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I New Feature 7° Bingo Bonus )
1 When a<7>or<{Super7> appears on the main game reels.the corresponding
place on the Bingo Table (situated middle right of screen) increases

by one..
92 If a line of the same numbers appears in any of the 8 directions the

player gets a Bingo Win.

3 When a line needs only one more point to achieve.a Bingo Win. the
background color of the lacking number changes from white to yellow.

4 When the three numbers patch up the background color of the line
changes to red.

5 A Bingo win will multiply the total bet by the number indicated on the
0dds Table(situated top right of screen). Before this the player must
 choose whether to convert the Bingo Win into credits or leave the
numbers as they are (without gaining credits) in order to wait for a
larger number to line up. The following message will appear in the

message area:

TAKE BINGO-WIN
START FOR NEXT NUMBER ?

Exsample: Complete Take win Try again

Needing 1 point

Complete

6 Bingo Win = 0dds x Total Bet as follows:
Count No. 0 x0 Count No. 4
Count No. 1 x1 Count No. 5
Count No. 2 x2 Count No. 6 x50
Count No. 3 x5 Count No. 7

II Otber Baoanus

1 Pair Bar Bonus
A Pair Bar Bonus as shown below will entitle the player to between 1

and 3 free games on the Free Game reels which consist of only<7> and

¢BAR> slots.
a. 1-1-(1,2.3)]
b. l2-2-(1.2.3)1
c. 13-3-(1,2.3))

)

n

1 x Free Game.
2 x Free Game.
3 x Free Game.

n
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31 Bar Bonus :
o the Jackpot Stage

This
Wins
a.
b.
c.

A Complete Crown includes the (a.) and

[1-2-31Bar Bonus will advance the player t
are as fTollaws:
Advancement to Jackpot Stage wwmwemmenenes 5 x Total Bet

Line-up of Crown pieces =~~~ No.of line x 100 x Line Bet
Complete Crown «emwsommemmme s mmmm s 100 x Total Bet

(b.) wins therefore the total

win would be as follows:

If Total Bet is 8:

a. 5 x 8§ = 490
b. 8 x 100 x 1 = 800
c. 100 x 8 = 800
Total = 1,640 Credits
IITI Pay Out
_1 Tvpe of Pavoul
Payout Dip 1-5 Operator Operation
¥in Odds Hopper OFF Machine Automaticaly
Credit Hopper ON Player Payout SW
) Credit Down ON Attendant | Key Down SW
_2 Hopper Alarm.
i. Type of Alarm Messages

a. "Hopper Empty’
b. "Hopper JAW
¢c. "Limit Over’

ji. How to Disengage the Alarm

g on the cause the method of disengagement varies

Dependin
ssage on the screen.

so it is important to refer to the me

1.Fill the hopper with tokens.
2_Push the Payout Switch(alarm will stop).
3_Player will receive tokens from the hopper.

: 1. Issue tokens to player.
2_Push the Key Down Switch(alarm will stop).
3.Remaining Credits on screen will disappear.
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b." Hopper JAM’
1.Issue tokens to player.
2.Push the Key Down Switch (alarm will stop).
3.Remaining credits on screen will disappear.
4.Turn the Power Switch to the OFF position.
5.Remove jammed token.
6.Turn the Power Switch to the ON position.

c.”Limit Over’
1.Issue player with tokens.
2.Push the Key Down Switch(alarm will stop).
3.Remaining credits on screen will disappear.

CAUTTION ¥hen the alarm is sounding or when the credits are
being subtracted by the computer:

