
Addendum DGT 2010 serial numbers that start with 

D0411, D0811, D2911; D3711, D0912, D2012. 

Problem: 
When option 21 is used with the move counter activated after a correction, the clock “forgets” to 

add following periods (if the correction is not done in the last period). 

Solution: 
When it is necessary to make a correction in a period that is not the last period , then do the 

following: 

- Stop the clock and make a note of all the times displayed and the counted number of 

moves. (If there is more than 20 minutes playing time left, you should read out the 

remaining seconds by pressing the ►|| button for 2 seconds and scroll through the times 

using the  button. Don't forget to also note the seconds for the player that you do not 

want to change). 

- Note the number of moves by pressing the  + / #  button 

- Switch off the clock, switch it on and accept option 21 again. 

 

A time correction in the last period can be made in the normal procedure, because there are no 

following periods left. 

 

If the correction was made in the first period then: 

- Enter the times noted for each player after subtracting the set bonus time per move. If it 

was Black’s move then the bonus time per move for White (only) should be subtracted 

twice.The correction of the time of one of the players should be done here. 

- Check the Bonus time (this should keep its value in general) 

- Enter the number of moves that are left in this period that should trigger the transition to 

the next period. This number equals the initial number or moves in this period  – the 

number of moves written down  

- Check the data for the following period(s) (they do not have to be altered) 

- The clock will return in pause state showing the time set + the Bonus time. 

- Put the lever in the up position for White in order to have the correct side for Black and 

White on the clock. 

- Start the clock again. Leave the lever in this position if it was White’s turn or immediately 

switch to Black if it was Black’s turn. When switching the lever White will receive the extra 

subtracted bonus time. 

 

If the correction was made in the second period (out of 3 or 4) then: 

- Enter the times noted for each player after subtracting the set bonus time per move. If it 

was Black’s move then the bonus time per move for White (only) should be subtracted 

twice.The correction of the time of one of the players should be done here. 

- Check the Bonus time(this should keep its value in general) 



- Enter the number of moves that are left in this period that should trigger the transition to 

the next period. This number equals the initial number or moves in this period + the initial 

number of moves of previous period(s) – the number of moves written down. 

- Reprogram the 2nd  and 3rd period with the same data of the original 3rd and 4th period  

- The clock will return in pause state showing the time set + the Bonus time. 

- Put the lever in the up position for White in order to have the correct side for Black and 

White on the clock. 

- Start the clock again. Leave the lever in this position if it was White’s turn or immediately 

switch to Black if it was Black’s turn. When switching the lever White will receive the extra 

subtracted bonus time. 

 

If the correction was made in the third period (out of 4) then: 

- Enter the times noted for each player after subtracting the set bonus time per move. If it 

was Black’s move then the bonus time per move for White (only) should be subtracted 

twice.The correction of the time of one of the players should be done here. 

- Check the Bonus time 

- Enter the number of moves that are left in this period that should trigger the transition to 

the next period. This number equals the initial number or moves in this period + the initial 

number of moves of previous period(s) – the number of moves written down  

- Reprogram the 3rd  period with the same data of the original  4th period  

- The clock will return in pause state showing the time set + the Bonus time. 

- Put the lever in the up position for White in order to have the correct side for Black and 

White on the clock. 

- Start the clock again. Leave the lever in this position if it was White’s turn or immediately 

switch to Black if it was Black’s turn. When switching the lever White will receive the extra 

subtracted bonus time. 

 

Notes: 
1. When making these correction in a period that is not the first, the number of the period on 

the clock is not consistent with the real period number. 

2. The move counter will not be accurate anymore after this kind of time correction 

3. The clock will remember these data for future rounds or periods. The clock should be 

reprogrammed with the original data before starting a new round. 

  



Example: 
40 moves in1 hour 40 min — 20 moves 50 min —. 15 min for the rest of the game —in all periods  30 

sec/move Bonus 

 

In this example White’s time is displayed on the left side of the clock. 

 

The game is stopped in the second period with 25 minutes 20 seconds for white and 15 minutes 35 

seconds for black. It is Black’s turn to move. White has played 48 moves, Black 47 moves. 

White should receive 2 minutes extra time as a penalty for Black. 

 

- The clock is stopped or should be stopped. 

- It will show 0:25   ||   15.35 

- Press  for 2 seconds 

- The clock will show 0:25     15.35  and the first digit is blinking 

- Press  (OK button, the most right) 3 times, the left side will show .20 (seconds). 

- Write down 25.20 for White.  

- Press  again several times and check if the time for Black is 0:15 and after pressing 

 again check if the clock shows .35 (seconds) 

- Write down 15.35 for black 

- In the next step a 3 digit number is shown indicating the number of moves (for Black): 047 

- Write down 47 moves. 

- After pressing  again the clock returns in pause mode. 

- Turn it off and on again. 

- Enter for White 0:25.20 + 2 (penalty for Black) – 2*30 sec (Bonus time). 

0:27.20 -1 .00 = 26 minutes 20 seconds. 

- Enter for Black 0:15.35 - 0.30 (Bonus) = 0:15.05 = 15 minutes 05 seconds 

- Enter the Bonus time of 0.30 seconds 

- Enter the number of moves left in this period being 40 + 20 – 47 = 13 

- Enter 15 minutes for the next period 

- Enter 00 moves and enter or accept all 0’s for the rest of the digits until the clock is in pause 

state again, showing 0:26  

- The left side (White) of the lever should be up. 

- You can check in this stadium if White receive 0:26.50 (you cannot see the seconds) by 

pressing the  button for 2 second. In this stadium White starts with 0:22.50 (2 

minutes – 30 sec Bonus more than before the penalty) en Black with 15.35 (the same as 

before the penalty) 

- Start the clock and immediately switch the lever so that it is Black’s turn. White will receive 

the 2nd 30 seconds subtracted Bonus back in this stadium and the clock will show 0:27 (+ 20 

invisible seconds). The 2 minutes extra are given to White this way. 

- The game can continue 

 


