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Educational bilingual laptop
Vzdélavaci dvojjazyény notebook

ON/OFF

LCD SCREEN ——

KEYBOARD \

/ MOUSE

LEXIBOOK®

Navod k pouziti ¢ Intruction Manual JC598i12series

When unpacking, ensure that the following elements are included:
1 x educational laptop 1 x mouse 1 x instruction manual

WARNING: All packaging materials, such as tape, plastic sheets, wire ties and tags are not part of this toy and should be discarded for your child’s safety.

POWER SUPPLY

Your educational laptop computer is powered by 2 x 1.5V AA/LR6 batteries (included). m

@1.5V AAOR LR6@
Installing batteries:

1.Using a screwdriver, open the battery door located under the device.
2.Insert 2 x 1.5V===AA/LR6 batteries observing the polarity markings inside the battery compartment. D @1 5V AAOR LRG@
3.Close the battery compartment and tighten the screw.

1l

\_J

Non-rechargeable batteries are not to be recharged. Rechargeable batteries are to be removed from the toy before being charged. Rechargeable batteries are only to be
charged under adult supervision. Different types of batteries or new and used batteries are not to be mixed. Only batteries of the same or equivalent type as recommended are
to be used. Batteries are to be inserted with the correct polarity. Exhausted batteries are to be removed from the toy. The supply terminals are not to be short circuited. Do not
throw batteries into a fire. Remove the batteries if you are not going to use the game for a long period of time. Battery shall not be exposed to excessive heat such as sunshine,
fire or the like.

WARNING: Mal-function or loss of memory may be caused by strong frequency interference or electrostatic discharge. Should any abnormal function occur, remove the
batteries and insert them again.

Correct disposal of batteries in this product

(Applicable in countries with separate collection systems) This symbol means that the product contains a battery covered by European Directive 2013/56/EU which cannot be disposed of with normal household waste.All batteries should
be disposed separately from the municipal waste stream via designated collection facilities appointed by the government or the local authorities. The correct disposal of your old batteries will help to prevent potential negative consequenc-
es for the environment, animal and human health. Inform yourself about the local separate collection system for electrical and electronic products and batteries. Follow local rules and never dispose of the product and batteries with normal
household waste. For more detailed information about disposal of your old batteries, please contact your city office or waste disposal service center.

DES

RIPTION OF FUNCTION KEY

NUMBER KEYS/MUSIC NOTES
] ON/OFF - power Key.

Note: The laptop will switch

ACTIVITES - Back off in 3 minutes
to game selection Interface. in the absence of any key
operation.

LEFT - Approve / Enter m— e RIGHT - Back / Delete

HELP - see the correct

answer to current question.

MUSIC - shortcut key HUDBA NOTY E E ID B B B IB B ZADAT
music | notes] ENTER

NOTES

LANGUAGE - shift
English/Czech

NAPOVEDA

DELETE - useitto delete

character(s) entered.

ENTER - confirming key.

JAZYK
LANGUAGE LEver

PSAT

p== DIRECTIONAL KEYS

CLOCK - shortcut k oo o] prsrollSTs] feomee] OPAKOVAT / REPEAT

] 1 ] 1
LEVEL - shit  VOLUME - sound  CONTRAST - Lcp REPEAT- useitto ~ WRITE

to another test volume adjustment keys. contrast adjustment keys repeat the previous
level difficulty. pronunciation or repeat

" CARE SECTION

6. Clean unit with a soft damp cloth.

7. Do not use chemical solvents to clean unit.

8. Remove the batteries when not using unit for long periods of time.
9. Children must be accompanied by an adult to use this unit.
10. Don'’t throw the toys in fire for the batteries might be blasted.

MAINTENANCE AND WARRANTY

Protect the toy from humidity. Should it become wet, wipe it immediately. Do not expose it to direct sunlight, nor to a heat source. Do not allow it to fall. Do not attempt to disassemble it. To clean it, use a
slightly damp cloth, avoiding the use of any detergent product. In the event of malfunction, first try to change the batteries. If the problem persists, carefully read again the manual in order to verify that no
step has been omitted.

