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License Agreement

IMPORTANT

Initial use of this product in a commercial or engineering environment indicates acceptance of the terms and conditions of this
License Agreement, and represents and warrants legal capacity to enter this agreement and authority to bind its employer. If
not in agreement with these terms and conditions, promptly return the package for refunding. This license is not a sale of
Mikohn Corporation (hereinafter MIKOHN) proprietary software or of the engineering concepts employed in the hardware. The
customer assumes the responsibility for product configuration, installation and intended results.

1. CUSTOMER OBLIGATION

The customer assumes full responsibility that the MIKOHN hardware and software received upon purchase meets the specifications,
capacities, versatility, capability and any other requirements of the customer. Furthermore, the customer assumes full responsibility for
the condition and effectiveness of the operating environment in which the products (hardware and software) are to function, and for
installation procedures.

2. COPYRIGHT

© MIKOHN Corporation, 1989-2001. All rights are reserved worldwide. No part of this publication may be reproduced, transmitted, stored
in a retrieval system, or translated into any foreign language without PRIOR written permission from MIKOHN. MIKOHN reserves all
rights to look, feel, and design of the company products, the company and product logos and trademarks. All MIKOHN software
programs are copyrighted, and are the exclusive property of MIKOHN. This includes the compression technology of the Storyboard Plus
Interpreter. Any attempt or action to reproduce, modify, encrypt, decompile, reverse engineer or otherwise attempt to interpret
existing code or engineering concepts is strictly beyond the intent of this agreement.

3. DISCLAIMER

Neither MIKOHN, nor its distributors, make any representation, either expressed or implied, with respect to liability for software or
products described in this manual, their quality, performance, merchantability, or suitability for any specific purpose. In no event will
MIKOHN, nor its distributors, be liable for direct, indirect, incidental, special, or consequential damages, including the
expressed warranty described in this document, resulting from any defect of the manual, software, hardware, or supporting
products. Furthermore, MIKOHN reserves the right to revise any of its publications, software or hardware and to make changes from
time to time, without obligation of MIKOHN to notify any person or organization of such changes. MIKOHN assumes no responsibility for
failure of the purchaser to receive such information, either in whole or in part. Publications could include technical inaccuracies or
typographical errors. As a result, the purchaser assumes the entire risk as to the quality and performance of the software and
products. The publications, software, and hardware are purchased "AS IS". Some states or countries do not allow an express or
implied warranty disclaimer; therefore this section may not apply.

4. LIMITED WARRANTY AND DISCLAIMER OF WARRANTY

All MIKOHN products, hardware and software, are covered by a limited one year warranty to the original customer. This license
warranty is transferable only if prior written permission is obtained from MIKOHN. If possession of the product or any portion of
the product is transferred to another party, the license agreement and this warranty is automatically terminated. The License Agreement
can only be extended to another party if written notification of such transfer is provided to MIKOHN, and the concurrence of MIKOHN to
the transfer. The warranty is void if any of the hardware or software components are serviced by an unauthorized technician or if
abnormal use has occurred. MIKOHN is under no obligation to replace or repair expendable items. The warranty begins as soon as the
product leaves the factory and is evidenced by the date noted on the sale receipt. MIKOHN assumes no responsibility for, and the
warranty does not include, damage done to any of its products during transportation and delivery. Should such damages occur in
transportation and delivery, the liability is between the carrier and the purchaser.

Enforcement of the warranty is under the sole discretion of MIKOHN. MIKOHN assumes no responsibility for coding or compiling
errors that may exist in its proprietary software programs. All vendor-supplied programs are provided "AS IS". Neither MIKOHN nor
its distributors, make any warranty, either expressed or implied, as to the quality and performance of these programs. Should any of
these programs prove defective, MIKOHN will not assume any cost for service, repair, correction, or lost revenue. These include
programs supplied by any outside vendor, such as IBM, Microsoft, or Tandy. MIKOHN warrants the media on which the software resides
to be free from defects in materials and workmanship for the period of one year, under normal use, to the original customer. The "normal
use" clause designates that the hardware and software has been installed according to the instruction procedures and proper care has
been demonstrated in maintenance operations. Normal use also includes operating MIKOHN equipment according to and within
specifications and design limitations.

MIKOHN reserves the right as final judge in any software or hardware arbitration. In no case, under any circumstance, will
MIKOHN assume liability for lost revenue.




5.  LIMITATIONS OF REMEDIES
MIKOHN's entire liability and the customer’s exclusive remedy shall be as follows:

A.

Transportation of defective software or hardware
The cost of transportation from the customer to MIKOHN is paid by the customer. The cost of transportation from MIKOHN to
the customer is paid by MIKOHN. MIKOHN assumes no liability caused by delay in either direction, to or from the customer.

Defective Software

In all situations involving performance or nonperformance of software during the one-year warranty period, the exclusive
remedy is at MIKOHN's discretion. Software must be returned to MIKOHN, or its distributor, with a copy of the receipt. All
such software will be examined by MIKOHN and a determination made. MIKOHN will replace software that it determines
defective and meets the warranty time period.

Defective Hardware

In all situations involving performance or nonperformance of hardware during the one-year warranty period, the exclusive
remedy is at MIKOHN's discretion. Hardware must be returned to MIKOHN, or its distributor, with a copy of the receipt. All
such hardware will be examined by MIKOHN and a determination made. MIKOHN will replace hardware that it determines
defective and meets the warranty time period.

Liability

In no event will MIKOHN or its distributors be liable for any damages, including interruption of service, lost profits,
lost savings, lost anticipatory profits, or consequential damages arising out of the use or inability to use any MIKOHN
or supportive products, even if MIKOHN or its distributors has been advised of the possibility of damages or any
claim by another party.

Limited Jurisdiction
Some jurisdictions do not allow the limitation or exclusion of liability clauses for incidental or consequential damages. In these
areas, the limitation or exclusion provisions may not apply.

6. APPLICATION OF WARRANTY

The warranty and remedies set forth above are exclusive and in lieu of all others, oral and written, expressed or implied. This warranty
may be appended or replaced by an authorized MIKOHN employee that is endorsed to make such modification, extension, or addition.
The warranty may not be appended or replaced by a distributor, agent, or unauthorized employee.

7. OTHER CUSTOMER RIGHTS
This license and warranty give the customer specific legal rights, along with the other rights that may exist from jurisdiction to jurisdiction.

8. LICENSE
Mikohn grants the customer a non-exclusive license to use its proprietary products subject to the following conditions:

A.

B.

Customer may make as many copies of the MIKOHN proprietary software as necessary for normal business practices or for
archiving purposes.

Customer may make any number of copies of original MIKOHN documentation for personal use or the instruction of other
employees of the original purchaser. All copies of the original documentation must contain the original copyright notice.

Customer may sell, give, or loan the complete product (hardware and or software) to another party and transfer the license
agreement by providing written notification to MIKOHN.

Customer is granted title to the medium on which the software is recorded (diskette or cassette) or stored (ROM, PROM,
EPROM, or similar unit) but not the title to the software or firmware.

Customer is granted title to the hardware, but not to MIKOHN's proprietary conceptual design or engineering logic
employed to create the hardware. The hardware may not be "reverse engineered” or otherwise disassembled in order
to study or examine the components for research purposes.

Customer may resell or distribute the software to another party provided the customer has purchased from MIKOHN one copy
of the software for each one sold or distributed.

MIKOHN hereby agrees to grant the purchaser a non-exclusive license to use its software and associated products, subject to
the terms and conditions set forth in this License Agreement.

Mikohn Corporation e P.O. Box 98686 e Las Vegas, NV 89193-8686 1-800-366-8449 « (702) 896-3890
FAX (702) 896-2461e www.mikohn.com
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MIKOHN CORPORATION OVERVIEW

There is a Mikobn product in every casino in the world. This simple statement is a testimony to the Mikohn
influence as a key supplier to the international gaming industry. Within its four core divisions, Mikohn
has a diversified portfolio that encompasses high-tech player tracking and management information
systems, an advanced system for the automation of table games, turn-key design and manufacturing for
high impact interior and exterior signage and lighting displays, and a wide and growing number of
proprietary specialty games.

SYSTEMS

Heralded as the dominant leader in progressive jackpot systems, Mikohn continues to expand its
offerings of sophisticated electronic systems to include the linking of multi-site casinos, advanced
management information and player tracking innovations, related module enhancements, and bonusing
technology.

TABLE GAMES

Mikohn continues to broaden its staple of proprietary table games, which include new branded specialty
games. Designed to bring variety to the gaming floor and attract players, these games encourage greater
play through their novel looks and concepts, progressive jackpot systems, and outstanding display
features.

GAMING OPERATIONS

The Mikohn slot division continues to create unique and different products that will stand on their own
merit. Mikohn will strive to introduce high margin products in games, predict and beat the changes in
the industry, and drive that change while building a strong base of products that will gain market share,
maintain a competitive edge, and focus on products with recurring revenue. Creating high demand and
competitive slot products with a strong emphasis in differentiation added entertainment value and
immediate brand recognition remains the focus of the Gaming Operations division.

EQUIPMENT SALES

As the pioneer and industry leader in the development of interior signage and displays in casinos,
Mikohn is renowned for its unique, sensory-stimulating displays. This specialized form of artwork
features multi-dimensional elements, thematic progressive displays, meters, robotics/animatronic
technology, and computer-coordinated sound and light shows. Mikohn can also customize slot glass to a
particular theme, color, and style, enhancing the overall effect of any game. The award-winning Mikohn
exterior lighting and signage design team invents displays that not only illuminate buildings, but also
magnify their presence and theme.

Mikohn Customer Service Mikohn Corporate Headquarters
Inside Nevada (702) 798-1942 920 Pilot Road
US excluding NV 1-800-798-1942 Las Vegas, NV 89119
FAX: (702) 263-2834 Telephone: 1-800-336-8449
E-mail: §00S ervice@mikobn.com (702) 896-3890

WEB: www.mikohn.com
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Mikohn would appreciate you taking a few minutes to respond to the items below so we can continue to
provide you with high quality products and the best possible service.

TODAY’S DATE: [/

ABOUT YOU

Name [] Mikohn Customer

Business ] Mikohn Employee

Position L] Testing Lab

Contact L] Compliance Department
Information [] Other

ABOUT THE DOCUMENT

Title

Part Number

Release/Revision Date

USEFULNESS EXCELLENT GOOD AVERAGE FAIR POOR

Double-click on the boxes to insert checkmarks.

¢ Appearance [] ] L] L] []

¢ Organization [] [] [] ] ]

¢ Easy to hold and store [] ] ] L] L]

¢ Durability (paper and binding) L] L] L] L] []

¢ Easy to read and understand [] [] ] ] L]

¢ Technical accuracy [] ] ] L] L]

¢ Timeliness |:| D D D D

¢ Improvement |:| |:| |:| |:| |:|

over previous versions

How did you receive this documentation?

With the product

E-mail from Mikohn

Postal mail
Mikohn employee. Who?
Other (explain)

HiNEEl

COMMENTS

PLEASE RETURN THIS FORM TO THE DOCUMENTATION DEPARTMENT CARE OF CUSTOMER SERVICE:

FAX: (702) 263-1771

PHONE: (800) 798-1942 or Las Vegas area (702) 798-1942

E-MAIL: 800Setvice@mikohn.com WEB: www.mikohn.com

POSTAL: Customer Service Attn: Documentation Dept., 920 Pilot Road, Las Vegas, NV 8911

7/18/2001
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1. About This Manual

This is a reprint of the PSP v2.0 Technical Manual 990-051-00, originally released in January 1994.
Formatting and style has been updated to current MIKOHN standards. Some outdated material has been
omitted, such as detailed discussions of using the Mitsuba Pocket PC. However, the information
essentially has not changed from the original document.

1.1 Who Should Use This Manual

This manual is designed for use by Service Technicians who set up MIKOHN progressive links in a
casino environment. Technicians will use the PSP program to configure MIKOHN Controllers (CON1
and CON2), which control progressive jackpot systems and associated displays. Appendix C, on
page 90, contains confidential system administrator information and should be distributed only to
qualified users.

1.2 Manual Contents
Each chapter is named after the page it represents. Page refers to each screen in the PSP program.

e Chapters 5 through 17 discuss every PSP page, except for Security Upload, which is
discussed only in Appendix C.

e Chapter 18 contains Troubleshooting information.
e Appendix A discusses Machine Protocols.
e Appendix B discusses how to configure a Random Bonus game.

e Appendix C is confidential and should be available only to system administrators. It
discusses Security Options for the PSP program.
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1.3 Conventions Used in This Manual{ XE "user manual:conventions" }

e Caution tells a reader to be careful with the components (such as hardware or software) he
or she is using.

e Casino (see Site).

e Machine refers to a slot machine, also called an EGM (Electronic Gaming Machine) in
some jurisdictions.

e TField refers to text options displayed on a page of the PSP program and which a user selects
to perform a specific function. An example is BASE VALUE, located in the Jackpot
Programming page.

e Figures are captures of PSP screens and are represented in inverse black and white for
easier printing and online reading.

o Interface Board refers to the communications board installed in each machine; also called
SMIB or Watchman, according to the jurisdiction.

e Note is for helpful and important information.

e Operator means the organization or persons running an establishment, such as a casino
(also called site). Operator also refers to the person or group responsible for the procedures
discussed in this document.

e Page refers to each screen in the PSP program. The information on each page displays
based on which controller (CON1 or CON2) you are using.

e User refers to the operator or any qualified member or affiliate of the operating
establishment.

e Site refers to a casino, operation, or venue; and is used interchangeably with these terms.
e Warning tells a reader to be careful so as not to get hurt.

® You is the person reading this manual or performing some action relevant to the system.

1.4 Reference Documentation
e CONZ2 User Manual Reprint, P.N. 950-010-00
e CONI1 Configuration Manual, P.N. 990-000-00

1.5 Getting Help

This manual is designed to provide complete instruction for using PSP v2.0. However, if you require
further assistance, contact MIKOHN Customer Service at 1-800-798-1942.
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2. PSP Overview

The MIKOHN controller units—Standard Controller (CON1) and SuperController (CON2)—are
sophisticated devices for overseeing the operation of progressive jackpot systems and associated display
signage. They are, however, dependent on user definition for progressive jackpot system performance.
There is no direct user interface built into MIKOHN controllers, so it is necessary to configure the units
via a computer with PSP installed.

PSP v2.0 is available as a standalone software package for use on any DOS- or Windows-based personal
computer or bundled with a palmtop PC. The program itself runs from the DOS prompt.

August 28, 2001 3 990-051-00



PSP v2.0 Chapter 3

Technical Manual Installation Overview

3. Installation Overview

Installation procedures depend on the selected MIKOHN components, the type of machines connected
to the system, and the desired mode of system operation. Read this manual carefully before proceeding
with the installation.

If there are problems with the installation, when you contact MIKOHN customer service have a
description of the problem, a list of the MIKOHN equipment used, and the make and model of
connected gaming devices.

3.1 Software Testing and Display Programming Considerations

Before proceeding to the next step in the installation process, consider the following point. It may be a
good idea to connect your computer and your controller in a testing area, away from the casino floor, in
order to familiarize yourself with software operation before programming for real-time jackpot systems.
If you do have this ability to program off-site, try to have the MIKOHN displays that the system will use,
such as the Photon Overheads or CHAMELEONS (CHAMI and CHAMII) connected to the controller as
well. This will give you visual confirmation that your programming with PSP software is correct.

Even if you cannot perform off-site testing or there is no connection to a controller and jackpot system,
first familiarize yourself with the PSP menus, options, and conventions before using the program. You
can program all pertinent progressive jackpot information and store that programming in memory for
future download to your system.

3.2 Connecting the Computer to the Controller

Both the CON1 and CON2 controllers interface with programming computers via DB-9 female RS-232
ports on the controller. Use the serial interface cable with a male DB-9 connector, which is available
from MIKOHN (P.N. 134-001-30).

e Connect the cable from the computer to the female DB-9 on the CON1.

e Connect the cable from the computer to the J4 connector on the CON2.
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3.3 Loading PSP Software on the PC
To use PSP, the computer must meet the following specifications:
e 8086-compatible running DOS v3.30 or higher
e Hard disk
e Configurable RS-232 serial port
To load PSP onto your computer, perform the following steps:
1. Turn on the computer and wait for the hard disk prompt C:\> to display.
2. Place the disk labeled MIKOHN:PSP2.0 in the 3.5" drive (usually A).

3. Type MKDIR PSP and press the ENTER key on the keyboard. This creates a subdirectory
on your hard drive for the PSP software files.

4. Type CD PSP to enter the new PSP subdirectory.

5. Type COPY A:*.* C:/V and press the ENTER key. This copies all the files on the MIKOHN
disk into the subdirectory PSP you created in step 3 above.

3.4 Software Startup

How you start and use PSP depends on the system on which the software is loaded. Section 3.4.1
explains how to start it from any DOS-based PC.

3.4.1 Accessing PSP Software on any DOS-Based PC

In section 3.3, you created a subdirectory on your hard disk named PSP and copied the program files to
the directory. To access and use PSP, perform the following steps:

1. At the C:\> prompt, type CD PSP and press ENTER on the keyboard.

2. Type one of the following batch file commands (depending on the controller you are using
for your progressive system) and press ENTER:

CONI1
CON2
CON2OLD (for CON2 software older than v3.0)

DISPLAY?2 (if you are using PSP to program CHAMELEONS, AGLs, MARKIs, or
MARK2s only and not for programming a controller for progressive system
information)

3. At the prompt, type the six-digit numeric password given to you by the system administrator
and press F10:

4. At the Configuration Screen prompt, press F1 to display the default path and progressive
system values.

5. Ifin step 2 you entered CONI1, the Jackpot Display Configuration menu shown in
Figure 4.1 opens. If you entered CON2, the Jackpot Display Configuration menu shown in
Figure 4.2 displays.
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4. PSP Program Overview

PSP is a menu-driven program that has specific operating conventions that apply to any page of the
program. This user interface allows you to learn how to use the software faster and make fewer errors in
data entry. The following sections discuss several operating conventions you will use with PSP software.
Figure 4.1 and Figure 4.2 show sample Main Menus for CON1 and CON2 system setups.

4.1 The Main Menu

The PSP Main Menu screen is a template of all the program pages. The top displays the program name,
version number, copyright information, and the date and time. In the middle of the screen is the data
entry area or menu/submenu selection area. The function key indicators (such as F5) are after that. The
bottom of the screen is a message area. The lower right area of the screen shows what page is currently
open (for example, page 1 for the Jackpot Programming page).

