a year if the average weekly usage is 12 
hours or less. 

Care of the Clock 
The clock should be kept away from high temperatures 
since this will cause the displays to blacken. Do not leave 
the clock in direct sunlight for a long period of time. (Don't 
leave the clock in the back seat of a car on a hot day.) If the 
displays do become black from accidental exposure to heat 
or sunlight, place the clock in a cooler area and the displays 
will return to normal after ten or fifteen minutes. Unless the 
heat was very intense, the displays will not be damaged. 

Avoid cold temperatures also, since this causes conden
sation inside the case. If condensation does occur, allow 
the clock to warm up and dry out before turning it on. 

Use only a clean damp cloth to clean the clock. Do not use 
any solvents on the clock or the displays. 