1. Do not collide with hard item.

2. Do not drop unit.

3. Do not dismantle the unit.

4. Do not leave unit in bright sunlight or any other direct source of heat.
5. Do not get the unit wet.

Note: Please keep this instruction manual, it contains important information.

This product is covered by our 2-year warranty for the European Union. For all warranty claims or after-sales service, you must contact your retailer, providing proof of purchase. Our warranty covers defects
in materials or workmanship attributable to the manufacturer, to the exclusion of any damage arising from the failure to observe the provisions contained in the user’s manual or any improper intervention
with respect to the item (such as disassembly, exposure to heat or humidity...).

We recommend keeping the packaging for future reference. In a bid to continually improve our products, we reserve the right to change the colors and details of the product presented on the packaging.

WARNING! Not suitable for children under 3 years. Choking Hazard - Small parts.

Reference: JC598i12series
Designed and developed in Europe — Made in China

Follow us
© Lexibook® @LexibookCom

UK
CA

United Kingdom & Ireland
For after-sales service, please contact us at savcomfr@lexibook.com
www.lexibook.com

Environmental protection
Unwanted electrical appliances can be recycled and should not be discarded along with regular household waste! Please actively support the conservation of
resources and help protect the environment by returning this appliance to a collection centre (if available).
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ACTIVITIES

MATHEMATICS:

LANGUAGE:

P

01. LEARNING NUMBERS > Press any number on the keyboard.
The device pronounces it and an animation is displayed.

02. WRITING NUMBERS > Press any number on the keyboard.
The screen displays how to form the number.

03. NUMBER SPELLING > Press any number on the keyboard.
The device teaches the spelling.

04. NUMBER TEST > A number is displayed on the screen
and the device pronounces it. Find and press the matching number
on the keyboard.

05. COUNTING NUMBERS > The device displays a number of shapes
on the screen then starts to count. Press enter when the matching number
is displayed on the screen.

06. NUMBER ORDERING > The device displays 2 numbers on
the screen. Put them in ascending order thanks to the keyboard.

07. NUMBER COMPARISON > The device displays 2 numbers
on the screen. Press enter when the correct sign appears (either =, > or <).

08. ICON ADDITION > Add the icons displayed on the top of
the screen, and then press enter when the matching number of
icons appears below the operation line.

09. ICON SUBTRACTION > Subtract the icons displayed on the top
of the screen, and then press enter when the matching number of icons
appears below the operation line.

10. ADDITION TEST > Write the addition result by using the keyboard.

11. SUBTRACTION TEST > Write the subtraction result by using
the keyboard.

12. MULTIPLICATION TEST > Write the multiplication result by
using the keyboard.

13. DIVISION TEST > Write the multiplication result by using
the keyboard.

14. EQUATION COMPLETION (+-) > Type the missing number
in the equation thanks to the keyboard.

15. EQUATION COMPLETION (*/) > Type the missing number in the
equation thanks to the keyboard.

16. OPERATIONAL SIGN > Select the operational sign (either +, -, * or /)
with which the equation is correct.

17. MIXED OPERATION (+-) > Type the result of the operation
(mixing additions and subtractions) with the numbers on the keyboard.

18. MIXED OPERATION (*/) > Type the result of the operation
(mixing multiplications and divisions) with the numbers on the keyboard.

19. MIXED OPERATION (+-*/) > Type the result of the operation
(mixing the 4 operations) with the numbers on the keyboard.

20. COUNTING GRAPHS > Use the directional keys to
select the number of graphs in the animation and press enter.

21. LETTERS LEARNING > Press any letter on the keyboard.
The device pronounces the letter.

22. LETTERS WRITING > Press any letter on the keyboard.
The screen displays how to form the letter.

23. SMALL-CAPITAL LETTER > A capital letter is shown at the left of
the screen. Press Enter when the matching small letter appears.

24. LETTER TEST > Aletter is displayed on the screen
and the device pronounces it. Find and press the matching letter
on the keyboard.