Most PSP pages have fields that you can edit. Enter values for fields and press the SEND function key
to send data to the controller and affect the progressive jackpot system operation. The 10 submenu

fields displayed on the PSP Main Menu for a CON1 are the same for both the CON1 and CON2. The
CON2 Main Menu lists four additional submenu fields that are specifically for use with the CON2. To
access a program page, press the key that corresponds to it.

The following is a list of all available pages. Each page is a link to the section in this manual where it is
explained.

e Jackpot Programming, page 11

e Jackpot Summary, page 20

e Symbols and Currency Setup, page 23
® Message Programming, page 25

e Odometer Control, page 38

e Multiple Controller Setup, page 43

e Clear/Reset Current Jackpot, page 46
e Controller Test Modes, page 49

e Time/Date Setting, page 57

e After Jackpot Increments, page 59

e Jackpot Hit Summary, page 61

e [Extra Coin Play, page 62

e Security Upload, page 92

e Denomination, page 64
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% Command Prompt - con1_bat =] B3

P. 5. P. SENDI1
Verzion 2.808
COPYRIGHT 1991, MI KOHHN IHGCGC.
Wed Jun 28 11:19:88 2881

JACKPOT DISPLAY CONFIGURATION

Jackpot Programming Multiple Controller Setup
Jackpot Summary Clear~Reset Current Jackpot
Symhols And Currency Setup Controller Testmode

Message Programming TimesDate Setting

Odoneter Control After Jackpot Increments

SEND LOAD CHAM HELP EXIT Controller 1
F1 F2 F3 F4 5 F6 F? F8 F? FiAa
| MESSAGES |

Figure 4.1 PSP Main Menu CON1

%% Command Prompt - con2.bat =1 E3

_——=
F. 8. P SEMNDZ
Uerzion 2.88
COPFPYRIGHT 19 %91, HIKOHMN IHNC.
Wed Jun 28 11:27:54 2801

JACKPOT DISPLAY ONFIGURATTION

1. Jackpot Programming Controller Testmode

2. Jackpot Summary TimeDate Setting

3. Symbols And Currency Setup After Jackpot Increments
4. Message Programming Jackpot Hit Summary

5. Odometer Control Extra Coin Play

6. Multiple Controller Setup Security Upload

7. Clear~Reset Current Jackpot Denomination

SEND LOAD CHAM HELP ERIT Controller 1
Fi F2 F3 F4 F5 F6 F? F& F? Fi@

| MESSAGES |

Figure 4.2 PSP Main Menu CON2
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4.2 Function Keys

All PSP pages use the keyboard function keys (such as F1 and F2) for certain actions. Throughout all
PSP pages, you will see function keys labeled F1 through F10 listed horizontally across the bottom of
the page menu. Not all function keys are enabled on every page. If there is no action listed above the
function on screen (such as SEND above F1), that function key is not usable on that page. For example,
on the PSP Main Menu, F4 through F8 have no corresponding action word above them, so on that page
they do not serve any purpose.

Several function keys have the same use on all pages. Because the F1 SEND, F2 LOAD, F3 CHAM, F9
HELP and F10 EXIT functions serve the same purpose regardless what controller you are using, the
definitions for these keys are not repeated. They are described in this chapter only, in the following
sections.

421 E1SEND

Use F1 to download (SEND) data from the computer to the controller. From the Main Menu page,
press F1 to send all the stored data entered for pages 1,3,5,6,9, and A. When you press F1, the following
message displays:

PLEASE WAIT!!
SENDING CONFIGURATION DATA

If the download is successful, no message displays in the message area and, if the controller is connected
to a display, you will see the data from the CURRENT JP field display for the associated jackpot group.
If the download is unsuccessful, see Troubleshooting, on page 69.

422 F2LOAD

Use F2 to upload (LOAD) data from the controller to the computer. The controller information is
stored in its EPROM chip. From the Main Menu page, press F2 to load all the stored data for pages
1,3,5,6,9 and A in the controller RAM to the computer. When you press F2, the following message
displays:

PLEASE WAIT!!
LOADING CONFIGURATION DATA

If the upload is successful, no message displays. The values will change for one or more fields in the
screen’s data area. If the upload is unsuccessful, see Troubleshooting, on page 70.

4.2.3 E3 CHAM

Use F3 to send only the message files stored in the computer to a CHAMELEON visual display. You can
use this function when the computer is connected either to the controller or to the display’s logic PCB
RS-232 serial port. Use this function if you accessed PSP with the CON1 batch file, CON2 batch file
(CON2 v3.0 or higher), CON2OLD batch file (CON2 software older than 3.0), or DISPLAY2 batch
file (programming CHAMELEONS, AGLs, MARK1s, or MARK2s directly). This function can also be
used when the display is informational only and is not connected to a progressive jackpot system.
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424 F9HELP

Use F9 to open the Help file associated with the displayed page. You can press F9 any time to see a
short explanation of what the page does, what the values mean, and what actions are affected by the
other function keys. You can press the ESC key on the keyboard to exit the Help menu.

4.2.5 F10 EXIT

Use F10 to leaves the Main Menu and bring up the Save option prompt before returning to the
computer operating system. F10 is the universal escape key for every page of PSP. When you are done
with a program page, press F10 to automatically return to either that page menu or the Main Menu.
When you do so, the following prompt appears.

Select exit options menu

(Esc) Exit without file save
(F1) Enter configuration file
(F2) Save configuration file on Exit

The exit mode you choose depends on what you want to do with the data you entered during a PSP
session. Any time you access PSP, you are prompted for a path to the subdirectory holding any saved
files. If you have saved files and want to update them (rather than use the default files), select the path
option when the prompt displays. This feature is particularly helpful when you want to program
progressive system information off-site (away from the casino floor) then download the information
quickly when you are onsite. See the following list for exit options:

Esc

To exit without saving all the entries and upload data from the controller, press ESC or ENTER
on the keyboard. The program exits to the operating system without saving the information.

F1

To save the entries and upload data, press F1. At the prompt, type a subdirectory path and name
for the data. Entering a subdirectory name without defining a path to another subdirectory is
permissible; the named subdirectory will be on the first level of the PSP subdirectory. All the
data from this session is saved in the named directory.

F2

If you entered the program using an existing path and you want to save the current data to that
subdirectory, press F2. The data files write to the subdirectory, automatically overwriting any
existing files with the same names.

4.3 Message Section

At the bottom of each PSP page is a message display area. It shows error messages, program status
messages, and other pertinent data while you use PSP. These messages can be helpful when you are
having problems uploading or downloading information to the controller from the computer.
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4.4 Arrow Keys

For program pages (such as Jackpot Programming and Odometer Control) that have data
entry/definition tables, the arrow keys on the keyboard move the cursor on the screen to the digit you
want to change. The cursor follows the action dictated by the up, down, left, and right arrow keys and
will scroll to the beginning, end, top, or bottom when the end of a column or row is reached.
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5. Jackpot Programming

When you select option 1 on the Main Menu, the Jackpot Programming page displays. This page allows
you to define and edit progressive jackpot information stored in the controller memory for all jackpot
groups. Use this page to define jackpot groups and the jackpot information associated with the group.

Of all the PSP pages, the Jackpot Programming page is the most important. Most of the other program
pages support the information defined within this page. You will use it when you first set up your
progressive system and will continue to access the program for editing purposes. Therefore, it is
extremely important to read and understand all the aspects of function and field definitions presented in
this section before moving to other sections of the manual.

/%% Command Prompt - con1.bat =l B3

-——
P. 5. P. SENDI1
Uerszion 2.048
COPYRIGHT 1972921, MIKOHN INGC.
Wed Jun 28 14:37:25 2801

JACKPOT PROGRAMMING

BASE UALUE : [9.06008,. 000,00
CURRENT JP : AP Paa,.ARA _aa
HIDDEN JP : B8, 000,888 .88
JP LIMIT : 68,000,960 .88
INCREMENT 1 : BA_AAA BAA A8
INCREMENT 2 : BA.AA6 BAA B8

SEND LOAD SNGL M-8@ 3sec JP@ 5555 MNOFL HELP EXIT
Fi F2 F3 F4 F5 F& F? F8 F9 Fi@ Page 1
| MESSAGES |

Figure 5.1 Jackpot Programming CON1

!?% Command Prompt - con2.bat [_[Of x]

=
P. 5. P SEND2Z2
Uerzion 2.08
COPYRIGHT 19291, MIKOHN INGC.
Wed Jun 28 11:35:59 28681

JACKPOT PROGRAMMING

BASE UALUE : [9.060.6800.08
GURRENT JP : 00084, 800 .08
HIDDEN JP : 86,060,688 .68
JP LIMIT : 0. 084,900 . AA
INCREMENT 1 : B6.986 BBA BA
INCREMENT 2 : BO.888 BBE B8

SEND LOAD SNGL M-B8 3sec JPB 5555 MSBB HELP EXIT
F1 F2 F3 F4 F5 Fb F? F8 F? F18 Page 1
| MESSAGES |

Figure 5.2 Jackpot Programming CON2
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5.1 Jackpot Programming Function Keys

In Page 1, you view and change progressive jackpot information for the jackpot groups under the
controller’s direction. Such jackpot attributes are: Jackpot Base Value, Current Jackpot Amount, Hidden
Jackpot Amount, Jackpot Maximum Limit, Primary Jackpot Increment Amount and Secondary Jackpot
Increment Amount. Additionally, this page allows you to define the types of progressive jackpots to be
used, the machine types associated with the progressive jackpot system, the length of the jackpot signal
(in milliseconds or seconds) from machines, the jackpot display as currency or coin, the machine serial
communication protocol (CONZ2), and the flash rate of connected Photon signs (CONT).

This section describes each of the function keys available from the Jackpot Programming page. The
definitions indicate where functions vary according to the type of controller.

5.1.1 F3 Jackpot Type

Use F3 to define the jackpot type for a particular jackpot group. The types are listed in the following
sections.

SNGL

SNGL creates a single jackpot for one jackpot group. If you choose this option, there is only
one jackpot game and only JPO is available (F0).

ARRW

ARRW is a special jackpot that has high and low jackpots. Both jackpot amounts are displayed
above the gaming machines and a graphic arrow device shows which is the active jackpot. The
arrow switches between the two jackpots as coins are wagered; the switching is controlled by a
defined flip rate (see FLIP RATE on page 22). If you choose this option, there is only one
jackpot game; however, you must enter data for JPO and JP1.

HIGH

HIGH is the same as ARRW except the flip rate is ignored and highest jackpot is always the
selected one. As with ARRW, there is only one jackpot game; however, you must enter data for

JP0 and JP1.

MANY

MANY allows up to four jackpot games to be controlled, which means control of up to four
different jackpot groups. When set to MANY, you can configure jackpot information for JPO,
JP1, JP2, and JP3. ARRW, HIGH, and the HID (hidden) jackpot types cannot be used in this
mode and data entry into the HIDDEN JP field is ignored. The CONZ2 has up to eight jackpot
games/groups under its management.
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Hidden Jackpots (HID1, HID2, HID3)

HID (hidden) jackpots are a special game type that maintains player interest affer a jackpot is hit
for a group. A lower reset value (BASE VALUE) might not be enough to interest players until
the current jackpot amount is built up again. Hidden jackpots help ensure the reset value is high
enough to encourage continued machine play even after the “big” jackpot is hit.

HID1 (Hidden Type 1)

If you choose HID1, you must enter data for the HIDDEN JP field. Enter an amount
determined from hold percentage analysis. If you are using two jackpot groups on the CON1 or
two or more on the CON2, press the F6 function key to access the additional jackpot groups
and enter data for them.

During game play on the machines associated with the HID1 jackpot groups, the percentage
defined by the value you entered in the INCREMENTT1 field for the group is contributed to
both the CURRENT and HIDDEN jackpot amounts as players wager coins. Both CURRENT
and HIDDEN jackpot amounts are limited by the value defined for the JP LIMIT field.

When a player hits a jackpot, the game awards the player the CURRENT jackpot and the
controller moves the amount in the HIDDEN JP field to the CURRENT JP field. The BASE
VALUE then moves to the HIDDEN JP field. The INCREMENT1 value contributes to and
the JP LIMIT field limits the new values for CURRENT and HIDDEN jackpots.

CON1: HID1 limits the number of jackpot games/groups to two, JP0 and JP2. PSP uses
jackpot group JP1 to store the data for the hidden jackpot of JP0O and uses JP3 to store
the data for the hidden jackpot of JP2.

CON2: HID1 limits the number of jackpot games/groups to four, JPO, JP2, JP4, and
JP6. Jackpot groups JP1, JP3, JP5, and JP7 are used for data storage.

HID2 (Hidden Type 2)

For both the CON1 and CON2 controllers, HID2 limits the number of jackpot games/groups
to two, JP0 and JP1. JP2 stores the data for the hidden jackpot of JP1.

HID?2 allows you to have one jackpot game/group with no hidden value (JP0O) and one jackpot
game/group with a hidden value (JP1). The former operates just like the SNGL jackpot type, a
hit awards the player the CURRENT jackpot amount and moves the BASE VALUE amount to
the CURRENT JP field.

The hidden game of HID2 operates like the game for HID1. In the event of a jackpot hit, the
CURRENT jackpot amount is awarded to the player, the value of the HIDDEN JP field is
moved to the CURRENT JP field, and the BASE VALUE field value is moved to the
HIDDEN JP field. The INCREMENT1 value contributes to and the JP LIMIT field limits new
values for CURRENT and HIDDEN jackpots.

CONT1: PSP ignores JP3
CONZ2: PSP ignores JP3 through JP7
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HID3 (Hidden Type 3)

HID3 allows you to have hidden jackpot games in which the increment values for HIDDEN
jackpots are different from the increment values for the CURRENT jackpots. This configuration
provides for a fine-tuned house hold.

Specifying hidden jackpots requires more preliminary work to set the house hold percentage
calculations than other jackpot types. It also requires planning physical jackpot groups based on
the available group that the software can control.

2BET

CON1: Limits the number of jackpot games/groups to two, JP0 and JP2. However, the
data screens for jackpot groups JP1 and JP3 are available and you input values for the
INCREMENT1, INCREMENT?2, and JP LIMIT fields. You configure JPO and JP2 as
normal, entering data for the BASE VALUE, CURRENT JP, HIDDEN JP, JP LIMIT,
INCREMENT1, and INCREMENT?2 fields. However, the values for INCREMENT1,
INCREMENT?2, and JP LIMIT of the JPO screen apply only to the CURRENT JP field,
as shown here:

JP1: INCREMENTI, INCREMENT2, and JP LIMIT fields apply to the JPO
HIDDEN JP

JP2: INCREMENTx and JP LIMIT fields apply to JP2 CURRENT JP
JP3: INCREMENTx and JP LIMIT fields apply to JP2 HIDDEN P

CONZ2: Limits the number of jackpot games/groups to four: JPO, JP2, JP4, and JPG.
Jackpot groups JP1, JP3, JP5, and JP7 are accessible, but you input values only for the
INCREMENT1, INCREMENT?2, and JP LIMIT fields.

JP1: INCREMENTX and JP LIMIT fields apply to JPO HIDDEN |P
JP3: INCREMENTx and JP LIMIT fields apply to JP2 CURRENT JP
JP5: INCREMENTx and JP LIMIT fields apply to JP4 HIDDEN P
JP7: INCREMENTx and JP LIMIT fields apply to JP6 HIDDEN P

2BET applies only to the CON2. It is a jackpot type reserved for gaming devices that allow an
additional wager after the game is completed. When set to 2BET, the CON2 can control up to
four jackpot games/groups (JPO through JP3). JP4 through JP7 are accessible but have no
function and require no data entry.
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5.1.2 F4 Machine Type

Use F4 to inform the controller the machine types connected to a particular jackpot group. Not all
gaming devices send the same electronic signals to notify the controller of various game events. Each
manufacturer’s game has different pulse patterns and durations to signify and coin-in, coin-out, or
progressive jackpot hit.

F4 allows you to define up to 20 machine types so the controller can recognize their particular electronic
signals. Machines types show on screen as M-xx, where xx is a value 00 through 19. Appendix A:
Communication Protocols, on page 71, lists the machine type codes you need to enter for the jackpot
group you are configuring.

5.1.3 F5 Jackpot Signal Time

Use F5 to adjust for differences in the pulse time length for a jackpot hit on a machine. Gaming
machines differ and there is no standard for duration of the jackpot hit signal various machine types
send. F5 allows you to define 10 jackpot signals. The following table shows the definition of the
displayed values.

Table 5.1 Jackpot signal length definitions

Displayed Time
50ms 1/50 second
.5s Y2 second
1sec 1 second
1.5s 1 Y2 second
2sec 2 seconds
3sec 3 seconds
4sec 4 seconds
5sec 5 seconds
6sec 6 seconds
Tsec 7 seconds

5.1.4 F6 Jackpot Group

Use F6 to select the jackpot group to configure. The jackpot groups available for configuration depend
on which jackpot type you have selected with the FF3 function key. The CON1 can manage four groups,
and the CON2 can manage eight groups. Section I3 Jackpot Type, on page 12, discusses how to
configure the jackpot type.
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5.1.5 F7 Currency/Coin

Use F7 to set whether a progressive jackpot hit will display in currency or the number or coins to be
paid. Casinos should determine which format to use based on the game’s denomination. For example, if
the game denomination is small, such as a nickel jackpot, a currency display may not seem very high to
players. In this case, a coin payout display might be more effective in gaining player interest.

There are two considerations for setting a jackpot group to either a currency or coin format: the
Currency Symbol and the values for the INCREMENT1 and INCREMENT? fields.

If F7 is set to currency ($$$%), you must access the Symbols and Currency Setup page (see page 23) to
define the type of currency being used in the game and display format of the jackpot amount.

Currency and coin settings increment the jackpot amounts differently, so how you set F7 affects the
CURRENT and HIDDEN jackpot amounts. Refer to the Increment Calculation Rate on page 19 for a
complete description of increment calculations before you set a jackpot group to currency or coin or
define INCREMENT1 and INCREMENT?2.

5.1.6 F8 Photon Flash (CON1)

Use I8 for CON1 progressive systems that include Photon displays to instruct displays connected to a
patticular jackpot game/group to flash on and off. Values for F8 include:

NOFL: instructs the Photon displays not to flash at all

FLS1 — FLS9: flash rate instructions, a value of 1 being the fastest flash rate and 9 the slowest

5.1.7 F8 Serial Protocol (CON2)

Use F8 for CON2 progressive systems to assigh the communication protocol the CON2 will use to
connect to gaming devices. Values range from MS00 to MS22, and the setting depends on the machine
connection. See Appendix A: Communication Protocols, on page 71, for a complete listing of gaming
devices and their corresponding serial protocol code.