DO NOT SWITCH POWER
TO OFF POSITION

If the machine is switched off the credits will be erased.
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:{3 |I | ™ i .-‘.l_
|12 13 |4|5]|6|7]8 Note
Book Keeping Active - ON |
Display Inactive OFF
Double Up On ON
Game Off OFF
Double Up <7> Draw ON
Player Value Loss OFF
Double Up Stage Display ON
Girl Display Undisplay OFF|
Pay Out Payout Sw ON.
Type Automatic OFF|
Reel Speed High ON
Low OFF
Hopper out Active High .| ON r
Micro SV Active Low OFF < — "@.jory
0dds over 100 On oN>
Sound Necessary Off OFF|
oh
M2 ] 1 2|1 3|4 |5|6]|7]|8 Note
55 % ON | ON | ON
60 % OFF| ON | ON | < Ay
65 % ON | OFF| ON /
Main Game 70 % OFF OFF ON
Pay Ratio 75 % ON | ON | OFF
80 % OFF| ON | OFF
85 % ON | OFF| OFF
90 % ‘0FF| OFF] OFF
Double Up 80 % ON
Pay Ratio 90 % OFF]
§ Bet ON | ON
Bet Max. 16 Bet OFF| ON
32 Bet ON_| OFF
64 Bet OFF| OFF
Bet Min. 8 Bet (N
for Any Bonus 16 Bet OFF
Not Used ON
OFF
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Dh ,‘ . ’ -
1 213|456 7 8 Note
lcoin lcredit | ON | ON '
Coin lcoin  2credit | OFF ON
Ratio lcoin Scredit (ON>|(OFF)
lcoin 10credit | OFF OFF
Icoin 4credit ON [ ON | ON
lcoin  Scredit OFF.ON | oN’
Keyin lcoin 10credit ON | OFF ON
Ratio lcoin 20credit OFF| OFF| oN
lcoin 25credit ON | ON | OFF
lcoin 40credit : OFF| ON | OFF
lcoin S0credit ON | OFF OFF
lcoin 100credit OFF| OFF OFF
lcoin lcredit ON | ON
Token lcoin Z2credit OFF| ON
Ratio Icoin 4credit ' ON | OFF
Icoin bcredit \OFF, OFF
Coin for Exchange ON
Exchange Not Exchange OFF
: 2 |3l4]|5]6 7 8 ‘Note
Unlimited ON | ON | ON i
100,000 O0FF ON | ON
50,000 ON | OFF ON
Credit 40.000 OFF| OFF ON
Limit 30,000 ON | ON | OFF
20,000 OFF| ON | OFF 0
10.000 [oN| GFF OFH) a
5.000 OFF| OFF| OFF|
Credit Limit Displayed o
Display Undisplayed OFF
20,000 ON | ON
Coin In 10,000 _ OFF ON
Limit 5,000 ON | OFF ||
1,000 OFF| OFF|
Unlimited . ON | ON
Hopper 1,000 OFF| ON
Limit 500 ON | OFF
300 | ] OFF OFF
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5 8 Note
Skill Stop
Panel type €
Type D OFF
Skill Stop Used e
Not Used e
All Stop Used
Not Used T
Not used ON
OFF
Bonus gape 6
entry condition : 9 _
for 123 Bonus 12 e OFF
Not used ON
= — T T o
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PANEL TYPE (DIP SW [No.51 -1, 2)

COLLECT

¥-UP

W-UP  TAKE O O START  BET

START  BET

O

W-upP TAKE

¥ Setting 'Skill Stop of f' (Dip SW 5-3) makes
'All Stop’ Button inactive.
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Gnd.

Video Red 1 Video Green
Video Blue 2 Video Sync.
Speaker 3 SP.Gnd.
4
5
6
T
S¥ Service In 8
P1 SW Start 9
P1 SW Small/0dds 10
Pl SW Bet 11
P1 SW Take Score 12
P1 SW Double Up 13
14
15
Pl SW Big 16
17
S¥ Coin In 18 SW Key In
19 SW Token In
SW Analyzer 20 sw Confirm
SW Payout 21 SW Key Down
SW Hopper Empty | 2 2 SW Hopper Micro
Counter Coin In 2 3
Counter Key In 24
25
Counter Token In 26
Counter Hopper Out 2 7 | Counter Lack of Hopper
Counter Key Down 28
Lamp Start 29
Lamp Small/0dds 30
Lamp Bet 31
Lamp Take Score 3 2
Lamp Double Up 33
Lamp Big 34
35
36

Gnd.
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1 GND.
AC100V 2 GND.
IN 3 + 5V
Q@ Q 4 + 5V
5 +12V
6
7 Hopprer
8
GND. 9 GND.
GND. 10 GND.
—
Hopper Pay Out Hand SW

O O
Hopper Motor