25. LETTER COMPLETION > Find the alphabetical suite.
26. LETTER ORDERING > Order the letters in the alphabetical order.

27. WORDS LEARNING > Press any letter on the keyboard.
The device gives an example of a word starting with this letter.

28. WORD SPELLING > Press any letter on the keyboard.
The device gives an example of a word starting with this letter
and teaches the spelling.

29. FIND THE WORD > Find the word matching the picture shown at
the beginning of the activity.

30. FIND THE FLASH > Find the picture matching the word shown
at the beginning of the activity.

31. INITIAL LETTER FILLING > An animation is displayed on
the screen. Find the first letter of this word.

32. MISSING LETTER > An animation is displayed on the screen.
Find the missing letter of this word.

33. FIND THE 2 MISSING LETTER > An animation is displayed
on the screen. Find the 2 missing letters of this word.

34. WORD ORDERING > An animation is displayed on the screen.
Put back the letters in the correct order.

35. WORD CORRECTION > An animation then the matching
word are displayed on the screen. Find the wrong letter and correct it
thanks to the keyboard.

36. WORD TEST > An animation is displayed on the screen
and the device names it. Type the word with the keyboard.

TYPING:

MUSIC:

LOGIC:

GAMES:

37. TYPING GAME 1 > Use the keyboard to type the letter displayed
on the screen. You have 7 seconds to do this in level 1, and 5 seconds
in level 2.

38. TYPING GAME 2 > Use the keyboard to type the letters flashing
on the screen. You need to type them before they disappear to score as
many points as possible.

39. PIANO > Use the numbers keys to play the piano.
(1=La, 2=Si,3=Do and so on).

40. MUSICAL NOTE TEST > The device plays a musical note.
Use the numbers keys to give the matching note
(1=La, 2=Si,3=Do and so on).

41. PLAY BY MUSIC > Type the same numbers as
displayed on screen to play a melody.

42. MUSIC BOX > Press any key to listen to one of the 8 melodies
randomly.

43. PLAY RANDOMLY > Press the keys randomly to play the melody.

44. NUMBER MEMORY GAME > A succession of numbers is
displayed on the screen. Memorize them before they disappear then
use the keyboard to answer. You have 3 digits to remember in level
1, and 4 digits in level 2.

45. GRAPH MEMORY GAME 1 > Three icons are displayed on
screen. Memorize them before they disappear then use the directional
keys to answer.

46. GRAPH MEMORY GAME 2 > A picture is displayed on screen.
Memorize it before it disappears then use the directional keys to answer.

47. NUMBER MATCHING > Numbers are displayed on screen.
Memorize them before they disappear then use the directional keys
to reveal the matching pairs of numbers.

48. GRAPH MATCHING > Icons are displayed on screen. Memorize
them before they disappear then use the directional keys to reveal pairs
of matching icons.

49. SERIES FILL UP > Use the numbers keys to fill the blank case in the series.

50. COMPLEMENTARY GRAPH > A graph is displayed on the left of the
screen. Press enter when the matching graph appears on the right.

51. FIND THE OTHER HALF > Half a picture is displayed on the left of
the screen. Press enter when the matching half appears on the right.

52. PAINTING BOARD > Use the directional keys and the enter key to
draw on the screen.

53. CATCHING OBJECT > Use the directional keys to move steer the
cup to catch falling objects.

54. MASTER ARCHER > Press enter to throw an arrow to burst the balloons.
55. LABYRINTH > Use the directional keys to steer the icon out of the labyrinth.

56. WALKING PLANK ROAD > Use the directional keys so the moving
icon can follow the path.

57. AIRPLANE LANDING > Use the directional keys to land the plane
on the base and to avoid obstacles.

58. GREEDY SNAKE > Use the directional keys to steer the snake so
he can eat as many objects as possible. The more he eats, the longer it becomes.

59. FIGHTING AIRPLANE > Use the directional keys to steer the plane.
Press enter to shoot and destroy opponents.

60. GOPHER BEATING > Use the keys A B C D for the first row and
K L M N for the second row to beat the gophers when they appear on screen.

CLOCK &TIME:

61. STOPWATCH > Press enter to start the chronometer.

62. CLOCK > Use enter then the directional keys to adjust the clock.
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01. UCENI CISEL > stisknéte libovolné &islo na klavesnici.
Zatizeni ho vyslovi a zobrazi se animace.