NOTE:

The CONTI is capable of some of the same communications with the addition of the
Gateway interface PCB and appropriate firmware.

Unlike the CONT1, you configure the Photon Flash rate for a CON2 from
program page 2, Jackpot Summary.
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5.2 Jackpot Programming Data Fields

5.2.1 BASE VALUE

A 10-character numeric field for defining the base reset value for a progressive jackpot associated with a
particular jackpot group. When the jackpot type is defined as a SNGL (single; see F3), this value will
replace the CURRENT JP amount on the display as a value in the page after a progressive jackpot hit.

When the Jackpot Programming page is first accessed, the cursor displays in the first character of this
tield, ready for data entry. The value of this field cannot exceed the JP LIMIT value.

5.2.2 CURRENT JP

A 10-character numeric field for defining the current progressive jackpot amount to display for the
associated jackpot group. The value of this field cannot be greater than the JP LIMIT value.

5.2.3 HIDDEN JP

A 10-character numeric field for defining the hidden progressive jackpot amount. If a jackpot group has
been configured as a hidden type (HID1, HID2, or HID3), you must complete this field. If the jackpot
type 1s defined (using F3) as SNGL, ARRW, HIGH, or MANY, this field is not used. The value of this
field cannot be greater than the JP LIMIT value.

524 JPLIMIT

A 10-character numeric field for defining the maximum progressive jackpot amount for the associated

jackpot group.

5.2.5 INCREMENT1

A 10-character numeric field for defining the primary increment to the CURRENT JP of a jackpot
group for each coin wagered in machines connected to the controller. This field dictates the
contribution to the progressive jackpot for each coin wagered on the game. For example, if set to
00.010 000 00 for a jackpot group configured for currency with a one-dollar denomination base, $0.01
would be contributed to the CURRENT JP for every coin wagered by the player.

The value defined for this field is dependent the F7 function key setting. Refer to the Increment
Calculation Rate instructions on page 19 before assigning a value to this field.
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5.2.6 INCREMENT2

A 10-character numeric field for defining the secondary increment to the CURRENT JP of a jackpot
group for each coin wagered after the CURRENT JP reaches the amount defined for the JP LIMIT
field. This field allows you to set a variable contribution to the game that will maintain player interest
after the JP LIMIT is reached without negatively affecting the house hold. For example, if the JP LIMIT
is set to $10,000.00, the INCREMENT1 is 00.010 000 00, and the INCREMENT2 is
00.005 000 00 for a game set to currency play with a base denomination of one dollar, then while the
CURRENT JP value is below $10,000.00, $0.01 is contributed for each dollar wagered. When the
CURRENT JP value reaches $10,000.00, the increment contribution to the jackpot drops to $0.005 for
each dollar wagered.

If the value of this field is set to all zeros, there is no further increment of the CURRENT JP amount
after it reaches the value of the JP LIMIT field.

The value defined for this field is dependent on the F7 function key setting. Refer to the
Increment Calculation Rate instructions on page 19 before assigning a value to this field.
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5.3 Increment Calculation Rate

Before you set the values for the INCREMENT1 and INCREMENT?2 fields for a jackpot game/group,
use the F7 function key to determine the display format, Currency or Coins. The formulae for both
display types and examples are listed below.

5.3.1 Currency Format Calculation

When F7 displays as $$$9, the Currency format is selected. To figure out the INCREMENT1 and
INCREMENT?2 rates for currency displays, you must know the progressive percentage rate and
machine denomination. The calculation formula is:

Currency Increment Rate = Denomination * Progressive Rate

Example 1

A dollar ($1.00) link has a progression rate of 5% (0.05). The increment rate per coin played is
$1.00 * .05 = $0.05, which means 5 cents per coin in. You would enter this as an INCREMENT1
and/or INCREMENT?2 value of 00.050 000 00.

Example 2

A quarter ($0.25) link has a progression rate of /2 of 1 percent (0.005). The increment rate is figured as
0.005 * 0.05 = .00025. You would enter this as 00.000 250 00.

5.3.2 Coin Format Calculation

When F7 displays as COIN, the Coin format is selected. To figure out the INCREMENT1 and
INCREMENT?2 rates for coin displays, you must know only the progressive percentage. The calculation
formula is:

Coin Increment Rate = Progressive Percentage/100

Example 1

A dollar ($1.00) link has a progression rate of 5% (0.05). Increment rate = .05/100 = .0005. You would
enter this as 00.000 500 00.

Example 2

A quarter ($0.25) link has a progtession rate of 5%. Increment rate = .05/100 = .0005. You would enter
this as 00.000 500 00. Note that this is the same as Example 1 because the denomination is not relevant.
Example 3

A nickel ($0.05) link has a progression rate of Y2 of 1 percent (0.005). Increment rate = .005/100 =
.00005. You would enter this as 00.000 050 00.
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6. Jackpot Summary

When you select option 2 on the Main Menu, the Jackpot Summary page displays. This page allows you
to edit progressive jackpot summary information stored in the controller’s memory for all jackpot
groups. When you use either the CON1 or CON2 controller, you can include this data in attract mode
messages for CHAMELEON displays. For the CON2, this page also allows you to designate Random
Bonus jackpot status for any of the eight jackpot groups and the toggle for the Photon flashing and
speed. Figure 6.1 shows the page display for a CONI1 setup, and Figure 6.2 shows the page for a
CONZ2 setup.

ME Command Prompt - conl_bat =] 3

. P.
Uersion 2.88

COPYRIGHT 192921, MIK
Wed Jun 26 14:5%:32 2881

JACKPOT SUMMARY

MACHINE TOTAL : [E9.000,08008.808
JACKPOTTOT : BO.000. 008 .B80
DENOMINATION : BO.BA

FLIP RATE = 88

JP COUNT : BB B0

OHN INGC.

SEND -———— JP8
Fi F2 F3 F4 F5

F6 F?
| MESSAGES |

Figure 6.1 Jackpot Summary CON1

ME Command Prompt - con2_bat =]

S. P SEND

Uersion 2.88
COPYRIGHT 1991, MIK
Wed Jun 20 15:81:84 2881
JACKPOT SUMMARY
MACHINE TOTAL = B?.777.777.77
JACKPOTTOT N o

27.7?

DENOMINATION
FLIP RATE = ??

OHN INGC.

SEND LOAD ——— HNOFL —— HELP EXIT
Fi F2 F3 F5 F6 F? F8 F9 FiB Page 2
| MESSAGES |

Figure 6.2 Jackpot Summary CON2

August 28, 2001 20 990-051-00



PSP v2.0 Chapter 6
Technical Manual Jackpot Summary

6.1 Jackpot Summary Function Keys

The following section outlines only those function keys unique to the Jackpot Summary page. Standard
keys, such as F1, are not discussed. Function keys F2, F5, F6, F7, and F8 are inoperable in this page.
Note: The F2 LOAD option is available in the CON2 page but not in the CON1 page (instead, it is
located in page 1, Jackpot Programming).

6.1.1 F3 Attract Mode

Use F3 to define whether the MESS.DO message programmed in the controller will display on
CHAMELEON signage after a two-minute idle state. (The MESS.DO message contains custom display
information; see Message Programming.) F3 is an on/off toggle switch. If it displays ----, the MESS.DO
message will not cycle or display. If you select MESG, the MESS.DO message will cycle or display on a
CHAMELEON after being an idle state for two minutes.

6.1.2 F4 Jackpot Group CON1

Use F4 for the CONI1 to define which jackpot group data is being configured in this page. Four values
are available; JPO through JP3, depending on the setting of the jackpot type. When you select a jackpot
group and press F1 to send the data, only the selected jackpot group is affected. You cannot send the
defined data on this page to all jackpot groups at once; you must perform the F4, F1 cycle for
each group.

6.1.3 F4 Photon Flash CON2

Use F4 for the CON2 to define whether in-machine Photon displays will flash in idle state and at what
speed. Values for F4 are NOFL, which instructs the Photon not to flash at all, and flash rate instructions
from FLS1 to FLS9, with a 1 being the fastest flash rate and 9 the slowest.

6.1.4 F5 Random Jackpot

Use F5 for the CON2 setup only to specify which of the eight jackpot groups will be random jackpot
games. Values for F4 range from ---- to RAND1 through RANDS. The use of random jackpot games
requires the correct EPROM version installed in the controller. See Appendix B: Random Bonus
Jackpot Game Programming, page 80, for information on using and programming random bonus
jackpots for a progressive system.
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6.2 Jackpot Summary Data Fields

6.2.1 MACHINE TOTAL

A 10-character numeric field for defining the total amount paid (in currency) from all gaming machines
connected to the controller. This value is derived by multiplying machine denomination by the total coin
out.

6.2.2 JACKPOTTOT

A 10-character numeric field for defining the progressive jackpot total amount paid by all
machines/jackpot groups. This value is derived by multiplying machine denomination by the jackpots
paid amount (coin out).

6.2.3 DENOMINATION

A four-character numeric field for defining the denomination of the machines connected to the
controller.

6.2.4 FLIP RATE

A two-character numeric field for defining the number of coin-in pulses necessary to change the arrow
display from one jackpot amount to the other when a jackpot has been defined as ARRW. This value
tells the display when to flip. If the ARRW jackpot definition is not being used, do not configure
this field.

6.2.5 JP COUNT

A four-character numeric field, displayed only for a CON1 setup, for defining the total count of the
progressive jackpots that have been hit. This is a count of jackpots and should not be confused with the
JACKPOTTOT, which defines the amount of money won.
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7. Symbols and Currency Setup

When you select option 3 on the Main Menu, the Symbols and Currency Setup page displays. This page
allows you to define the currency type displayed and configure the display format of currency symbol
placement and numeric information. You will assign a value only if you have configured the jackpot
group to show Cutrrency rather than Coins (F7 Cutrency/Coin from the Jackpot Programming page).
There are no editable data fields for this page. The field only indicates the display configuration chosen
with the various function keys. The page display is similar for both the CON1 and CON2, except for
the CON2, there is an F2 LOAD capability. Figure 7.1 shows the Symbols and Currency Setup page for
the CON2.

ME Command Prompt - con2_bat _ O] x|

. 85_ P
Version 2.688

COPYRIGHT 1991, MIK

Thu Jun 21 11:12:36 2881

SYMBOLS AND CURRENCY SETUP

OHMN INGC.

CURRENCY 10,000.000.00 $

SEND LOAD SYM+ SYM- SUF  THOU DP DECM HELP EXIT
Fi F2 F3 F4 F5 Fé F? F8 F9 Fil
| MESSAGES }

Thu Jun 21 11:10:28 2801 — Default error, Check controller H 1

Figure 7.1 Symbols and Currency CON2

7.1 Symbol and Currency Function Keys

This section outlines only those function keys unique to the Symbol and Currency page. Standard keys,
such as F1, are not discussed.

7.1.1 E2LOAD

F2 LOAD is available on the CON2 page display only.

7.1.2 E3 SYM+

Use F3 to scroll forward through the currency options and select the one you want to display with
jackpot information on a CHAMELEON display. (Photon displays show only numeric information and
cannot show currency symbols.) There are 30 currency options. The default symbol is the dollar sign (§).

7.1.3 F4 SYM-

Use F4 to scroll backward through the currency options and select the one you want to display with
jackpot information on a CHAMELEON display. (Photon displays show only numeric information and
cannot show currency symbols.) There are 30 currency options. The default symbol is the dollar sign (§).

7.1.4 ES5 Prefix/Suffix

Use F5 to place the currency symbol to the left (PREfix) or to the right (SUFfix) of the progressive
jackpot amount.
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7.1.5 E6THOU

Use F6 to define the separator symbol (space, comma, or period) for thousands.

7.1.6 F7 Decimal Point

Use F7 to define the character (comma, period, or dollar sign) that distinguishes the currency’s decimal
amounts. Assign a Decimal Point value if F8 is set to DECM.

7.1.7 F8 Decimal/lnteger

Use F8 to define whether the jackpot amount is a decimal number (fractional amounts of the currency)
or an integer (no decimals). The choices are DECM or INTG, and the default is DECM. This setting is
critical to the jackpot amount display. Before you set this option, read sections 5.1.5, F7 Currency/Coin
and 5.2, Jackpot Programming Data Fields.

When you change the setting from DECM to INTG, the default data field changes from $10,000,000.00
to $1,000,000,000. A setting of INTG multiplies all numeric fields in pages 1,2,7, and A (and C for the
CON?2) by a factor of 100 because you have eliminated fractional amounts from currency displays.

Example

Assume that on page 1, Jackpot Programming, you have defined the base amount for a jackpot group as
00,005,000.00 in the BASE VALUE field. If the function key F8 on page 3 is set to DECM, that base
value is equal to $5,000. If, on the other hand, F8 is set to INTG, that base amount is actually $500,000,
an increase factor of 100.

The same holds true for increment amounts. Assume that you have defined a jackpot group with a
denomination of $1.00 and an increment rate of .01. If F8 is set to DECM, the actual increment would
be one cent for each dollar wagered on the machines part of that jackpot group. If the setting of I8 is
INTG, the increment would be $1.00 for each $1.00 wagered.

When you change the F8 setting, make sure to observe the display of the jackpot amount and increment
to verify that the jackpot groups are behaving the way you configured them.

August 28, 2001 24 990-051-00



PSP v2.0 Chapter 8
Technical Manual Message Programming

8. Message Programming

When you select option 4 on the Main Menu, the Message Programming page displays. This page lets
you create and edit messages for CHAMELEON displays associated with your progressive jackpot system.
This page is the same for both the CON1 and CON2. Message programming gives operators the ability
to increase player interest in the progressive jackpot system and use the displays for eye-catching
advertising. Real-time jackpot win amounts and machine payout summary information can be included
in messages for even greater player interest.

The person who programs messages must pay strict attention to details because there are dozens of
message presentation formats available. In order to use this feature to its full advantage, the user must
read and practice the information presented in this chapter.

"% Command Prompt - con2.bat [ [O] ]

F. 5. P SEND?2
Uersion 2.68
COPYRIGHT 192921, MI KOHN INGC.
Thu Jun 21 13:53:56 2861

MESSAGE PROGRAMMING

1. JACKL.DO 5. JPOT.DO
2. JACK2.DO 6. MESS.DO
3. JACK3.DO 7. DEMO.DO
4. JACK4.DO
SEND INIT ERAS SDEM PATH HELP EXIT
F1 F2 F3 F4 F5 F6 F? F8 F9 Fi8 Page 4
| MESSAGES |

Figure 8.1 Message Programming
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8.1 Message Programming Function Keys

Function keys F2, F6, and F8 are not functional on the Message Programming page. F1 has a unique
function here. Before using the function keys, program the messages for your progressive system. Use
the information in this section after you have created your message files.

8.1.1 EF1SEND

Use F1 to send the message data you have programmed for the JACKx.DO, JPOT.DO, and MESS.DO
from the computer to the CON1/CON2 controller. Pressing F1 does not send the DEMO.DO file.
The files are selected from your personal subdirectory or from the CON1/CON2 subdirectory if you do
not maintain personal data.

After you press F1, the message area at the bottom of the screen shows the message Sending file
XxXX, where xxxx stands for the names of the programmed message fields.

8.1.2 E3INIT

Use F3 to initialize all the JACKx.DO and MESS.DO message files in your computer subdirectory.
Initialization means erasing all data, leaving only a default text string in the JPOT.DO file. Before you
initialize files, consider the consequences: after the message files are initialized, they are irretrievably lost.
You will have to re-enter new messages for all the files or call up stored message files with the 7 PATH
command.

If you are not using a special subdirectory to save your personalized data, press F3 to initialize the
CON1/CON?2 subdirectory JACKx.DO and MESS.DO message files. The following messages appeat:

CAUTION: This will destroy all existing data files

Select <F3> to confirm or any other key to quit
Press F3 again to confirm the message file initialization. After initialization, default JPOT.DO and
DEMO.DO remain.
8.1.3 F4 ERAS

Use F4 to quickly erase any single message file (JACKx.DO) without affecting all files. If you are not
using a special subdirectory to save your personalized data, press F4 to erase selected JACKx.DO
message fields from the CON1/CON2 subdirectory. The following messages appear:

CAUTION: This will erase existing data

Select file to erase or any other key to quit
Press the numeric key that corresponds to the JACKx.DO file to be erased. For example, press 2 to
erase the JACK2.DO file. Press any other key on the keyboard if you do not want to erase a file.
8.1.4 F5SDEM

Use F5 to send the preprogrammed DEMO.DO file to the CHAMELEON display so you can view its
different display presentations. The DEMO.DO message file is never loaded into the controller with the
F1 key; it can only be displayed with F5.
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8.1.5 FE7 PATH

Use F7 to select message files stored in the computers memory. Press F7 to preset the user with a path
definition screen. After you enter a path to specific message files, you can send the messages to the
computer or save them in a personal subdirectory. These selectable messages are created as follows:

1. When you exit PSP, you are prompted with a choice of save options:
Select exit options menu
(Esc) Exit without file save
(F1) Enter configuration PATH Name
(F2) Save configuration file on Exit

2. If you want to save a new set of files different from those saved in previous PSP sessions, you
would press F1 and at the prompt enter a path name for the files. All files (all data, not just
message files) are saved into the subdirectory.

3. When you next access the Message Programming page and you want to use the saved files, press
F7. At the prompt, enter the name of the subdirectory where the files are stored. After the file
loads, you can enter the messages for editing or send it to the controller with the F1 SEND
command.

8.2 Message Programming Data Fields

8.2.1 JACK#.DO

The JACK#.DO file is usually programmed to advertise casino activities and service, such as special
promotions, although they can be used for any type of communication. There are four JACK#.DO
files, from JACK1.DO to JACK4.DO. The messages in JACK#.DO display on CHAMELEON displays

every few minutes on a rotating basis.

JACK#.DO messages can be simple or extensive, depending on the purpose of the message. However,
they are limited to the amount of available RAM.

8.2.2 JPOT.DO

The JPOT.DO is a special message that instructs the CHAMELEON display to show the increment of the
progressive jackpot amount in real-time as players wager on progressive system machines. Though you
can edit this message, there are some elements you should not change. Contact MIKOHN for more
information.

8.2.3 MESS.DO

The MESS.DO file is an idle-state message used to attract players to the machines. It shows on the
display only when no coin-in activity is sensed on any of the machines attached to the progressive
jackpot system after two minutes. It will repeat itself until a coin-in pulse is recorded, at which point its
stops immediately and allows the JPOT.DO message to take over.

