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Diamond Monkey

Diamond Monkey

DIAMOND MONKEY on mang, kus vbidu saamise tdendosus on 92-98%. See on videomang, milles on 5
podrlevat ketast. Voite loetakse vasakult paremale.
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MAXBET MAY ONLY BE PLAYED WITH MAXIMUM LINES

L

~ LAST WIN ___ CREDIT - LINES BET/LINE TOTAL BET
> 50 50
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LINES BET, SITART:
. Lo .
Pohivaade
' Nupud
FLAG - keele valik
MORE GAMES - mangude valik
HELP - kuvatakse abimeni ja voidutabel
GAMBLE ON/OFF - duubeldamine sees/valjas
BET - panus
START - mangu alustamine
Ekraanil kuvatakse jargmised vaartused
LAST WIN - viimane voit
CREDIT - krediit
LINES - manguliinid
BET/LINE - panus manguliinil
TOTAL BET - kogupanus
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. Méng

Kui soovitud liinid ja panused on valitud, algab mang vajutades START nuppu. Kui peale ketaste
keerutust olete saanud vdidu, naidatakse liinidel vdidukombinatsioon ja vdit lisandub krediiti. Kui vdidud
on lisandunud krediiti, saab teha uued panused. HELP nuppu vajutades kuvatakse Ulemisel ekraanil
voidutabel. Puudutades Uksikuid simboleid ketastel, on mangijal véimalus naha vdimalikku voitu.

. Vaidutabel

MALFUNCTION VOIDS ALL PAYS AND PLAYS 1 CREDIT =1 ct

Voidutabel

_ Abimeniiii

Abimenuu avaneb vajutades HELP nuppu. Abimenadl on oma nupuvalik:

PAGE INDEX - viitab lehekiljele
FLAG - lipp, keele valik
PREVIOUS PAGE - eelmine lehekdlg
NEXT PAGE - jargmine lehekilg
RETURN TO GAME - mangu jatkamine
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Diamond Monkey

WINLINE HELP

[k D.D.DD

Wins pay left to right!
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Abimeniiii — lehekiilg 1

8YMBOL HELP

MONKEY substitutes all symbols.

3 MONKEY symbols pay on any position.

3 or more MONKEY symbols on any position win 10
BONUSSPINS.
BONUSSPINS are played with the same bet and
number of lines as the initiating game.
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BONUSSPINS HELP

Fives

MONKEY substitutes all symbols. 3 or more MONKEY
symbols on any position win 10 BONUSSPINS.

At the beginning of the BONUSSPINS the expanding
symbol is randomly selected. The selected symbol will

pay accordingly to the paytable, in all active lines, no
matter whether the symbols of the winning
combination are consecutive or not.

Play the Bonus until you have no BONUSSPINS left.
BONUSSPINS can be re-triggered during the Bonus.
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DOUBLE UP HELP

Double Up

Game wins can be multiplied with the Double Up feature.
Enter the Double Up feature by pressing the 'Gamble' button before
collecting the win or select 'Gamble ON' mode to enter the Double Up
feature automatically on every win.The player can quit the Double Up
feature at any time by pressing the COLLECT button.

The Double Up feature is a card game, the player has to guess which

card comes next.
When the player chooses black or red, the player has the chance to
double the win. The win can also be multiplied by choosing which suit
will come next, i.e. clubs, diamonds, hearts or spades.
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- Boonuskeerutused

3 vbi enama MONKEY sumboli ilmumisel Gkskdik millisel positsioonil kaivitavad 10 boonuskeerutust.
MONKEY simbol asendab koiki simboleid. Boonuskeerutusi saab boonusmangu ajal veelgi voita.
Boonuskeerutuste alguses valitakse laienev siimbol juhuslikult. Valitud simbol annab véidu kdikidel

valitud liinidel vastavalt véidutabelile olenemata sellest, kas kombinatsioonis on siimbolid jarjestikku voi
mitte.

-
-

9.5 Q 6,4z
o ¢l
%"“}h\.\- 224\ @ CICRS

1)

:206E

Lgf

n]
09,
S8

Y"‘\lk

=)

26e

TABLE
[ SEE——

Expanding symbol
pays on every
active winline.
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. Duubeldamine

Mangijal on vdimalus aktiveerida duubeldamise funktsioon enne igat mangu. Duubeldamise funktsiooni
aktiveerides on mangijal vdimalik oma voitu mitmekordistada. Saades vdidu, avaneb duubeldamise
vBimalus, kus mangija peab ara arvama jargmise kaardi. Alguses pakutakse mangijale duubeldada terve
vBidusummaga, kuid on véimalik duubeldada ka poole véidusummaga, mil pool vdidusummast lisatakse
krediiti. Nii saab mangija ise valida, kuidas oma voiduga riskida.

Mangijale kuvatakse ka eelmise seitsme duubeldatud kaardi varvid. Kui mangija arvab musta voi punase
Oigesti ara, on tal vdimalik oma vditu kahekordistada. Voitu saab ka mitmekordistada, valides ige
kaardimasti: artu, ruutu, poti vai risti.

Kui mangija on oma valiku teinud, avaneb kaart. Mangija vdidab, kui arvas digesti. Kui mangija arvas
valesti, kaotab ta oma panustatud raha. Mangija saab voitu mitmekordistada edaspidistes
duubeldamistes niikaua, kuni arvab dige varvi. Mangija saab igal ajal duubeldamisest loobuda, vajutades
COLLECT nuppu. Seejarel lisandub voit krediiti. Kui mangija duubeldamisel kaotab, jatkub pdhimang.
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GAMBLE AMOUNT RED/BLACK GAMEBLE TO WIN

SUIT GAMBLE TO WIN
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