02. PSANI CISEL > stisknéte libovolné &islo na klavesnici.
Na obrazovce se zobrazi zpisob psani Cisla.

03. VYSLOVNOST CISEL > stisknéte libovolné &islo na klavesnici.

Zatizeni uci vyslovnost.

04. TEST NA CISLA > Na obrazovce se zobrazi &islo a zafizeni jej
vyslovi. Najdéte a stisknéte odpovidajici ¢islo na klavesnici.

05. POCITANI CISEL > Zafizeni zobrazi na obrazovce nékolik tvard
a poté zaéne pocitat. Kdyz se na obrazovce zobrazi odpovidajici ¢islo,
stisknéte klavesu Zadat.

06. RAZENI CISEL > Zafizeni zobrazi na obrazovce 2 &isla. Dejte je
do vzestupného poradi pomoci klavesnice.

07. POROVNANI CISEL > Zatizeni zobrazi 2 &isla na obrazovce.

Kdyz se zobrazi spravné znaménko, stisknéte klavesu Zadat (bud =, > nebo <).
08. SCITANI OBRAZKU > sitejte obrazky zobrazené v horni &asti
obrazovky a poté stisknéte Zadat, kdyz se pod opera¢nim fadkem zobrazi
odpovidajici poget obrazkd.

09. ODCITANI OBRAZKU > Odgitejte obrazky zobrazené v horni Gasti
obrazovky a poté stisknéte Zadat, kdyz se pod opera¢nim fadkem zobrazi
odpovidajici poget obrazkd.

10. TEST SCITANI > Zapiste vysledek souttu pomoci klavesnice.

11. TEST ODCITANI > Zapiste vysledek odéitani pomoci klavesnice.
12. TEST NASOBENI > Zapiste vysledek nasobeni pomoci klavesnice.
13. TEST DELENI > Zapiste vysledek déleni pomoci klavesnice.

14. DOPLNENI ROVNICE (+ -) > Zadejte chybgjici &islo do rovnice
pomoci klavesnice.

15. DOPLNENI ROVNICE (* /) > Zadejte chybgjici Gislo do rovnice
pomoci klavesnice.

16. OPERACNI ZNAK > Vyberte operaéni znak (bud +, -, *
aby byla rovnice spravna.

17. SMICHANA OPERACE (+ -) > Zadejte vysledek operace (pouZiti
scitani a od¢itani) pomoci Cisel na klavesnici.

Q

nebo /) tak,

18. SMICHANA OPERACE (* /) > Zadejte vysledek operace (pouziti
nasobeni a déleni) pomoci ¢isel na klavesnici.

19. SMICHANA OPERACE (+ - * /) > Zadejte vysledek operace (pouziti
4 operaci) pomoci ¢isel na klavesnici.

20. POCITANI OBRAZKU > pouszijte smérové klavesy a vyberte pocet obrazki
v animaci a stisknéte klavesu Zadat.

21. UCENI PISMEN > stisknéte libovolné pismeno na klavesnici.
Zatizeni vyslovi pismeno.

22. PSANI PISMEN > Stisknéte libovolné pismeno na klavesnici.
Na obrazovce se zobrazi zpusob napsani pismena.

23. MALE A VELKE PISMENO > V levé &asti obrazovky se zobrazi
velké pismeno. Kdyz se zobrazi odpovidajici malé pismeno, stisknéte Zadat.

HRY:

24. TEST PISMEN > Na obrazovce se zobrazi pismeno a zafizeni jej
vyslovi. Najdéte a stisknéte odpovidajici pismeno na klavesnici.

25. DOPLNENI PISMENA > Doplite pismeno do abecedy.
26. RAZENI PISMEN > Razeni pismen v abecednim pofadi.

27. UCENI SLOV > stisknéte libovolné slovo na klavesnici.
Zafizeni poskytne priklad slova zacinajiciho timto pismenem.

28. VYSLOVNOST SLOV > Stisknéte libovolné pismeno na klavesnici.
Zafizeni poskytne priklad slova zacinajiciho timto pismenem a uéi vyslovnost.