8.2.4 DEMO.DO

The DEMO.DO file is a series of preprogrammed message lines that show the many different
presentation formats available for your messages. Although you can edit this file, you should not make
any lasting changes because this file can be used as a template on which your message can be modeled.
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8.3 The Programming Messages Work Area

The programming work area is where you configure (program) message files. From the Message
Programming page, press the number that corresponds to the message file you want to configure (for
example, press 1 to open the JACK1.DO file). Figure 8.2 shows the options for Effect Definition
Command Symbols and the message file currently open. After you create your messages, you will use
the Message Programming Function Keys to set up your progressive system.

%% Command Prompt - con1_bat

P. §. P. SENDI1
Uersion 2.08
COPYRIGHT 192921, MI KOHN I NC.
Thu Jun 21 15:19:82 2861

ESSAGE PROGRAMMING

F? Left Justify
F8 Right Justify

5-F6 Black
5-F7 Red

C-F% Repeat Start
C-F6 Repeat End

Fi@ to EXIT
J A CK1 . D

I=_

H
F1 Start Paragraph { F9 Flashing -3 8-F8 Green a
F2 Block Motion = 5-F1 Jackpot Token + 5-F%2 Yellow E
F3 Travel Motion #+ §-F2 Paint Command u C-F1 Odometer Effect ?
F4 Scroll Up 1t 5-F3 Dance Command B C-F2 Throb L
F5 Scroll Down 1 S5-F4 Foreground Color ° GC—-F3 Double Width Chars h
F6 Speed Command o S-F5 Background Color - G-F4 Single Width Chars |

«

» >

(=T

Figure 8.2 Message Programming message programming work area CON1

8.4 Message Programming Keyboard Conventions

All alphanumeric keys are available for text entries when you create or edit message files in the
programming work area. To move the cursor within a file, use the left, right, up, and down arrow keys.
Each key moves the cursor one space at a time. The DELETE and BACKSPACE keys erase characters.

Use the function keys (F1, F2, and so forth) to insert the corresponding Effect Definition Command
Symbols wherever the cursor is when you press the key. To insert effect symbols that do not correspond
to function keys, use the SHIFT or CTRL key in combination with a function key. The key to use is
indicated by an S (SHIFT ) or C (CTRL) before the effect character. For example, to insert the red color
command for several words, move the cursor to the point in the text where you want red to start, press
and hold down the SHIFT key, and press the F7 function key. The appropriate symbol (d) will appear in
the file.

Do not use the RETURN (ENTER) key to edit message files. The ENTER key does not end one line and
begin another, as in a word processing program. In Message Programming, the Start Paragraph effect
(F1) serves this purpose.

Use the space bar on the keyboard to insert spaces between words in the file you are editing.

To exit the programming work area screen and return to the main Message Programming page, use
either of the following choices: Press ESC to exit without saving your changes or Press F10 to exit and
save your editing.
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8.5 Effect Definition Command Symbols

When you work in the programming area, you insert special graphic characters in the text that tell you
how the messages will display on a CHAMELEON. These characters are called effect definition command
symbols. All symbols are defined in the following subsections.

8.5.1 Tips for Entering Message Text

e Write down the messages you want to convey to the audience before you do any message
programming.

e Do not use the RETURN (ENTER) key.

e Type the entire text string in the file, then edit the string by inserting the effect definition
commands in the appropriate spots in the text.

e Proofread your entries before adding effect definition command symbols.

e Compare the final message display to what you originally wrote down.

8.5.2 Tips for Editing Text Strings

e Design and edit the message so it will fit in the available display space.

e Set Travel Motion as a speed value below 3 so users can read the message easily. If it is set
to 3, insert two or more spaces between words.

e Look for missing words or letters on the display, which indicate that text lines are too long.
e Add two or three spaces between words to compensate for the travel motion.

e Consider making the date text a repeat travel message if you are using a CONT1 (this option
is not available for the CONZ2). Use the Repeat Start and Repeat End effect definition
command symbols. Note that the Repeat Start symbol is the only symbol inserted in front of
a Start Paragraph symbol, and is followed by a repeat value of 2 to 9. The Repeat End
command is placed eight spaces after the end of the repeated text string so the text does not
appear to wrap.

8.5.3 Effect Definition Command Symbols Defined

Start Paragraph | F1

Used to end one line and begin another. Place this command at the start of each line of the
message. It precedes any other command except the Repeat Start command and its repeat value.

Block Motion = F2

Commands the message line immediately following it to display on the sign instantly. That is, it
does not travel into place from above, below, or left or right. Place this command after the Start
Paragraph command and before the Speed command, which specifies how long the text will
display.
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Travel Motion <F3

Instructs the associated message line to travel horizontally, from left to right, across the display.
Place this command after the Start Paragraph command and before the Speed command, which
is required to specify the left/right travel speed.

NOTES:

The Dance command works uniquely with Travel Motion in a CON1/CHAMI
progressive system combination. With Block and Scroll text, the pixels that make up the
characters alternate between red, yellow, and green (hence, dancing). With Travel text,
however, each character of the text to which the Dance command is assigned takes one
of the three colors and holds that color as it travels across the display. In multiple-
character messages with Dance and Travel, the colors alternate red, yellow, green. For
example, the word JACKPOT in Travel mode with Dance assigned to the whole word
would cause the letter | to be red, the letter A to be yellow, the letter C to be green, the
letter K to be red, and so forth, as the word traveled left to right across the sign.

The Flash command does not work with Travel Motion in a CON1/CHAMI
progressive system combination. This command is reserved for Block and Scroll
Up/Down text formatting,.

Scroll Up T F4

Instructs the associated message line to move from bottom to top vertically on the display. Place
this command after the Start Paragraph command and before the Speed command, which is
required to control the motion speed and text time to display.

Scroll Down | F5

Instructs the associated message line to move from top to bottom vertically on the display. Place
this command after the Start Paragraph command and before the Speed command, which is
required to control the motion speed and text time to display.

Speed Command a F6

Defines the length of time a text line displays and the speed of its motion. Place this command
after a text display mode command or other commands requiring a speed definition. Its values
range from 1 (slowest) to 9 (fastest). The type of action the Speed command affects depends on
the command with which it is used:

e Travel: speed of horizontal text travel.
e Block Motion: amount of time the text line shows on the display.

e Scroll Up/Down Motion: the speed at which the text travels vertically to its position and the
amount of time the text line shows on the sign.

Left Justify « F7

Commands message text to show on the far left side of the display. Use this command only with
the Block, Scroll Up, and Scroll Down commands and place it before the Flash or Dance
commands but after the Block and Scroll commands.
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Right Justify » F8

Commands message text to show on the far right side of the display. Use this command only
with the Block, Scroll Up, and Scroll Down commands and place it before the Flash or Dance
commands but after the Block and Scroll commands.

Flashing o F9

Causes the text line to flash on and off. Place this command immediately after a text mode
display definition (such as Left Justify or Block) and Speed Command value, and before special
effects (such as Dancing) and color commands. Its on/off cycle is approximately 2 second. This
command is not active if embedded in a Travel Motion text string and it is not effective with the
Paint or Throb commands.

Jackpot Token & Shift+F1

Allows you to access one of the jackpot amount data fields from page 1, Jackpot Programming,
or page 2, Jackpot Summary. If you call up JPOT.DO, you will see that the message
programming calls on the Current Jackpot amount for the JPO jackpot group for display during
real-time play and jackpot increment. Values used here are from O through 8 for the CON1 and
00 through 19 for the CON2. Any of the jackpot amounts or event count fields can be called by
using the Jackpot Token command. Place this command after all text definition and speed
commands.

Table 8.1 CON1 Token Values

Token Value Explanation
0 Current jackpot amount, jackpot group as selected on display logic board. Used in the
JPOT.DO message for real-time increment display. Used in MESS.DO.
1 Total number of jackpots hit, all jackpot groups (page 2, Jackpot Summary Data Fields).
2 Total non-jackpot payout amount from machines, all jackpot groups (page 2, Jackpot

Summary Data Fields).

3 Total jackpot payout amount, all jackpot groups (page 2, Jackpot Summary Data Fields).

4 Total regular and jackpot payout amount, all jackpot groups The sum of data fields
MACHINE TOTAL and JACKPOTTOT from page 2, Jackpot Summary Data Fields.

5 Current jackpot amount, jackpot group JPO (from page 1, Jackpot Programming). Used in
JACKx.DO messages for showing the current jackpot amount during message cycling.

6 Current jackpot amount, jackpot group JP1 (from page 1, Jackpot Programming). Used in
JACKx.DO messages for showing the current jackpot amount during message cycling.

7 Current jackpot amount, jackpot group JP2 (from page 1, Jackpot Programming). Used in
JACKx.DO messages for showing the current jackpot amount during message cycling.

8 Current jackpot amount, jackpot group JP3 (from page 1, Jackpot Programming). Used in
JACKx.DO messages for showing the current jackpot amount during message cycling.
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Table 8.2 CON2 Token Values

Token Value Explanation
00 Current jackpot amount, jackpot group as selected on display logic board. Used in the JACKx.DO
messages for real-time increment display. Can also be used in MESS.DO.
01 Current jackpot amount, jackpot group JP1 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
02 Current jackpot amount, jackpot group JP2 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
03 Current jackpot amount, jackpot group JP3 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
04 Current jackpot amount, jackpot group JP4 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
05 Current jackpot amount, jackpot group JP5 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
06 Current jackpot amount, jackpot group JP6 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
07 Current jackpot amount, jackpot group JP7 (from page 1, Jackpot Programming). Used in all
JACKx.DO and MESS.DO messages to show the current jackpot amount during message cycling.
08 Cutrent jackpot amount as defined by the settings of switches S3/S4 on the CHAMELEON logic
board. Used in JPOT.DO messages to show the current jackpot amount during message cycling.
09 Total machine payout amount. The total amount, in either currency or coins, paid by all gaming
devices connected to the CON2 exclusive of the progressive awards. This value is as defined for the
MACHINE TOTAL data field (page 2).
10 Total progtressive payout amount. The total amount, in either currency or coins, paid in progressive
jackpots form the gaming devices connected to the CON2. This value is as defined for the
JACKPOTTOT data field (page 2).
11 Total payout amount. The combined total amount, in either currency or coins, paid in from the
gaming devices connected to the CONZ2. This value is the sum of MACHINE TOTAL and
JACKPOTTOT data fields (page 2).
12 The total count (not the amount) of progressive jackpot hits for jackpot group JPO
(see page 2, Jackpot Summary Data Fields).
13 The total count (not the amount) of progressive jackpot hits for jackpot group JP1
(see page 2, Jackpot Summary Data Fields).
14 The total count (not the amount) of progressive jackpot hits for jackpot group JP2
(see page 2, Jackpot Summary Data Fields).
15 The total count (not the amount) of progressive jackpot hits for jackpot group JP3
(see page 2, Jackpot Summary Data Fields).
16 The total count (not the amount) of progressive jackpot hits for jackpot group JP4
(see page 2, Jackpot Summary Data Fields).
17 The total count (not the amount) of progressive jackpot hits for jackpot group JP5
(see page 2, Jackpot Summary Data Fields).
18 The total count (not the amount) of progressive jackpot hits for jackpot group JP6
(see page 2, Jackpot Summary Data Fields).
19 The total count (not the amount) of progressive jackpot hits for jackpot group JP7
(see page 2, Jackpot Summary Data Fields).
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Paint Command p Shift+F2

Simulates down vertical “painting” of alternate colors over stationary text. The color change uses
all three hues and travels vertically downward over the text, one color replacing another. Place
this command after a text placement definition. Do not use with any color command (red, green,
yellow) or with Flash, Throb, or Travel commands.

Dance Command = Shift+F3

Activates the LED pixels to quickly alternate between red, green, and yellow colors on stationary
text, creating an illusion of movement. When text is in Travel, Flash, or Throb mode, it causes
each character in a word to alternate colors (see NOTES: on page 30).

Place this command directly before the actual text and it remains in effect until a Start Paragraph
command. A text color command for the next text string must follow the Dance command.
Note that the CHAMELEON requires this command to be placed at the exd of the text string to
turn off the effect.

Foreground Color ° Shift+F4

Defines the foreground color of text characters. Place this command before text with a Color
command (red, green, yellow, or black). It is always used in combination with Background Color
and should be configured in contrast. It is a toggle command; turn it off by placing it at the end
of the effect.

Note that if you use default Single Width characters, remember to define the next text string’s
characters as Double Width.

Background Color . Shift+F5

Defines the background color behind text (red, green, yellow; black is the default and does not
have to be defined). Use this command in combination with Foreground Color. It is a toggle
command; turn it off by placing it at the end of the effect.

Note that if you use default Single Width characters, remember to define the next text string’s
characters as Double Width.

Black & Shift+F6

Defines black (no color) for foreground text (that is 7oz using Paint or Dance) or the background
(default). Place this command immediately in front of a text string. It is a toggle command; turn
it off by defining another color for the foreground or background. It remains in effect until a
new color is defined; the Start Paragraph command does not affect color commands.

Red & Shift+F7

Defines red for foreground text (that is #of using Paint or Dance) or the background. Place this
command immediately in front of a text string. It is a toggle command; turn it off by defining
another color for the foreground or background. It remains in effect until a new color is defined;
the Start Paragraph command does not affect color commands.
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Green a Shift+F8

Defines green for foreground text (that is zoz using Paint or Dance) or the background. Place
this command immediately in front of a text string. It is a toggle command; turn it off by
defining another color for the foreground or background. It remains in effect until a new color
is defined; the Start Paragraph command does not affect color commands.

Yellow a Shift+F9

Defines yellow for foreground text (that is 7oz using Paint or Dance) or the background. Place
this command immediately in front of a text string. It is a toggle command; turn it off by
defining another color for the foreground or background. It remains in effect until a new color
is defined; the Start Paragraph command does not affect color commands.

Odometer Effect Q Ctrl+F1

Activates odometer-like increment effect of the jackpot when coins are wagered on progressive
machines. This command is used in the JPOT.DO message file. If it is placed in front of the
jackpot token for the current jackpot of a particular jackpot group, it causes that jackpot amount
to increment (“roll”) upward. See Odometer Control for more information.

Throb @ Ctrl+F2

FOR CON1 ONLY. Causes text to appear to shrink and expand. Text cycles every 2 second
between Double Width/Height and Single Width/Height characters. Place this command
directly before the text it affects and after the color definition command. The Start Paragraph
command turns it off automatically. It is best used with Block mode text with a modest Speed
command value (at least five seconds) and can be used with the Dance command, but is not
recommended with Paint or Flashing.

Sngl Width Char | Ctri+F3

Defines text lines to be one pixel wide. It is a toggle command; turn it off with the Dbl
Width command.

Dbl Width Char || Ctrl+F4

Defines text lines to be two pixels wide, where possible. This command is similar to bold text.
Place it after Travel motion text lines. It is a toggle command; turn it off with the Sngl
Width command.

Repeat Start { Ctrl+F5

FOR CON1 ONLY. Defines where repeating statements in a text string start. Always place this
command immediately after Start Paragraph and set a repetition value from 1 to 9. Only one
repeat start/stop statement is allowed per text line.

Repeat End } Ctrl+F6

FOR CON1 ONLY. Defines where repeating statements in a text string ends. Place this
command at the end of the text string.
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Font Select © Ctrl+F5

Message Programming

FOR CON2 ONLY. Allows you to select a custom font (typestyle) for a text string, depending
on the size of the display “window.” Window size is determined by the vertical number of pixels
for each display cell. Count the number of vertical pixels in a cell before using the Font Select
command. The value range for Font Select is from 0 to 9 (10 total per font). The following
tables show the font types defined according to window size. It is a toggle command; the
defined value continues until a new value is defined.

NOTES:

Letter Space Width means the width between one character and the next. Descender is the
portion of a lower case character that descends below the text baseline (such as g, p, q).

Table 8.3 Font Select values for 7 vertical pixels

Value | Character Height (Pixels) Attributes SNGL/DBL Wide | Letter Space Width
0 7 No Descenders Single 1 Pixel Column
1 7 No Descenders Double 1 Pixel Column
2 7 Descenders Single 1 Pixel Column
3 7 Descenders Double 1 Pixel Column
4 6 No Descenders Single 1 Pixel Column
5 6 No Descenders Double 1 Pixel Column
6 6 Descenders Single 1 Pixel Column
7 6 Descenders Double 1 Pixel Column
8 6 No Descenders Single 1 Pixel Column
9 6 No Descenders Double 1 Pixel Column
Table 8.4 Font Select values for 8 to 11 vertical pixels
Value | Character Height (Pixels) Attributes SNGL/DBL Wide | Letter Space Width
0 8 No Descenders Single 1 Pixel Column
1 8 No Descenders Double 1 Pixel Column
2 8 Descenders Single 1 Pixel Column
3 8 Descenders Double 1 Pixel Column
4 7 No Descenders Single 1 Pixel Column
5 7 No Descenders Double 1 Pixel Column
6 7 Descenders Single 1 Pixel Column
7 7 Descenders Double 1 Pixel Column
8 6 No Descenders Single 1 Pixel Column
9 6 No Descenders Double 1 Pixel Column
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Table 8.5 Font Select values for 12 to 15 vertical pixels

Value Character Height |  Attributes SNGL/DBL/TRPL | Letter Space Width
(Pixels) Wide
0 12 No Descenders Double 2 Pixel Column
1 12 No Descenders Triple 2 Pixel Column
2 12 Descenders Double 2 Pixel Column
3 12 Descenders Triple 2 Pixel Column
4 8 No Descenders Single 1 Pixel Column
5 8 No Descenders Double 1 Pixel Column
6 8 Descenders Single 1 Pixel Column
7 8 Descenders Double 1 Pixel Column
8 7 No Descenders Single 1 Pixel Column
9 7 No Descenders Double 1 Pixel Column

Table 8.6 Font Select values for 16 to 23 vertical pixels

Value Character Height Attributes SNGL/DBL/TRPL Letter Space Width
(Pixels) Wide
0 16 No Descenders Double 2 Pixel Column
1 16 No Descenders Triple 2 Pixel Column
2 16 Descenders Double 2 Pixel Column
3 16 Descenders Triple 2 Pixel Column
4 14 No Descenders Double 2 Pixel Column
5 14 No Descenders Triple 2 Pixel Column
6 14 No Descenders Double 2 Pixel Column
7 14 No Descenders Triple 2 Pixel Column
8 12 No Descenders Double 2 Pixel Column
9 12 No Descenders Triple 2 Pixel Column
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Table 8.7 Font Select values for 24 to 31 vertical pixels

Message Programming

Value Character Height Attributes SNGL/DBL/TRPL Letter Space Width
(Pixels) Wide
0 24 No Descenders Double 2 Pixel Column
1 24 No Descenders Triple 2 Pixel Column
2 24 Descenders Double 2 Pixel Column
3 24 Descenders Triple 2 Pixel Column
4 16 No Descenders Double 2 Pixel Column
5 16 No Descenders Triple 2 Pixel Column
6 16 Descenders Double 2 Pixel Column
7 16 Descenders Triple 2 Pixel Column
8 14 No Descenders Double 2 Pixel Column
9 14 No Descenders Triple 2 Pixel Column
Table 8.8 Font Select values for 32 vertical pixels
Value Character Height Attributes SNGL/DBL/TRPL Letter Space Width
(Pixels) Wide
0 32 No Descenders Double 2 Pixel Column
1 32 No Descenders Triple 2 Pixel Column
2 32 Descenders Double 2 Pixel Column
3 32 Descenders Triple 2 Pixel Column
4 24 No Descenders Double 2 Pixel Column
5 24 No Descenders Triple 2 Pixel Column
6 24 Descenders Double 2 Pixel Column
7 24 Descenders Triple 2 Pixel Column
8 16 No Descenders Double 2 Pixel Column
9 16 No Descenders Triple 2 Pixel Column
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9. Odometer Control

When you select option 5 on the Main Menu, the Odometer Control page displays. This page allows you
to edit the speed of the odometer effect when it is implemented for the current jackpot amount in the
JPOT.DO message file. The page is the same for CON1 and CON2, except the CON2 page has an F2
LOAD function key (see Figure 9.1).

The actual odometer code and control is held in memory on the CHAMELEON EPROM, from which the
display program calls default values. However, PSP allows you to override these values with customized
values to suit your progressive system.

MZ Command Prompt - con2_bat =]

P. 5. P SEND2
Uerszion 2.80
COPYRIGHT 1991, MI KOHHN IHNGCG.
Tue Jun 26 18:11:22 2881

ODPOMETER CONTROL

S$1low to Medium = J9.79
Medium to Fast : B4.79
Maximum Lag - B7.79

£1low Delay : a7
Medium Delay = B5
Fast Delay = B3

SEND LOAD DFLT HELP EXIT
Fi F2 F3 F4 F5 Fb F? F8 F? Fim@ Page 5
| MESSAGES |

Figure 9.1 Odometer Control CON2
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9.1 Odometer Control Function Keys

This section outlines the Odometer Control function keys for both the CON1 and CONZ2. Standard
keys, such as F1, are not discussed. F2 (CON1 only) F4, 5, F6, and I8 are inoperable on this page.
9.1.1 EF2LOAD

F2 LOAD is available on the CON2 page display only.

9.1.2 E3DFLT

Use I3 to reset the controller’s odometer values to preset factory values. If you program the odometer
effect incorrectly, you can press I3 to return the values to their original factory setting, as follows:

Slow to Medium : 00.25 <«

Lag equal to or less than this value has a Slow Delay

Medium to Fast : 00.50 <
Lag equal to or less than this value but greater than the
Slow to Medium value has a Medium Delay
Maximum Lag : 01.00
Slow Delay : 21
Medium Delay : 10
Fast Delay : 00 <«

Lag greater than Medium to Fast and less than
Maximum ILag has a Fast Delay
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9.2 Odometer Control Data Fields

Before setting these fields, MIKOHN recommends reading the Odometer Control Rules section, which
contains guidelines and tips for setting the odometer.

9.2.1 Slow to Medium

A four-character numeric field for defining the maximum amount (currency or fractional coin) of lag
between the displayed and actual jackpot amounts in which the value defined for the Slow Delay field is
in effect.

9.2.2 Medium to Fast

A four-character numeric field for defining the maximum amount (currency or fractional coin) of lag
between the displayed and actual jackpot amounts in which the value defined for the Medium Delay
field is in effect.

9.2.3 Maximum Lag

A four-character numeric field for defining the maximum amount (currency or fractional coin) of lag
between the displayed and actual jackpot amounts. Any value over this amount makes the display show
the actual jackpot amount.

9.2.4 Slow Delay

A two-character numeric field for defining the odometer effect speed when the amount of lag is equal to
or less than the value defined for the Slow to Medium field. Values can be 00 to 32, with the former
being fastest and latter being slowest.

9.2.5 Medium Delay

A two-character numeric field for defining the odometer effect speed when the amount of lag is equal to
or less than the value defined for the Medium to Fast field. Values can be 00 to 32, with the former
being fastest and latter being slowest.

9.2.6 Fast Delay

A two-character numeric field for defining the odometer effect speed when the amount lag is greazer than
the value defined for the Medium to Fast field. Values can be 00 to 32, with the former being fastest and
latter being slowest.
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9.3 Odometer Control Rules

Correct use of the odometer effect can encourage progressive play. Like message programming, defining
and using odometer control requires planning and practice.

9.3.1 Lag Amounts and Odometer Delay Speeds

The term /ag refers to the difference between the displayed and actual jackpot amounts. For example, if
the actual jackpot amount (from controller) is in one instant $1,255.43 and the displayed amount is at
the same time $1,253.75, the lag would be $1.68. The lag values assigned to the first two data fields
(Slow to Medium and Medium to Fast) determine which of the three odometer delay speeds will be used
on the display to show the jackpot amount.

The actual jackpot amount is always accurate, regardless of the quantity and speed at which the
progressive controller receives coin-in pulses. When the odometer effect is in use, the displayed jackpot
amount is always behind the actual jackpot amount while coin-in pulses are being received. There are
only three instances when the actual and displayed jackpots are the same:

e When no machines connected to the progressive system are receiving coin-in pulses.
e When the lag exceeds the value defined for the Maximum Lag data field.

e When there is a jackpot hit on the system.

9.3.2 Odometer Considerations

The primary reason to use the odometer effect is to attract attention to a steadily increasing jackpot
amount. You should consider the following points when programming the odometer effect.

e The odometer effect is best used with the current jackpot amount in the JPOT.DO message
file (although it can be used with any jackpot token in the JACKx.DO, JPOT.DO, and
MESS.DO message files). The use of the odometer effect in other message types can result
in unpredictable display because when the controller is polling it might not pick up the value
of a token at the moment of odometer increment.

e Tagamounts and delay speeds are directly associated with the jackpot increment amount (see
Jackpot Programming Data Fields). The higher the value defined for jackpot increment, the
faster lag amounts and the associated change in delay speed for the odometer effect will
occur. If you increase the increment factor, you should increase lag values; otherwise, the
odometer effect will usually be Medium or Fast delay.

e Avoid quick jumps in the odometer effect delay speed. The values you assign for Slow,
Medium, and Fast Delay data fields should be graduated. For example, if you assign a value
of 20 to the Slow Delay, do not assign 05 to the Medium Delay because the jump in speed is
too abrupt. The general rule is to assign a value to the Medium Delay that is /2 of the Slow
Delay, and a value to the Fast Delay that is /2 of the Medium Delay. In this example, you
would assign 20 to Slow, 10 to Medium, and 05 to Fast to provide a smooth transition as
increased coin-in pulses start to hit the lag amounts during heavy play.
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e Do not exceed 09 in the Fast Delay data field if you want to avoid the Maximum Lag value
routinely hitting and the displayed jackpot jumping to the actual jackpot amount. During
heavy play, the lag between displayed and actual jackpot amounts widens, especially if the
Fast Delay is set to 10 or higher. When the Maximum Lag value is exceeded, the displayed
jackpot amount resets to the actual jackpot amount on the display. If many low
denomination/high maximum bet machines in a busy area ate connected to the progressive
system and the Fast Delay value is set too high, the sign will often jump from the displayed
to the actual jackpot amount.

e Do not set the Maximum Lag too low, and never less than the values assigned to the Slow to
Medium and Medium to Fast data fields. If it is set too low, displayed jackpots will reset
frequently. To avoid any displayed to actual jackpot sign resets, set the Maximum Lag value
to 99.99. To have occasional resets during heavy play, set the value to 100 times that of the
denomination of the games connected to the progressive system (that is, 05.00 for nickel
games, 25.00 for quarter games).
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10. Multiple Controller Setup

When you select option 6 on the Main Menu, the Odometer Control page displays. This page allows you
to configure all slave controllers connected to a CON1 or CON2. The page is the same for the CON1
and CON2, except the CON1 page does not have F2 LOAD or F8 serial interface function keys.
Figure 10.1 shows the CON2 Multiple Controller Setup page.

MZ Command Prompt - conZ.bat [_ (O] x]

P. 8. P EEND2
Verzion 2.88
COPYRIGHT 1291, HI K
Twue Jun 26 18:26:28 2081

MULTIPLE CONTROLLER SETUP

OHMN I HNC.

SEND LOAD B4S5LUY VA1 M-88 3sec MSEA HELFP ERIT
Fi F2 F3 F4 F5 F6 F? F& F9 Fi@ Page 6
| MESSAGES |

Figure 10.1 Multiple Controller Setup CON2

The CON1 and CON2 controllers allow you to designate one controller as a master that oversees the
operation of slave controllers. The CON2 master/slave configuration allows up to 512 machines in a
progressive jackpot system: one master and 15 slaves, each with up to 32 connected machines. The
CONT1 master/slave configuration allows up to 150 machines in a progressive jackpot system: one
master and four slaves, each with up to 30 connected machines. Consult your controller manual for
details about connecting and addressing masters and slaves and their corresponding game machines.

Each slave unit is responsible for recording coin-in pulses on the connected machines and relaying the
information to the master. They also detect and relay progressive jackpot hits to the master.

The master controller is the only unit in the configuration that retains the jackpot system information. It
is also the only unit programmed with the PSP software. It transmits to slaves all the information
dealing with jackpots, currency parameters, and so forth. Messages for CHAMELEON displays connected
to controllers in a master/slave setup cannot be sent over the network. To program messages, use PSP
to download preprogrammed messages from the computer to each controller connected to the displays.

To oversee slaves and handle information transmitted throughout the entire progressive system, the
master controller must “know” the number of slave units connected to it and number and types of
machines connected to the slaves as well as to itself. Also, with bi-ditectional communication between
slaves and their masters, delimiting the configuration (that is, telling the master how many slaves are
connected) optimizes operation as the master does not waste time searching for controllers that are
not there.
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10.1 Multiple Controller Setup Function Keys

This section outlines the Multiple Controller Setup function keys for both the CON1 and CONZ2.
Standard keys, such as 1, are not discussed. F2 and F8 show for the CON2 only. F4 is inoperable.

10.1.1 E2 LOAD

FOR CON2 ONLY. Use F2 to upload master/slave configuration data from the controller to
the computer.

10.1.2 F3 xxSLV

Use F3 to define the number of slaves connected to the master controller. Values for the CON1 are
01SLV to 04SLV, corresponding to the maximum number of slave units (four) that can be connected to
the CONI1. The values for the CON2 are 01SLV to 15SLV, corresponding to the maximum number of
slave units (15) that can be connected to the CON2.

10.1.3 F5 SVxx

Use F5 to identify an individual slave connected to the master, and the machine types, jackpot duration
signal length, and serial interface types of the gaming devices connected to that slave. Each slave must
have a unique identification number (ID) associated with it. The ID is selected with the appropriate
rotary switch on the main PC board of the controller. Refer to your controller’s manual for the switch
location and how to set it. After setting the switch, use the I5 function key to match the controller’s
switch setting.

The CON1 and CON2 differ in their rotary switch values and the PSP master/slave ID number
specification. The CON1 does not have a jumper to designate it as master or slave; its status is
controlled by a rotary switch setting. A 0 (zero) setting makes the unit a standalone, non-fiber-linked
progressive controller. A 1 (one) setting makes it a master with fiber communications. A 2 (two) makes
the CONT1 a slave #1. However, you must also set the value of F5 to SVO1. In contrast, the CON2 F5
value matches the rotary switch value.

10.1.4 F6 M-xx

Use F6 to define the machine types connected to the slaves. Displays as a machine type numerical code.
Different gaming devices use varying pulse patterns and durations to indicate coin-in, coin-out, and
progressive hits. F6 lets you inform the master controller what types of machines are connect to the
different slaves.

You can define up to 20 different machine types, which display as M-xx, where xx is the values 00
through 19. See Appendix A: Communication Protocols to determine the machine type code to enter
for the jackpot group you want to configure.
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10.1.5 F7 xsec

Use F7 to define the jackpot signal duration time, in milliseconds to seconds, of the jackpot signal sent
by the particular machine type. Because all gaming machines are different, there is no standard for the
duration of the jackpot hit signal. Use F7 to adjust for such differences. You can define up to 10 jackpot
signals with the F7 function key. Table 10.1 illustrates the jackpot signal duration options.

Table 10.1 Jackpot signal duration

Displayed Time
50ms 1/50 second
.58 Y2 second
1sec 1 second
1.5s 1 Y2 seconds
2sec 2 seconds
3sec 3 seconds
4sec 4 seconds
5sec 5 seconds
Gsec 6 seconds
7sec 7 seconds

10.1.6 E8 MSxx

FOR CON2 ONLY. Use F8 to define the serial protocol (handshake) between the CON2 and certain
gaming devices. Displays as a machine serial interface code. Values range from MS00 to MS22, and the
setting you choose depends on the machine connection. Refer to Appendix B: Random Bonus Jackpot
Game Programming for a complete list of gaming devices and their corresponding serial protocol code.
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11. Clear/Reset Current Jackpot

When you select option 7 on the Main Menu, the Clear/Reset Current Jackpot page displays. This page
allows you to reset the current jackpot for any jackpot group in the progressive system as well as reset
any hit or active jackpots (active is a hit jackpot that has not been paid). The page is the same for the
CONI1 and CON2 except the CON2 has an F8 CANC (cancel) function. The page offers the following
advantages:

e TFaster than using the Jackpot Programming page to set Current Jackpots for all jackpot
groups.

e Allows you to clear any jackpot on any group.

e For the CONZ2, allows you to cancel false jackpots and reset the Current Jackpot to the
amount it was before the false hit, with any additional coin-in increments added.

MZ Command Prompt - con2_bat - 10] %]

COPYRIGHT 1991, I NCG.
Thu Jul B5 18:44:11 2881

CLEAR- RESET CURRENT JAGCKPOT

JACKPOT = P . 080 .. 680 . 98

SEND JPB  CLRJ CANC HELF EXIT
Fi P2 F3 P4 F5 PG F? P8 F9 Fi@ Page 7
| MESSAGES |

Figure 11.1 Clear/Reset Current Jackpot
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11.1 Clear/Reset Current Jackpot Function Keys
Function keys F2, F5, F6, and F7 are inoperable for both controllers. F8 works only for the CONZ2.

11.1.1 F3 JPx (Jackpot Group)

Use F3 to define the jackpot group (JPO to JP3 for the CON1 and JPO to JP7 for the CON2) to which
the JACKPOT field data is sent with F1. For the CONZ2, this key is also used to define the jackpot
group for which a false jackpot occurred that you want to cancel with F8.

The range of values for I3 in this page is limited to the type of progressive game in your system. For
example, if the value of F3 on page 1, Jackpot Programming, has been set to SNGL, only the value of
JPO is available for F3 on page 7.

11.1.2 F4 CLRJ (Clear Jackpot)

Use F4 to clear all active jackpots on the progressive jackpot system, regardless of the configuration
defined in page 8, Controller Test Modes. Active jackpots are hit jackpots shown as WINNER on
displays. When you press F4, the winning amount clears from any displays and the jackpot base amount
(or hidden jackpot amount if HID1, 2, or 3 are used) shows on the display associated with the jackpot
group for which the hit occurred.

F4 is the only way to clear jackpots if you defined F3 as FALS (False Jackpot) in page 8, Controller Test
Modes. F4 in page 7 will also override a page 8 RESW setting, which normally requires a physical
keyswitch reset.

11.1.3 E8 CANC (Cancel Jackpot, CON2)

FOR CON2 ONLY. Use F8 to cancel false jackpots hit for the jackpot group defined with F3 on this
page. When you press I8, the jackpot win message sequence clears from the displays and the previous
jackpot amount shows on the display associated with the jackpot group for which the false hit occurred.
Any coin-in signals that accumulated in the time between the false win and the cancellation are added to
the Current Jackpot amount.

Although F8 cancels a false active jackpot, it does not clear the hit record from the jackpot history fields
held in controller memory. If you access Jackpot History with F3 on page 8, Controller Test Modes, the
false jackpot hit and associated data will display, along with legitimate jackpots. Page B, Jackpot Hit
Summary, will include the false jackpot in the total number of jackpots for the group for which the false
jackpot occurred.
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11.2 Clear/Reset Current Jackpot Data Field

The JACKPOT data field is the only data field for page 7. It is a 10-character numeric field to define the
base reset value for a progressive jackpot associated with a particular jackpot group. Depending on the
Jackpot Group defined by F3, this value will replace the CURRENT JP amount associated with
that group.

It is important to know the characteristics of a jackpot before resetting its current amount. Before you
use this field, check the following important items:

e This field’s value cannot exceed the value of the JP LIMIT field in page 1, Jackpot
Programming.

e Check the F7 Currency/Coin field in page 1: is it set to Currency or Coin?

e Check the F8 Decimal/Integer field in page 3: is it decimal or integer?

These parameter settings affect the jackpot amount display. For example, if you set the jackpot group
JPO to COIN and from page 7 you sent the value JACKPOT § 00,000,010.00 to the controller, the
displayed Current Jackpot for JPO would be 1000 COINS. This would display regardless of the F8
setting (DECM or INTG) on page 3.

As another example, if you set the jackpot group JPO to CURRENCY INTG and from page 7 you sent
the value JACKPOT $§ 00,001,000.00 to the controller, the displayed Current Jackpot for JPO would be
$100,000.
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12. Controller Test Modes

When you select option 8 on the Main Menu, the Controller Test Modes page displays. This page allows
you to test certain functions of the progressive system and any displays that show game data. You can
also use it to select the jackpot reset method. In addition, if you are using a CONZ2, you can view jackpot
history for the last 100 progressive jackpots. The information includes the jackpot group, associated
machine, jackpot amount, and date and time of the occurrence.

The page is the same for CON1 and CON2, except the CON2 page has the F2 LOAD and F4 JPOT#
function keys.