29. VYHLEDAT SLOVO > Vyhledat slovo odpovidajici obrazku zobrazenému
na zacatku aktivity.

30. VYHLEDAT BLESK > Vyhledat obrazek odpovidajici slovu zobrazenému
na zacatku aktivity.

31. VYPLNIT POCATECNI PISMENO > Na obrazovce se zobrazi animace.

Najdéte prvni pismeno tohoto slova.

32. CHYBEUJICI PISMENO > Na obrazovce se zobrazi animace.Najdéte
chybéjici pismeno tohoto slova.

33. NAJIT 2 CHYBEJICI PISMENA > Na obrazovce se zobrazi animace.

Najdéte 2 chybéjici pismena tohoto slova.

34. PORADI SLOV > Na obrazovce se zobrazi animace.
Vratte pismena zpét ve spravném poradi.

35. OPRAVA SLOVA > Na obrazovce se zobrazi animace a poté odpovidajici
slovo. Najdéte nespravné pismeno a opravte ho pomoci klavesnice.

36. SLOVNI TEST > Na obrazovce se zobrazi animace a zafizeni ji pojmenuje.
Napiste slovo pomoci klavesnice.

HUDBA:

LOGIKA:

AKTIVITY

PSANI:

37. HRA NA PSANI 1 > Pomoci klavesnice zadejte pismeno zobrazené na
obrazovce. Mate na to 7 sekund na trovni 1 a 5 sekund na drovni 2.

38. HRA NA PSANI 2 > Pomoci klavesnice zadejte pismena blikajici na obrazovce.

Musite je zadat, nez zmizi, abyste ziskali co nejvice bodl.

39. KLAVIR > Pomoci &iselnych klaves hrajte na klavir.
(1=La, 2=Si,3=Doatd.).

40. TEST NA NOTY > Zafizeni pfehraje notu.Pomoci Ciselnych klaves zadejte
odpovidajici notu(1 = La, 2 = Si, 3 = Do atd.).

41. HRAT PODLE HUDBY > Zadejte stejna &isla, ktera jsou uvedena na
obrazovce pro zahrani melodie.

42. HUDEBNI SKRINKA > stisknutim libovolné Klavesy néhodné poslouchate
jednu z 8 melodii.

43. HRAT NAHODNE > Nahodné stisknéte klavesy pro prehrani melodie.

44. PAMETOVA HRA S CISLY > Na obrazovce se zobrazi fada &isel.
Zapamatujte si je, nez zmizi, a poté pomoci kldvesnice odpovézte. Musite si
zapamatovat 3 Eislice na Urovni 1 a 4 ¢islice na trovni 2.

45. OBRAZKOVA PAMETOVA HRA 1 > Na obrazovce se zobrazi

tfi ikony. Zapamatujte si je, nez zmizi, a poté pomoci smérovych klaves odpovézte.

46. OBRAZKOVA PAMETOVA HRA 2 > Na obrazovce se zobrazi obrazek.

Zapamatujte si ho, nez zmizi, a poté pomoci smérovych klaves odpovézte.

47. SHODA GISEL > Cisla se zobrazi na obrazovce. Zapamatujte si je, nez zmizi,
a poté pomoci smérovych klaves odhalte odpovidajici dvojice &isel.

48. SHODA OBRAZKU > Ikony se zobrazi na obrazovce. Zapamatuite si je, nez
zmizi, a poté pomoci smérovych klaves odhalte dvojice odpovidajicich ikon.

49. VYPLNENI RADY > Pouzijte numerické tlagitka k vyplnéni prazdného mista
v fadé.

50. DOPLNKOVY OBRAZEK >V levé &asti obrazovky se zobrazi obrazek.
Kdyz se vpravo zobrazi odpovidajici obrazek, stisknéte klavesu Zadat.

51. NAJIT DRUHOU POLOVINU > Polovina obrazku se zobrazi v levé Casti
obrazovky. Kdyz se vpravo zobrazi odpovidajici polovina, stisknéte klavesu Zadat.

52. MALOVACI TABULE > Pro kresleni na obrazovku pouZijte smérové
klavesy a klavesu Zadat.

53. CHYCENIi PREDMETU > Pomoci smérovych klaves presufite pohar
tak, aby zachytil padajici predméty.

54. MISTR LUKOSTRELEC > Stisknutim klavesy Zadat stfilite $ip a
propichujete balonky.

55. LABYRINT > Pomoci smérovych klaves vyjdéte s ikonou z labyrintu.

56. CHUZE PO PRKNE > Pomoci smérovych klaves se pohybuijte s
ikonou po cesté.

57. PRISTANI LETADLA > Pomoci smérovych klaves piistafite s letadlem
na letidté a vyhybejte se prekazkam.

58. HLADOVY HAD > Pomoci smeérovych klaves se plazte s hadem tak,
aby mohl snist co nejvice predmétd. Cim vic had sni, tim del$im se stava.

59. BOJOVE LETADLO > Pomoci smérovych klaves fidte letadlo.
Stisknutim klavesy Zadat stfilejte a nicte protivniky.

60. NICENi HLODAVCU > Poutite klavesy AB C D pro prvni fadek
a KL M N pro druhy fadek pro ni¢eni hlodavct, kdyz se objevi na obrazovce.

HODINY A CAS:

61. STOPKY > stisknutim klavesy Zadat spustite chronometr.
62. HODINY > Pouzijte Zadat a poté smérové klavesy pro nastaveni hodin.

LCDDISPLE) ———

KLAVESNICA \

ZAP/VYP

////// MYS

OBSAH BALENI

Po otevieni obalu vyrobku se ujistéte, Ze obsahuje nasledujici ¢asti:
1 x vzdélavaci notebook, 1 x mys, 1 x navod k pouziti

CESKY

VAROVANI: V&echny obalové materialy, jako jsou pasky, plastikové listy, draty a visatky nejsou sougasti této hragky a je zapotfebi je odstranit pro bezpeénost vageho ditéte.

”

IN

Vas$ vzdélavaci notebook je napajen 2 x 1,5 V === bateriemi AA / LR6 (jsou souéasti dodavky).

1. Pomoci Sroubovaku otevrete dvifka prostoru pro baterie umisténa na spodni strané zafizeni.
2. Vlozte 2 x 1,5 V baterie AA/ LR8, dbejte pfitom na polaritu uvniti prostoru pro baterie.
3. Uzavrete prihradku pro baterie a utahnéte Sroub.

ACE NEBO VYMENA BATERIE

I

@1.SV AA OR LR6@

|

@1.5VAA OR LRs@ 1

/)

Nenabijeci baterie se nenabijeji. Pfed nabijenim je tfeba z hracky vyjmout dobijeci baterie. Dobijeci baterie nabijejte pouze pod dohledem dospélé osoby. Rizné typy baterii nebo nové a pouzité baterie se
nesmi michat. Pouzivejte pouze doporu¢ené baterie stejného nebo ekvivalentniho typu. Baterie vkladejte se spravnou polaritou. Vybité baterie vyjméte z hracky. Napajeci svorky nesméji byt zkratovany.
Nehazejte baterie do ohné. Pokud nebudete hracku pouzivat del$i dobu, vyjméte baterie. Baterie nesmi byt vystaveny nadmérnému teplu, jako je slune¢ni zareni, oheri a podobné.

VAROVANI: Porucha nebo ztrata paméti miize byt zptisobena silnym frekven&nim ruenim nebo elektrostatickym vybojem. Pokud dojde k n&jaké abnormaini funkci, vyjméte

baterie a znovu je vioZte.

Spravna likvidace baterii v tomto vyrobku

(Plati v zemich se separovanymi systémy sbéru) Tento symbol znamend, Ze vyrobek obsahuje baterii podléhajici evropské smérnici 2013/56/EU, kterou nelze odhodit do béZného komunalniho odpadu. VSechny baterie se musi
likvidovat oddélené od komunalniho odpadu prostfednictvim uréenych sbérnych mist, které jsou uréeny viddou nebo mistnimi Gfady. Spravna likvidace starych baterii pfispiva ke sniZeni jejich negativniho vlivu na Zivotni prostfedi, na
zdravi lidi a zvifat. Informujte se o mistnim systému sbéru tfidéného odpadu elektrickych a elektronickych vyrobkl a batérii. Postupujte podle mistnich pravidel a nikdy nevyhazujte vyrobek a baterie s b&znym komunainim odpadem.