MZ Command Prompt - conZ.bat [_ (O] x]

P. 8. P EEND2
Verzion 2.88
COPYRIGHT 1291, MI KOHHN INGC.
Thu Jul 8% 18:49:28 2@81

CONTROLLER TEST MODES

Controller Chameleon

SEND LOAD INST aa SEND —— HELF ERIT
Fi F2 F3 F4 F5 F6 F? F& F9 Fi@
| MESSAGES |

Figure 12.1 Controller Test Modes

There are no data fields for this page. Instead, two columns display: Controller and Chameleon. By their
positions, these titles indicate the function keys that are associated with their particular operations.
Function keys F1, F2, F3, and F4 are for controller operations, and function keys F5 and F6 are for
Chameleon sign operations.
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12.1 Controller Test Modes Function Keys

This section outlines only those function keys unique to the Controller Test Modes page. Standard keys,
such as F1, are not discussed.

12.1.1 E2 LOAD

Use F2 to upload all stored test mode and setup data from the controller to the computer. F2 LOAD is
available on the CONZ2 page display only.

12.1.2 F3 Controller Test Modes

Use F3 to choose the test function from among the seven available. The first four are for both CON1
and CON2 controllers, and the last three are for the CON2 only.

No Test Mode (----)

The default F3 setting is No Test mode, shown as four dashes (----). The default means no
controller test is requested and when this setting is sent to the controller with F1, active jackpots
for all groups can be reset with a coin-in signal from the winning game machine. If you do not
want jackpots reset with the PSP program or physical keyswitches, set the default value.

Installation Mode (INST)

Use the Installation mode to test each gaming machine to make sure it is sending coin-in signals
to the controller. In addition, sometimes you might want to test a machine that appears to be
malfunctioning. To perform these two tests without incrementing any jackpot, set F3 to INST
and press F1 to send the value to the controller.

After you configure the controller for installation tests, the following message shows on the
display:
$8.00 .00

The first characters show the display software version (here, CON1 v8.00). The second set of
characters is the machine ID (number).

If you insert a coin in one of the connected gaming machines with a good connection and signal
to the controller, the coin-in signal will be confirmed by a change in display, as shown below.

$8.00 .01

The value of 01 will show briefly in the far right area of the display. When the value resets to 00,
repeat the test on a different machine. To cancel the Installation mode, set F3 to any other value.
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False Jackpot Detection (FALS)

Gaming machines can send false jackpot signals to the controller even when the controller is
correctly programmed for the machine types in the progressive system. A false jackpot hit
occurs when a necessary winning combination did not actually occur.

You can quickly clear a false jackpot and reset the jackpot amount to what it was when the false
hit occurred by setting F3 to FALS for False Jackpot Detect and by setting CANC in
Clear/Reset Current Jackpot (for a CON2). You should set to FALS mode only before actual
operation or during idle time.

Usually you clear jackpots at the machine by resetting the winning machine and providing a
coin-in signal to the controller from one of the games in the jackpot group. However, when the
controller is set to the FALS mode, you cannot clear jackpots at the game machine; you must
use PSP and a serial connection to the controller.

If a valid jackpot hits, connect the PSP computer to the controller, access PSP, open page 7,
Clear/Reset Cutrrent Jackpot, and press the F4 CLR] (Clear Jackpot) function key to the clear
the jackpot. The corresponding jackpot group resets to the base values defined with page 1,
Jackpot Programming.

If an invalid (false) jackpot hits, reset it based on whether the system uses a CON1 or CON2.
The following subsections detail the steps for each.

CON1 Reset Procedures

For a CONI setup, reset the current jackpot amount after resetting the jackpot group, as
detailed in the following steps. This method does not account for any coins and resulting
jackpot increment contributed by play on the other games in the jackpot group during
the reset period.

In a normal jackpot reset situation, players wager coins as the winning machine is reset.
The controller notes the wagers and coin-in signals and increments the base jackpot
amount. When the jackpot group resets, the base amount plus the increment during the
reset period displays as the current jackpot.

However, in a false jackpot situation, the current jackpot is reset manually and cannot
reflect any jackpot increment.

1. Write down the amount of the false jackpot showing on the display.

2. Connect the computer to the CON1, access PSP, and call up page 7, Clear/Reset
Current Jackpot.

3. Enter the jackpot amount noted in step 1. Before you defined the JACKPOT value,
make sure you know whether the group is configured for currency or coins and
decimal or integer display.

4. Press I'4 to clear the active jackpot. Then immediately press F1 SEND to send the
JACKPOT amount. The current jackpot will reset to its previous amount and will
appear on the display.
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CON2 Reset Procedures

The CON2 reset procedure, shown in the following steps, retains increment data, unlike
the CON1 method. The CON2 holds the active jackpot amount in memory and
increments it until the jackpot is either cleared or cancelled. If cleared, the winning
jackpot amount, without increments, is stored in the jackpot history memory area. Any
increment that occurred in the reset period is applied to the base jackpot amount defined
on page 1, Jackpot Programming, for the jackpot group and the total displays as the
current jackpot.

However, in a false jackpot situation, the stored jackpot amount and added increment
becomes the current jackpot amount and shows on the group’s display. The false jackpot
amount is still recorded to the jackpot history data and the hit is recorded to the jackpot
hit summary data.

1. Connect the computer to the CON2, access PSP, and call up page 7, Clear/Reset
Current Jackpot.

2. Press F3 to select the jackpot group for which the false hit occurred.

3. Press F8 to cancel the false jackpot. The current jackpot will reset to its previous
amount, plus any increment during the reset period.
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Keyswitch Jackpot Reset (RESW)

Some gaming jurisdictions require that active jackpots be reset with a dedicated electro-
mechanical keyswitches. To accommodate this, you can set function F3 to RESW, which
prohibits (overrides) clearing active jackpots based only on the detection of a coin-in signal.
When F3 is set to RESW, only pre-wired keyswitches on the jackpot group lines to the
controller can reset the corresponding active jackpot. (Note that F4 on page 7, Clear/Reset
Current Jackpot, can override the RESW setting.)

CAUTION!

During a jackpot reset with a keyswitch, you must hold the key in the reset position for
at least five (5) seconds to successfully reset the jackpot. If you hold it for less time, the
system could interpret it as a coin-in signal. This time requirement applies to all system
and controller configurations.

There are two important facts to consider before using the keyswitch reset method:

A. Tt decreases the number of machines that can be connected to the controllet. The reset
mechanism requires a ground strobe data pin on the machine harness connector in the
controller, which leaves fewer connectors for machines.

1. If you use a CON2 (models A and AF), setting the value of F3 to RESW
automatically disables pins 29 (machine #31) and 40 (machine # 32) on
connector J1 for machine coin-in and jackpot signals. Those pins now are
reserved for reset signals.

Jackpot groups JPO to JP3 have a reset line to pin 39 (usually reserved for
machine #31) on the J1 connector. Jackpot groups JP4 to JP7 have a reset line to
pin 40 on the J1 connector (usually reserved for machine #32).

i. If you use a CON2I or CON2IF model, the keyswitch reset is affected at the
controller itself. In this case, you lose eight machine inputs at J1.

iii. If you use a CONI, pin 3 at connector ]2 (normally reserved for machine #30) is
automatically disabled for machine coin-in and jackpot signals. That pin is now
reserved for reset signals.

B. You will not be able to use any gaming device of machine type M06 (see Appendix A:
Communication Protocols, page 71). This machine type is reserved for electro-
mechanical slots that require timed door closure for jackpot reset.
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Jackpot History H+01/H+10 with F4 (CON2)

H+01 is Jackpot History; increments of one. H+10 is Jackpot History; increments of 10. The
CONZ2 stores certain jackpot history data in memory. A CHAMELEON can display this data. (The
CON1 does not provide jackpot history information.) This program page accesses history for
the last 100 progressive jackpots, including the jackpot group and machine number that hit the
jackpot, the jackpot amount, and the date and time the hit occurred. From the Main Screen, use
page B, Jackpot Hit Summary, to determine how many progressive jackpot hits have occurred
on any jackpot groups. To access jackpot history, perform the following steps:

1. Press F3 until you see H+01, which is the single jackpot decrement/increment scrolling
control.

2. Press F4. The value for 4 will increment one number for every key press (to 01, 02, and so
on). Hold down the SHIFT key and press F4 to decrement the number by one until it is at 00.

3. Press F3 once to display the value H+10. Press F4. The value for F4 will increment 10
numbers for every key press (to 10, 20, and so on). Hold down the SHIFT key and press 4
to decrement the number by 10 until it is at 00. Note: when the number is within 10 of the
target jackpot, press F3 until the H+01 value displays, then use F4 to increment or
decrement to the exact jackpot you want to see.

4. The sequence of the jackpot display will repeat until you choose another value for F3 (such
as INST, FALS, or RESW) or another jackpot to view with F3, F4, and F1.

5. Jackpot data display is in descending order, with the most recent progressive jackpot being
the value 00 on F4. With 00 displaying, press F1 to send the parameter the CONZ2. If there
has been at least one progressive jackpot hit on the system associated with the controller, a
sequence similar to the following examples will display:

HO The jackpot number. This value shows the most recent jackpot data is being
displayed. A value of H1 would be the second-most recent progressive
jackpot, and so on.

0,xx,5 The jackpot group and machine number upon which the last progressive
jackpot occurred. In this case, the jackpot hit on JPO machine #5. The xx
placeholder has a value from 00 to 15 if the progressive system is a
master/slave configuration on fiber link. The 00 indicates the master, 01
indicates slave #1, 02 indicates slave #2, and so on.

$1,420.43 The amount of the jackpot hit.

FRI The day of the week when the jackpot hit. Day/date/time information is
held in memory and supplied to the CON2 from page 9, Time/Date Setting.

11/21/92 The date when the jackpot hit.
14:25:32  The exact time the jackpot hit, in 24-hour format.

Controller Factory Settings Reset (FAC) (CON2)

Controller Factory Settings Reset. User privileges must be high enough to perform a
factory reset.
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12.1.3 F4 JPOT #

FOR CON2 ONLY. Jackpot Ordinal Number. Used with F3, allows you to select the jackpot history in
reverse order on any CHAMELEON display. See Jackpot History H+01/H+10 with F4 (CON2).

12.1.4 F5 and F6 Chameleon Testing

Occasionally the CHAMELEON displays used with MIKOHN progressive systems develop loose
connections or malfunctioning LEDs. The following sections details how to run diagnostic tests. When
you run these tests, all displays (in-machine and overhead) on the progressive system will show the test
display, regardless of jackpot group.

F5 SEND
Use F5 to send the data defined for F6 to the CON1 or CON2 controller.

12.1.5 F6 CHAM TEST

CHAMELEON test modes for the CON1 and CON2 formats; Use F6 to choose the test function.

Normal Chameleon Operation ----

The default value for F6 is the symbol ----. After running any test on signage, always return the
signs to normal operation by defining this value and pressing F5.

Character Set Display CHAR

Choose this value for F6 and press F5 to instruct the displays to show the complete character set
in Travel Motion across the display from right to left. This test is useful for determining if a
particular cell or pixel in a cell is malfunctioning. It will also indicate any data corruption of the
software on the display’s logic board if nonsense characters show.

Test Pattern Display TPAT

Choose this value for F6 and press 5 to instruct the displays to show a distinctive pattern
display, which appears as contiguous diagonal lines, as shown here: /\/\/\/\/\/\

This test pattern will display in Dancing Colors and at first will be stationary. After a moment,
the pattern will enter in Travel Mode across the display from right to left. This test helps to
determine if a particular cell or pixel is malfunctioning or if there is a short on adjoining columns
Of TOWS.

All Pixels Red Display RED

To assess whether any red LEDs are malfunctioning, set F6 to RED and press F5. All the pixels
will display red. Malfunctioning or failed LEDs are indicated by blank pixels in cells.

All Pixels Green Display GRN

To assess whether any green LEDs are malfunctioning, set F6 to GRN and press F5. All the
pixels will display green. Malfunctioning or failed LEDs are indicated by blank pixels in cells.
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All Pixels Yellow Display YEL

To assess whether any yellow LEDs are malfunctioning, set F6 to YEL and press F5. All the
pixels will display yellow, which is the product of red and green LED illumination. If only green
shows, the red LED malfunctioned or failed. If only red shows, the green LED malfunctioned
or failed. If no color shows, both LEDs failed or there is a signal malfunction.

All Pixels Off OFF

To turn off all the pixels for any reason, set F6 to OFF and press F5. The displays will go black
until reactivated with ---- or other F6 value. This test determines whether any components in a
display are shorted; if so, single pixels will remain ON.

Drive Board Software Version Display VERS

To see the software version of the CHAMELEON driver board controlling the displays, select
VERS for F6 and press F5. The version will show in the format V. x.xx, where x.xx is the
numeric EPROM version.
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13. Time/Date Setting

When you select option 9 on the Main Menu, the Time/Date Setting page displays. This page allows you
to define the date and time in controller memory for use with the jackpot history data accessed with
page 8, Controller Test Modes. The page is the same for the CON1 and CON2, except the CON1 is
used only with the TOTALIZER software and requires a special socket/chip at U2 on the PCB. This
manual discusses only the CON2 settings for date and time.

When you first activate your progressive jackpot system, access this page and define the data and time,
then send it to the CONZ2. All jackpot hit history for all machines of all jackpot groups reference the
date and time based on the initial entry for this field. Date and time information is always maintained in
memory, regardless of whether the CONI1 is on or off—the capacitor at location C51 on the PCB
always supplies power for this purpose.

P. 8. P SEND2
Uerzion 2.808
COPYRIGHT 192921, HI KOHHN I HNCG.

TIME-DATE SETTINMNG

DATE msds Y P
TIHE h:m:s -

SEND LOAD AM  SUN HELP EXIT
Fi F2 F3 F4 F5 Fh F? F8 F9 F10 Page 9
| MESSAGES |

Figure 13.1 Time/Date Setting CON2
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13.1 Time/Date Setting Function Keys

This section outlines only those function keys unique to the Time/Date Setting page. Standard keys,
such as F1 and F2, are not discussed. Function keys F3, F4, F'5, and F8 are inoperable for the CON2
format.

13.1.1 E6 AM/PM Toggle

Use F6 to define the AM (morning) and PM (evening) for the time (hour/minute/second) defined with
the TIME data field. The program is based on a 12-hour clock (so one o’clock in the afternoon is
defined as 01:0000 not 13:00:00). To instruct the CON2 whether the time defined is morning or
evening, press F6 to show either AM or PM.

13.1.2 E7 Day of Week

Use F7 to define the day of the week (Sunday through Saturday). Press F7 to cycle the days forward,
starting with SUN. Press 7 and hold down the SHIFT key to cycle the days backwards.

13.2 Time/Date Setting Data Fields

The two data fields available for user configuration deal with the date and time of day (shown here in
the order they appear onscreen).

13.2.1 DATE

A six-character numeric field for defining the date in MM/DD/YY format. Entering out-of-range data
in this field (such as 13/34/93) and attempting to SEND the data will cause an error message to display.
When you first access this program page, the cursor displays in the first character of this field, ready for
data entry.

13.2.2 TIME

A six-character numeric field for defining the time in HH:MM:SS (12-hour) format. Entering out-of-
range data in this field (such as 13:34:02, which is military, 24-hour format) and attempting to SEND the
data will cause an error message to display.
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14. After Jackpot Increments

When you select option A on the Main Menu, the After Jackpot Increments page displays. This page
allows you to shut down a progressive system as needed. The page is the same for CON1 and CON2,

except the CON2 page has the GRPO/GRP1 command over the F8 function key. You will use this
screen in the following two situations:

e When you want to shut down all or a part of a progressive system after the next jackpot hits.
In nearly all gaming jurisdictions, it is required that a progressive cannot be shut down until a
player wins the jackpot. This is because players have contributed to a progressive jackpot
amount in good faith that they could win it, so it must be paid back to the gaming public
that created the win amount.

In addition, some jurisdictions require that increments must be turned off to a progressive
system after shutdown. This assures that no jackpot amount occurs after the final hit on the
system. On a large system with many machines being played, there could be a considerable
increment held in a controller’s buffer memory while a jackpot hit is being reset.

e When your jurisdiction does not allow a change in jackpot increment until the present
jackpot has been hit. See INCREMENT?2 in the Jackpot Programming page. Certain
jurisdictions may not allow an increment change after an arbitrary limit has been reached. In
such a situation, you can have a jackpot group or groups change the increment rate after a
jackpot hit has occurred with this program page.

NOTE:

For part or all of the progressive system to shut down completely, the BASE VALUE in
the Jackpot Programming page must be set to all zeros for the jackpot group or groups
being shut down. After a hit, the base amount for a jackpot group is set to zero and if
the After Jackpot Increment value is set to zero, there will be no contribution to the
selected jackpot group(s). Before a jackpot hit for the group, contributions to the jackpot
will occur on machines connected to that group/game as defined by the INCREMENT
fields in the Jackpot Programming page.

ME Command Prompt - con2 [ (O] x]

F. 5. P SEND?2
Uersion 2.68
COPYRIGHT 192921, MI KOHN INGC.
Tue Aug 14 13:32:85 28681

AFTER JACKPOT INCREMENTS

JPA INCREMENT : [9.400 088 @0
JP1 INGCREMENT : B@A.400 A8 A8
JP2 INCREMENT : B@A.4600 B@8 @8
JP3 INCREMENT : B@.400 B88 @8

SEND LOAD ——— -—— —— —— GRP@ HELP EXIT
F1 F2 F3 F4 F5 F6 F? F8 F9 FiB@ Page 18
| MESSAGES |

Figure 14.1 After Increments CON2
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14.1 After Jackpot Increments Function Keys

This section outlines only those function keys unique to the After Jackpot Increments page. Standard
keys, such as F1 and F2, are not discussed. Function key F7 is inoperable, and F8 works only for the
CON2 format.

14.1.1 F3 to F6 Jackpot Toggle

Use F3 through F6 to define which jackpot groups use the After Jackpot increments defined in the data
fields. The default value for each key is ----, which means that the jackpot group associated with the
particular function key will use the INCREMENT fields in Jackpot Programming and not the After
Jackpot values defined on this page. Pressing one of the keys will display the value JPx where x
represents the group associated with the key (such as JPO with F3, JP1 with F4, JP2 with F5 and JP3
with F0).

When the JPx value is chosen, that group will use the after Jackpot Increment value defined for it on
this program page. To make the choice active, define an After Jackpot Increment value, toggle on the JP
group intended to use the value, and press the F1 key to send the information to the controller.

14.1.2 F8 Top/Bottom Group Toggle

FOR CON2 ONLY. Because there are a limited number of function keys for actions, I8 toggles the
values in the data fields to display JP4, JP5, JP6, and JP7 (the additional four jackpot groups available
with the CON2) when it is set to GRP1. It also toggles the choices available with function keys F3
through F6. When F8 is set to GRPO, you can configure jackpot groups JPO through JP3. When F8 is
set to GRP1, you can configure jackpot groups JP4 through JP7.

14.2 After Jackpot Increments Data Fields

The four data fields (for CONT; eight for CON2) available for user configuration deal with the
definition of increment value for one or more jackpot groups. Listed as JPO through JP3, each field is a
one- to 10-character numeric field for defining the after-jackpot increment to the CURRENT JP of a
jackpot group for each coin wagered in machines connected to the controller. The field is divided by a
decimal point after the first two digits.

For a situation in which you are shutting down a jackpot group, you would define the value of the
corresponding group here as all zeros so there would be no contribution to a jackpot after a hit. If you
were resetting the increment, you would assign a value. Refer to the sections INCREMENT1 and
INCREMENT? for details about defining an increment value.

14.3 End of CON1 Documentation

The After Jackpot Increments page is the last program page available for the CON1 controller. The
remaining sections deal exclusively with the CONZ2. The appendices apply to both controller units.
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15. Jackpot Hit Summary

When you select option B on the Main Menu, the Jackpot Hit Summary page displays. This page allows
you to acquire hit count information from the controller for all active jackpot groups. A toggle (F8)
allows you to view the top four groups and bottom four groups of the eight possible with the CONZ2.

Jackpot hit summary information can be helpful in assessing play activity in the casino. For example, if
you have three jackpot groups (JPO, JP1, and JP2) that have the same number of machines of the same
type, but in three different areas of the casino. Using this PSP page gives you a quick idea of player
traffic, where progressive jackpot systems do and do not work on the floor. Also, you can quickly see if
a group is being hit for an inordinate amount of jackpots based on payout/hold statistical data. This
program page is not, however, designed to take the place of machine accounting systems; it is only an
assessment tool. You can also use the information from the page to display marketing messages. Your
JACKx.DO and MESSS.DO can proclaim the total number of jackpots hit on the system.

Mi Command Prompt - con2 (O] %]

—————
P. 5. P SEND2

Uerzion 2.88
COPFPYRIGHT 1991, MI KOHN I NGC.
Tue Aug 14 14:@8:22 2001

JACKPOT HIT SUMMARY

JPA  GOUNT
JP1  GOUNT
JP2  COUNT
JP2  COUNT

SEND LOAD GRPA HELP EXIT
Fi F2 F3 F4 F5 F6 F? F8 F? Fi8 Page 11
| MESSAGES |

Figure 15.1 Jackpot Hit Summary

15.1 Jackpot Hit Summary Function Keys

This section outlines only those function keys unique to the Jackpot Hit Summary page. Standard keys,
such as F1 and F2, are not discussed. Function keys F3 through F7 are inoperable.

15.1.1 F8 Top/Bottom Group Toggle

Use F8 to toggle the data fields between the eight jackpot groups available for the CONZ2. F8 toggles the
values in the data fields to display either JPO through JP3 (F8 set to GRPO), or JP4 through JP7 (F8 set
to GRP1). The F8 setting is the same whether you use SEND or LOAD; all data is transferred either
way. I'8 only toggles data field display and data entry status on screen.

15.2 Jackpot Hit Summary Fields

The eight data fields available for user configuration deal with the acquisition and definition of the
number of jackpot hits for one or more jackpot groups. Listed as JPO through JP3, each field is a
four-character numeric field for showing or defining the number of hits up to 9,999. A comma divides
the field after the first digit.
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16. Extra Coin Play

When you select option C on the Main Menu, the Extra Coin Play page displays. This page is used to
configure your progressive jackpot system for gaming machines that accept a second wager during game
play. Currently, a number of gaming device manufacturers offer units that allow the player to place an
additional wager after the initial bet to achieve a consolation win or take another chance at a winning
combination. This page lets you define increments for the second wagers.

"< Command Prompt - con? M=l

“Uersion 2.80

COPYRIGHT 1?2921, MIKOHN INGC.
Tue Aug 14 15:36:39 2841

EXTRA COIN PLAY
EXTRA INC : §7.008 AP0 6@

SECONDARY : B0.068 688 a8
AFTER JF : B6.068 688 a8

SEND LOAD JP@ HELP EXIT
Fi F2 F3 F4 FS Fé6 F? F8 F9 FiB Page 12
| MESSAGES |

Tue Aug 14 15:03:09 2081 — Default error,. Check controller H# 1

Figure 16.1 Extra Coin Play

16.1 Extra Coin Play Function Keys

This section outlines only those function keys unique to the Extra Coin Play page. Standard keys, such
as I'1 and F2, are not discussed. Function keys F4 through F8 are inoperable.

16.1.1 F3 JPx (Jackpot Group)

Use F3 to define which of the eight possible jackpot groups is affected by the increment values entered
into the data fields of this program page. Use this function key first to select the desired jackpot group,
then enter values to the data fields. F3 cycles jackpot groups JPO through JP7. Hold the SHIFT key down
and press F3 to cycle back through the groups. Extra coin wagering machines require a special serial
return and are always clustered in the same jackpot group.
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16.2 Extra Coin Play Data Fields

There are three data fields for this page. Each is a 10-character numeric field that defines certain jackpot
increment parameters for extra coin wager machines on the progressive system. Fach field is divided by
a decimal point after the first two digits. Before entering values, press I3 to select the jackpot group to
be configured.

16.2.1 EXTRA INC

Defines the primary increment for extra coin wagers. This increment is independent of the
INCREMENTT1 value defined with the Jackpot Programming page. The EXTRA INC value dictates the
contribution to the progressive jackpot for each extra coin wagered on the game. For example, if set to
00.010 000 00 for a jackpot group configured for currency with a one-dollar denomination base, $0.01
would be contributed to the CURRENT JP for every extra coin wagered by a player.

NOTE:

The EXTRA INC value depends on how F7 Currency/Coin is set in the Jackpot
Programming page. Also, see the Increment Calculation Rate before assigning a value to
this field.

16.2.2 SECONDARY

Defines the secondary increment rate for extra coin wagers. This increment is independent of the
INCREMENT?2 value defined with the Jackpot Programming page. The SECONDARY value dictates
the contribution to the CURRENT JP for each extra coin wagered after the CURRENT JP reaches the
amount defined for the JP LIMIT field.

16.2.3 AFTER JP

Defines the after-jackpot increment to the CURRENT JP for each extra coin wagered. This increment is
independent of the JPx INCREMENT value of the After Jackpot Increments page.
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17. Denomination

When you select option E on the Main Menu, the Denomination page (displayed as Set Denominations)
displays. This page is exclusively for use with a multi-denomination progressive jackpot system. If you
are not using gaming devices of different denomination on the same jackpot system, skip this
section entirely.

M& Command Prompt - con2 - (O] %]

F. 5. P SEND2
Uersion 2.00
COPYRIGHT 192921, MIT KOHRN INAC.
Tue Aug 14 16:43:28 2881

SET DENOMINATIONS

REQUIRES SUPERCONTROLLER UERSION 3.1 & ABOUE

SEND LOAD LOADF SAUEF MASTR EDIT PATH HELP EXIT
Fi F2 F3 F4 Fo F6 F? F8 F9 FiB Page 14
| MESSAGES |

Figure 17.1 Denomination (Set Denomination)

17.1 Coin Pulsator History

Before the development of the CON2 version 3.10, mixing machines of different denominations on a
progressive system required an additional hardware component called a Coin Pulsator. This device was
programmed by the user to “level” contributions to the jackpot from different denomination machines.

For example, assume a single progressive jackpot game (JP0) with a $1 slot, a $0.25 slot, and a $0.05 slot
and no change for coin-in/jackpot increment/denomination. With the system set to currency and
INCREMENT1 value set to 00.050 000 00 (5%) and the denomination for the system set to $00.05 (see
PSP page 2) the machines would contribute the following on a five-coin wager:

$1 Slot :5 “nickels” (=$5.00 wager) x 5% per coin = $0.0125
$0.25 Slot :5 “nickels” (=$1.25 wager) x 5% per coin = $0.0125
$0.05 Slot :5 “nickels” (=$0.25 wager) x 5% per coin = $0.0125

The problem is that the CON2 has no way of knowing a dollar coin-in signal from a nickel coin-in
signal. Therefore, the dollar machine is really only contributing 25% to the progressive jackpot and the
quarter machine is contributing 1% to the progressive. Average these values and you find the real player
contribution to be not 5% but 2.1%.
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The Coin Pulsator eliminated the problem by multiplying a machine’s coin pulse signal to the CON2.
For example:

$1 Slot :5 “nickels” (=$5.00 wager) x20 x 5% per nickel = $0.0125
$0.25 Slot :5 “nickels” (=$1.25 wager) x5 x 5% per coin = $0.0625
$0.05 Slot :5 “nickels” (=$0.25 wager) x1 x 5% per coin = $0.0125

The multiplier function counts 20 coin-in pulses for each actual coin wagered on the $1 slot
(81 = 20 x 5 cents) and five coin-in pulses for each actual coin wagered on the 25 cent slot
(25 cent = 5 x 5 cents). The nickel slot coin-in pulses are registered as one-to-one. Now, the
contribution to the progressive is equal for all denomination machines at 5%.

Beginning with version 3.10, the multiplier function was added directly to the CON2, eliminating the
need for the Coin Pulsator device. The Denomination page sets the multiplier for each machine on the
progressive system.

NOTE:

All hit frequencies and payout percentages are available only according to local
jurisdictional gaming rules and regulations.

17.2 Denomination Function Keys

This section outlines only those function keys unique to the Denomination page. Standard keys, such as
F1 and F2, are not discussed. Function key F8 is inoperable.

17.2.1 E3 LOADF

Use F3 to retrieve a Set Denomination file saved on the computer for later retrieval. Before using F3,
ensure the path to the subdirectory on the computer that holds the file is defined with the function key
F7 PATH.

17.2.2 F4 SAVEF

Use F4 to save a set of denomination multiplier definitions on the computer, in a file of your
specification. Before using I'4, ensure the path to the subdirectory on the computer that holds the file is
defined with the function key F7 PATH.

17.2.3 F5 master/slave

Use F5 to select the CON2, either master or slave unit, on the progressive system for the associated
gaming devices for which you want to define multiplier data. The default display value is MASTR
(master). If you use only one CON2, choose this value for editing the gaming devices attached to that
controller. If you use more than one CON2 in a master/slave configuration, MASTR is the designation
for the primary CON2. Press F5 to display the other values, such as 01SLV and 02SLV for the first and
second slaves, and so on.
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The maximum value that can be selected with this function is the value set with function key F6 on
program page 6, Multiple Controller Setup. After you choose the appropriate CON2, press F6 EDIT to
make the screen display the 32 machines.

17.2.4 F6 EDIT

Use Fo6 to call up the data fields for the gaming devices associated with the CON2 and designated with
F5. Each machine can have up to a three-digit multiplier factor entered with a maximum value of 100.

17.2.5 E7 PATH

Use F7 to designate a predefined subdirectory on the computer where you will save denomination
multiplier files. You cannot create the path from PSP; you must do so from the operating system. Note
that when you save the Set Denomination file to a new path with F7, all message fields created with

page 4 (that is, JACK1.DO, JPOT.DO, MESS.DO) are also saved to the designated directory. A path
prompt displays when you press F7, as shown below.

Current SUB-Path -> xxx\

Press (F1l) to ESC

Enter SUB-PATH name of your files
Press <ENTER> when done
(8 characters max)

SUB-PATH->

The default Current SUB-Path (xxx\) is the current subdirectory. If this is the location where you want
to save the denomination file and message files, press F1, then F4 to SAVE them.

If you want to save the files to another subdirectory, type the path (if applicable) and subdirectory name
at the prompt and press the ENTER key. The prompt will disappear from the screen; press F4 and the
files will save to the designated subdirectory.
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17.3 Denomination Data Fields

To access data fields for input with this program page, first press function key F6 (EDIT). The
following screen displays.

ME Command Prompt - con2 HEE
-
P. §. SEND?Z2
Press F18 to exit ¢ MASTER >
MACHINE # 1 H 5lo] MACHINE 1? aaa
MACHINE # 2 [c]51c] HACHINE i8 ana
MACHINE # 3 aa8 MACHINE 19 aaa
MACHINE # 4 olslc] MACHINE 28 55]5]
MACHINE # % aa8 MACHINE 21 55]5]
MACHINE # & aaa MACHINE 22 ana
MACHINE # 7 aan MACHINE 23 515]E]
MACHINE # & aaa MACHINE 24 aaa
MACHIHNE # 9 olslc] MACHINE

MACHINE # 18 [50505] MACHINE

MACHINE # 11 5 ]515] MACHINE

SEN MACHINE # 12 [5]515] MACHINE
F1 MACHINE # 13 5 ]515] MACHINE
MACHINE # 14 5 ]515] MACHINE

MACHINE # 15 [5]505] MACHINE

MACHINE # 16 55 15] MACHINE 32 a5 15)

ENTER MACHINE DENOMIMATION MULTIPLIER < MAX 188 >
|

29 ana 14

HEESEEEESEEEER SR
[
[4a]
=
=
=

Figure 17.2 Setting denomination fields

This screen shows the master controller ready to be configured. The cursor defaults to the multiplier
definition field for Machine #1. You can enter up to three digits in this and all the 32 fields with a value
limit of 100.

There are 32 data fields available for the master and slave units because each CON2 can have up to 32
gaming devices connected to it. Press ESC to exit this screen without saving any data or press F10 to
save the data and return to the default Denomination screen.
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17.4 Configuring Multiplier Factors

The following tutorial explains how to configure a progressive system with machines of different
denominations.

1. Access page 1, Jackpot Programming. Configure the jackpot.

2. Access page 2, Jackpot Summary. In the DENOMINATION field, enter the denomination
of the lowest common denominator of the machines attached to the CON2. For example, if
you have dollar, quarter, and nickel machines attached to the system, enter 00.05 for the
nickel machines.

3. Access page E, Denomination. Choose MASTR with F5.

4. Press F6 EDIT. The data fields for the 32 machines associated with the chosen master
CONZ2 display.

5. Enter a multiplier factor for those machines that need an adjustment to coin-in pulses. The
multiplier factor is the number of times it takes for the lowest common denominator on the
system to divide into the denomination of the machine you are adjusting.

For example, assume a progressive system with 10 machines attached to the CONZ2.
Machines 1, 2, and 3 are $1.00 slots; machines 4, 5, and 6 are $.25 slots; and machines 7, 8, 9,
and 10 are $.05 slots. The multiplier factor data for each of these machines would look like
the following:

MACHINE # 1 020
MACHINE # 2 020
MACHINE # 3 020
MACHINE # 4 005
MACHINE # 5 005
MACHINE # 6 005
MACHINE # 7 001
MACHINE # 8 001
MACHINE # 9 001
MACHINE # 10 001

Machines 1 through 3 are dollar machines. It takes 20 nickels to equal one dollar, so the
correct entry is 20. Machines 4 through 6 are quarter machines. It takes five nickels to equal
one quarter, so the correct entry for these machines is 5. Finally, machines 7 through 10 are
nickel devices, so they receive a multiplier factor of 1.

6. Press F10 to save the data to file after you enter the factor data for each for each machine.
7. Press F1 to SEND the data to the CON2.

8. Test the setup. Deposit coins in the various machines and watch the progressive increment.
You should see a difference in the increment value to the progressive jackpot when you
wager a dollar versus a nickel or quarter, based on the multiplier factor defined for each
machine.
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18. Troubleshooting
18.1 F1 SEND is not Working

18.1.1 Symptom

If when you press F1 and the download is unsuccessful, the following messages display:
DD/MMM/DD HH:MM:SS YYYY - Default error. Check controller #
DD/MMM/DD HH:MM:SS YYYY - Error occurred in sending data to
controller

18.1.2 Probable Cause

Errors indicate a communication problem between the computer and controller. The problem could be
any of the following.

e The computer is not connected to the controller.
e The controller is not powered up.
e There is a physical (cable or connector) problem with serial communication.

e The program is using CON2.BAT and trying to communicate with a CON1, or is using
CONI1.BAT and trying to communicate with a CON2.

e The serial port on the Mitsuba Pocket PC (if used) has not been activated.

e The controller has a hardware component failure of some sort.
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18.2 F2 LOAD is not Working

18.2.1 Symptom

If when you press F2 and the upload is unsuccessful, the following messages display:
DD/MMM/DD HH:MM:SS YYYY - Default error. Check controller #
DD/MMM/DD HH:MM:SS YYYY - Error occurred in sending data to
controller

18.2.2 Probable Cause

Errors indicate a communication problem between the computer and controller. The problem could be
any of the following.

e The computer is not connected to the controller.
e The controller is not powered up.
e There is a physical (cable or connector) problem with serial communication.

e The program is using CON2.BAT and trying to communicate with a CON1, or is using
CONI1.BAT and trying to communicate with a CON2.

e The controller has a hardware component failure of some sort.

18.3 CON1 Does not Recognize Coin In with CON1 Setup

18.3.1 Symptom

There may be a short delay after PSP setup before the CON1 can recognize coin-in signals. After
approximately 30 seconds, the CON1 logic chip should complete all random number calculations. After
30 seconds, the CONT1 does not recognize coin-in signals.

18.3.2 Corrective Action

e Recheck the setup for each jackpot group designated as Random Bonus.

e Check that the Minimum and Maximum Limits are NOT set to the same value. If they are,
the CON1 will never recognize coin-in signals because it cannot calculate a random number
for the game win.

18.4 RESET Acts as Coin In

18.4.1 Symptom
A RESET procedure fails.

18.4.2 Corrective Action

e After a hit and during the RESET procedure, hold the key for at least five seconds in
order for the reset to take effect.
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Appendix A: Communication Protocols

NOTE:

Refer to the controller manual for information about harnessing and other hardware.
The information herein is concerned only with data input to the PSP program for upload
to the computer.

Manufacturers’ gaming devices differ in their ability to accommodate multiple jackpots and the method
by which coin-in pulses are sent out. To adapt to these differences, use PSP to tell the controller what
machine types are connected to it. The controller’s firmware has code that adjusts for different machine

types.

Machine type settings are a way to set up input lines on the CON1 and CONZ2 to monitor for specific
signals, which can range from a simple pulse of a varying duration to more complex, multi-transitional
pulse sequences.

The CON1 and CON2 have four input lines and support all machine-type functions. The CON1I and
CONZ2I have only one input line; therefore they only support the input line “A” functions.

The following sections describe popular gaming devices (listed by manufaturer name) and
recommendations for defining machine types.