Podrobnéjsi informace o likvidaci starych baterii ziskate na vaSem méstském tfadu nebo na servisnim misté likvidace odpadu.

POPIS FUNKCNICH KLAVES

CISELNE KLAVESY / HUDEBNI NOTY
L

ZAP/VYP - hiavni vypinat.

: Notebook se

AKTIVITY - zpetna

vybér rozhrani her.

NAPOVEDA - podiveite

AKTIVITY
CTIVITIE: Do

NAPOVEDA

vypne za 3 minuty, pokud nebude

se na spravnou odpovéd na

2aPvYP
ON/OFF
aktualni otazku.

ODSTRANIT - pouzite k

odstranéni zadanych znaka

NOTY

o " JAZYK UROVEN]
JAZYK - prepinani ancuace | Jreve
anglicky / Sesky

PSAT
WRITE|

e TR mmaaamam
zkratka music INOTE:! ENTER

ZADAT - Potvrzovaci klavesa,

e SMEROVE KLAVESY

HODINY - kiavesova o tv L o] prsro o] foomes] OPAKOVAT / REPEAT 4 B >
zkratka -
J
) R 1 1 1 T
UROVEN - HLASITOST - KONTRAST - OPAKOVAT - PSAT

Prechod na jinou Klévesy pro tpravu  Klavesy pro nastaveni Pouzijte k opakovani
obtiznost testovaci hiasitosti zvuku kontrastu LCD. predchozi vyslovnosti
Grovné nebo opakovani otézky.

UDRZBA
Chrarite hracku pfed vihkosti. Pokud navlhne, ihned ji otfete. Nevystavujte ji pfimému slune¢nimu svétlu ani zdroji tepla. Nedovolte, aby spadla. NepokousSejte se ji rozebirat. K ¢isténi
pouzijte mirné navihéeny hadfik, nepouzwejte Zadné Cistici prostredky. V pripadé poruchy nejprve zkuste vyménit baterie. Pokud problem pretrvava, peclivé si znovu prectéte pfirucku, abyste

ovéfill, Ze nebyl vynechan zadny krok.

ZARUKA

Na tento vyrobek se vztahuje nase 2leta zaruka pro Evropskou unii. Pro pfipadné naroky vyplyvajici ze zaruky nebo poprodejniho servisu kontaktujte vaseho prodejce a

predlozte platny doklad o koupi. NaSe zaruka se vztahuje na jakykoli vyrobni material a chybu pfi zpracovani, s vyjimkou jakéhokoli poSkozeni vyplyvajiciho z nedodrzeni
navodu k pouziti nebo z jakékoliv nedbalé ¢innosti provedené s timto vyrobkem (napf. demontaz, vystaveni teplu a vihkosti apod.).
Doporucujeme ponechat si baleni pro dalsi referenci. Ve snaze o neustalé zlepSovani nasich vyrobku si vyhrazujeme pravo na zménu barev a detailt vyrobku uvedeného na

obalu.

POZNAMKA: Tento navod k obsluze si uschovejte, protoZe obsahuje dllezité informace.
VAROVANI! Nevhodné pro déti do 3 let. Nebezpeci uduseni - malé ¢asti.

Reference: JC598i12series }
Navrzeno a vyvinuto v Evropé - Vyrobeno v Ciné.
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provedena zadné operace s klavesy.

POTVRZOVACI
KLAVESA.

@LemboBkCom

m— ODSTRANIT

Ochrana zivotniho prostredi:

Nezadouci elektrické spotfebi¢e mohou byt recyklovany a nesmi se likvidovat spole¢né s béZnym domacim odpadem! Aktivné podporujte ochranu zdroju a pomozte

chranit Zivotni prostfedi vracenim tohoto spotfebice do sbérného centra (je-li k dispozici).
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