Aristocrat

Older machines (Esprit and some Microstars) were only capable of one progressive JP, so they
used the short coin, long JP method. Recommended machine type is M-00 or M-05.

Newer machines needed more JP outputs so they implemented the pulse train. Recommended
machine type is M-08.

Bally

Older machines (E series) were only capable of one progressive JP, so they used the short coin,
long JP method. Recommended machine type is M-00 or M-05.

Newer machines (5000 and newer series) support two interface styles. One style is a relay board
capable of up to three JPs. Recommended machine type is M-00 or M-05 if coin and JPO are
multiplexed on the same line, or M-02 if coin and JPO are on separate lines. The other style
interface is an RS-232 port. This is used with the Multicomm and supports multiple JPs and
Nevada Reg. 14 signals. Recommended machine type is M-05 with machine serial set for MSO1.

IGT

Older machines (Fortune 1, Fortune II, some S-Slot and Player’s Edge software) were only
capable of one progressive JP, so they used the short coin, long JP method. Recommended
machine type is M-00 or M-05.

Newer machines support multiple JPs and Nevada Reg. 14 signals with a pulse train.
Recommended machine type is M-08.
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Sigma
Older machines were only capable of one progressive JP, so they used the short coin, long JP
method. Recommended machine type is M-00 or M-05.

Newer machines support multiple JPs and Nevada Reg. 14 signals. There are two styles of
signals they support—pulse train with recommended machine type is M-08; and a modified RS-
422 signal with recommended machine type M-05 with a machine serial of MS10.

Universal
Some older machines had a problem with JP signals locking ON. Recommended machine type is
M-01. Common machines are capable of two and sometimes three progressive JPs. They use the

short coin, long JP method. Each JP is on a separate line. Recommended machine type is M-00
or M-05.

A.1 Machine Types

The following sections show the relationship between machine types and the information they send to
the controller on lines A, B, C, and D. Note that the standard CON1 handles up to four jackpot groups
and the CON2 handles up to eight. JPA indicates the ARROW jackpot type and JPH indicates
HIGHest meter paid jackpot type.

A.1.1 Machine Types M-00, M-01, M-03

Machine type M-00 and M-01 are the same except that M-01 requires an 8- to 12-second pulse on input
line A (or C and D if set for 2BET configuration). M-03 is identical to M-00 except that M-03 accepts a
coin pulse as short as 20ms.

Table A.1 Jackpot value assigned to input signal lines A through D on Connector J1: M-00 and M-01

Type A B C D

SNGL coin/jp0 - - coin-out
HID1 coin/jp0 ip2 ip4 coin-out
HID2 coin/jp0 ipl - coin-out
HID3 coin/jp0 ip2 ip4 coin-out
ARRW coin/jpA -- -- coin-out
HIGH coin/jpH - - coin-out
MANY coin/jp0 ipl ip2 coin-out
2BET coin 0 coinl ip0 ipl
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A.1.2 Machine Types M-02

M-02 separates coin-in from JPO.

Table A.2 Jackpot value assigned to input signal lines A through D on Connector J1: M-02 and M-03

Type A B C D
SNGL coin jip0 - coin-out
HID1 coin ip0 ip2 coin-out
HID2 coin ip0 ipl coin-out
HID3 coin ip0 ip2 coin-out
ARRW coin ipA - coin-out
HIGH coin jipH -- coin-out
MANY coin ip0 ipl coin-out
2BET coin0 coinl ip0 ipl

A.1.3 Machine Type M-04

With machine type M-04, the coin-in input on line A looks for active signals longer than 50 ms. Up to
eight jackpot groups can be multiplexed with the coin signal on line A. The coin-out signal inputs to line
D and input lines B and C are not used in this configuration. Table A.3 shows that jackpots are
represented by a header signal followed by a series of signals, the number of which indicates the jackpot
group that has been hit.

Table A.3 M-04
Number of Pulses 1 2 3 4 5 6 7 8
SNGL PO - - - - - - -
HID1 JPO JP2 JP4 JP6 -- - - -
HID2 JPO JP1 - - - - — -
HID3 JPO JP2 JP4 JP8 - - - -
ARRW JPA - - - ~ - _ -
HIGH JPH - - - - - - ~
MANY JPO JP1 JpP2 JP3 JP4 JP5 JP6 JP7
2BET not used | not used | notused | notused | notused | not used | not used | not used
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Jackpot values are assigned to input signal lines A through D on connector J1. Similar to M-00 except

line D is used for jackpot signals instead of a coin-out signal when appropriate.

Table A.4 Jackpot value assigned to input signal lines A through D on Connector J1: M-05

Type A B C D
SNGL coin/jp0 - - coin-out
HID1 coin/ip0 ip2 ip4 ip6
HID2 coin/jp0 ipl - coin-out
HID3 coin/jp0 ip2 ip4 ip6
ARRW coin/jpA -- -- coin-out
HIGH coin/jpH - -- coin-out
MANY coin/jp0 ipl ip2 i3
2BET coinl/jp0 coin2/jpl coin3/jp2 coin4/ip3

A.1.5 Machine Type M-06

Machine type M-06 is used exclusively with older electro-mechanical slot machines. In order to reset a
jackpot correctly, the door switch on the game must be closed for approximately three seconds, which
disables the coin-in and jackpot signals.

Table A.5 Jackpot value assigned to input signal lines A through D on Connector J1: M-06

Type A B C D

SNGL coin ip0 dr open jp reset
HID1 coin ip0 dr open jp reset
HID2 coin ip0 dr open jp reset
HID3 coin ip0 dr open jp reset
ARRW coin ipA dr open jp reset
HIGH coin ipH dr open jp reset
MANY coin ip0 dr open jp reset
2BET not used not used not used not used
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A.1.6 Machine Type M-07: Regulation 14

Machine type M-07 fulfills certain requirements of Reg. 14 in the state of Nevada. However, to avoid
conflicts that may occur with associated software and hardware, it is recommended that machine type
M-08 be used in place of M-07 whenever possible.

Machine type M-07 has coin-in signals (without header; a header signal, if received, is ignore) and up to
eight jackpots multiplexed on input line A. The coin-out signal inputs to line D. input lines B and C are
not used in this configuration. Table A.6 shows that jackpots are represented by a header signal followed
by a series of signals, the number of which indicates the jackpot group that has been hit.

Table A6 M-07
Number of Pulses 1 2 3 4 5 6 7 8
SNGL JPO - - - - - - -
HID1 JPO JP2 JP4 JP6 - - - -
HID2 JPO JP1 - - - - - -
HID3 JPO JpP2 JP4 JP6 - - - -
ARRW JPA - - - - - - -
HIGH JPH - - - - - - -
MANY JPO JP1 JP2 JP3 P4 JP5 JP6 JP7
2BET not used | notused | notused | notused | notused | notused | not used | not used

A.1.7 Machine Type M-08: Regulation 14

Machine type M-08, like M-07, fulfills certain requirements of Reg. 14 in the state of Nevada. It is the
preferred setting over machine type M-07.

Machine type M-08 has coin-in signals (without header; a header signal, if received, is ignore) and up to
eight jackpots multiplexed on input line A. The coin-out signal inputs to line D and input lines B and C
are not used in this configuration. Table A.7 shows that jackpots are represented by a header signal
followed by a series of signals, the number of which indicates the jackpot group that has been hit.

Table A.7 M-08
Number of Pulses 1 2 3 4 5 6 7 8
SNGL JPO - - - - - - -
HID1 JPO JP2 JP4 JP6 - - - -
HID2 JPO JP1 - - - - — -
HID3 JPO JP2 JP4 JP6 - - - -
ARRW JPA - - - - - - -
HIGH JPH - - - - - - -
MANY JPO JP1 JP2 JP3 P4 JP5 JP6 JP7
2BET not used | not used | not used | not used | not used | not used | not used | not used
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A.1.8 Machine Type M-09: Regulation 14

Machine type M-09 fulfills certain requirements of Reg. 14 in the state of Nevada. However, to avoid
conflicts that may occur with associated software and hardware, it is recommended that machine type
M-08 be used in place of M-09 whenever possible.

Machine type M-09 has coin-in signals (with header signal of 100ms followed by a 50ms pulse for each
coin wagered on the machine) and up to eight jackpots multiplexed on input line A. The coin-out signal
inputs to line D and input lines B and C are not used in this configuration. Table A.8 shows that
jackpots are represented by a header signal followed by a series of signals, the number of which indicates
the jackpot group that has been hit.

Table A.8 M-09
Number of Pulses 1 % 3 4 5 6 7 8
SNGL JPO - - - - - - -
HID1 JPO JP2 JP4 JP6 - - - -
HID?2 JPO JP1 - - - - - -
HID3 JPO JpP2 JP4 JP6 - - - -
ARRW JPA - - - - - - -
HIGH JPH - - - - - - -
MANY JPO JP1 JpP2 JP3 JP4 JP5 JP6 JP7
2BET not used | notused | notused | notused | notused | notused | not used | not used
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A.2 Machine Serial Communication Protocol

NOTE:

This information applies only to the CONZ2. If you are using a CON1, serial
communication is affected by the use of the Gateway communication interface device.
Refer to the documentation associated with the Gateway device for serial protocol
information with the CON1.

The CON2 can be serially linked to individual slot machines or slot data concentrators. The
communications parameters depend on the external device. This channel is bi-directional. Currently, this
port gathers coin and jackpot occurrence data and tells the slot machine the progressive values. Many
types of information may pass through this interface. At present, there are three general supported
communications protocols: MIKOHN Standard, Bally, and IGT.

Previously, with the CON1, the MIKOHN protocol was used successfully under the name SINFO. Data
was transmitted from a Gateway interface device after being translated from an output format. The
CON?2 eliminates the need for a Gateway and outputs this data protocol directly from the machine
interface. Data is asynchronous, at 2400 baud with one start bit, one stop bit, and no parity. The CON2
reports jackpots immediately; it does NOT have to wait for data to appear on the display line before
informing the slot machine of the payout value.

A.2.1 Communication Protocol Terminology

Cycling

Cycling means that during a jackpot hit, the CON2 sends the Current Jackpot value, the hit
jackpot value, and the machine number of the device upon which the jackpot hit occurred. The
Current Jackpot is the reset amount (Base Value) after the hit has occurred. The term No Cycling
means only the Current Jackpot amount is sent.
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HID Swap
As discussed in Chapter 5, Jackpot Programming, there are three hidden jackpot types available
for use with the CON2: HID1, HID2, and HID?3.

The term HID Swap means that when an HID1, HID2, or HID3 game type has been defined for
a particular jackpot group, the jackpot group used for the HIDDEN JP is dropped for the
particular HID game used.

In HID1 and HID3, the even number jackpot groups are always displayed (such as JP2, JP4,
JP6), and the odd ones are always used for the Hidden JPs, or the “dropped” ones. A four JP
Group HID1 or HID3 will use MS15 or MS16 and the displayed JP Groups will be JPO, JP2,
JP4, and JP6. MS06 and MSO7 arrange group numbers as if the CON2 is in hidden jackpot
mode only (HID1 or HID3) regardless of the Jackpot Type.

Table A.9 Displayed and hidden jackpot groups for HID1, HID2, and HID3

HID 1 HID2 HID3
Displayed Hidden Displayed Hidden Displayed Hidden

JPO for JP1 JP2 for JP1 JPO for JP1
Displayed Hidden

Displayed Hidden

JP2 for JP3 JP2 for JP3
Displayed Hidden Displayed Hidden
JP4 for JP5 JP4 for JP5
Displayed Hidden Displayed Hidden
JP6 for JP7 JP6 for JP7
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A.3 Communication Protocol Table

The communication protocol table shows the relationship between the machine serial select function
key I8 on page 1 of PSP for CON2, and the type of output serial information. The allowable groups
associated with the particular MS type must remain constant. For example, MS-02 requires that
information for three jackpot groups be sent, and machine serial type MS-05 requires data for eight
jackpot groups.

Table A.10 Communications protocol table

F8 Key Protocol JP Groups Cycling HID Swap
MS00 MIKOHN (SINFO)
MS01 Bally Multi-Com
MSO02 IGT 3 group JPO, JP1, JP2 No Cycling No
MS03 IGT 3 group JPO, JP1, JP2 Cycling No
MS04 IGT 1 group JPO No Cycling No
MS05 IGT 8 group JPO, JP1, JP2, JP3, JP4, JP5, JP6, JP7 No Cycling Yes
MS06 IGT 3 group JPO, JP2, JP4 No Cycling Yes
MS07 IGT 3 group JPO, JP2, JP4 Cycling Yes
MS08 IGT 1 group JPO Cycling No
MS09 IGT 8 group JPO, JP1, JP2, JP3, JP4, JP5, JP6, JP7 Cycling Yes
MS10 Sigma Reg. 14 Serial Protocol
MS11 UGl Reg. 14 Serial Protocol
MS12 Games of Nevada Reg. 14 Serial Protocol
MS13 IGT 2 group JPO, JP1 No Cycling Yes
MS14 IGT 2 group JPO, JP1 Cycling Yes
MS15 IGT 4 group JPO, JP1, JP2, JP3 No Cycling Yes
MS16 IGT 4 group JPO, JP1, JP2, JP3 Cycling Yes
MS17 IGT 5 group JPO, JP1, JP2, JP3, JP4 No Cycling No
MS18 IGT 5 group JPO, JP1, JP2, JP3, JP4 Cycling No
MS19 IGT 6 group JPO, JP1, JP2, JP3, JP4, JP5 No Cycling No
MS20 IGT 6 group JPO, JP1, JP2, JP3, JP4, JP5 Cycling No
MS21 IGT 7 group JPO, JP1, JP2, JP3, JP4, JP5, JP6 No Cycling No
MS22 IGT 7 group JPO, JP1, JP2, JP3, JP4, JP5, JP6 Cycling No
MS23 Reserved Reserved Reserved Reserved
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Appendix B: Random Bonus Jackpot Game Programming

The Random Bonus game is a special type of linked game developed by MIKOHN to increase the
number of players and resulting increase of coin-in. It is considered a gaming device by some
jurisdictions and requires special approval.

In normal wagering games, a particular reel or card configuration alone determines a payout, be it a
standalone game or one connected to a progressive system. In the Random Bonus game with linked
gaming devices, a winning payout may also be determined by an arbitrary or random operation that is
totally independent of any wing reel symbol or card combination. When used in a progressive game
system, this random award gives the player two entirely different rewards. In other words, the player
may win the progressive in the normal manner or by a Random Bonus hit.

The random number used to determine the payout is actually a user-calculated amount within a specified
range and controlled by the logic within the controller’s EPROM. Defining a high/low range for the
random award amount is actually creating an average jackpot, because the median will be achieved
statistically over time and number of games.

A hit occurs when the EPROM-generated number matches the respective meter’s CURRENT JP value.
To signify that a random hit has occurred, an audible alarm of some sort is triggered because the hit is
random and has no connection to any particular winning reel/card combination. A bell is the standard
device, but other equipment may be used.

The progressive can be awarded any time during play regardless of any winning combinations that apply
to the regular game. The actual bonus number set by the EPROM logic is, of course, unknown to
anyone.

In the Random Bonus game, the casino determines the frequency of the bonus awards by altering the
range between the minimum and maximum awards. The narrower the range, the more frequent the
Random Bonus Jackpot is awarded. The size or value of the prize is determined by the following
formula:

(The defined Current JP wvalue)
+ (Total Coin-in of all machines on the System x
The defined Increment Rate)
The Increment Rate and value of the initial Current JP can then be adjusted according to the average

coin-in per machine, which is known by accounting history. The following example illustrates the
operation.
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A casino decides to offer an average Random Bonus Jackpot of $500.00 on $.25 slot machines. The
Random Bonus Jackpot will have a Minimum Value of $100.00 and a Maximum Value of $900.00.
There are 80 machines involved on the system, each of which averages a gross income of $600.00 per
day. The hold percentage on the machines is about 17% (83% payout), which translates into a net
income per machine of $102.00 for the casino. Based on these accounting figures, it is decided to put
2% of the net hold figure as the increment to the Random Bonus Jackpot. Based on these variables, the
number of Random Bonus Jackpots per day will be 1.92:

Avg. $/day/mach $600.00 Avg. Random JP $500.00
Average Random JP = $100 + $900/2
Avg. Hold PC 17.00% Min. JP in coin 400
Minimum Value = $100/.25
Avg. win/day $102.00 Avg. Increment in coin 1600
Average Increment = $500 - $100/.25
# of Mach 80 Avg. Random JP in coin 2000
Average Jackpot in Coins = Average Increment (1600) +
Min. Value (400)
Avg. Total Win $8,160.00 Avg. coin in/JP 100000
Average Coin-In Per Jackpot = Average Jackpot in Coins
(2000)/.02 (Progressive Contribution)

Denomination $0.25 Start Value PC 0.400%
Min. Random JP $100.00 Prog Increment PC 1.600%
Max. Random JP $900.00 #]Ps/DAY 1.92

% Net to Progressive 2.00% #]Ps/Month 57.60

B.1 Special Equipment for Random Bonus Games

The following MIKOHN equipment is necessary to set up a Random Bonus game.

e Standard Controller (CON1) or SUPERCONTROLLER (CONZ2) installed with Random Bonus

firmware (R designation).

e Jackpot Trigger Device (JPTD). One for the CON1. Two for the CON2, to drive up to
eight Random Bonus games.

e Displays compatible with the particular controller. CHAMI for the CON1. CHAMI or
CHAMII for the CON2. A CHAMI limits the number of random games to four. In
addition, a Gateway is required to allow the CON2 to communicate with the CHAMI.

e PSP software and computer to program the controller.

¢ Documentation:
Jackpot Trigger Device, P.N. 950-240-00
CONI1 User Manual, P.N. 990-000-00 or CON2 User Manual, P.N. 990-010-00
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B.2 Special Considerations

The following are the guidelines for setting up a Random Bonus game:

Do NOT set the option in the PSP software to allow Random Bonus games when a casino
uses only progressive games.

CONI controllers use only CHAMI displays.

CONI controllers can use only one Random Game and cannot mix other game types with it
(that is, no additional progressive jackpot games).

CONZ2 controllers can use both CHAMI and CHAMII displays. For CHAMIs, a Gateway is
also necessary.

CONZ2 controllers using CHAMI displays can run up to four Random Bonus games.
CONZ2 controllers using CHAMII displays can run up to eight Random Bonus games.

CONZ2 controllers can run regular progressive games in addition to the Random Bonus
game(s).
The Bally® Multi-COM™ progressive controller cannot be used with the Random Bonus

game.

Bonus EPROM and non-Bonus EPROM CONZ2 controllers cannot exist on the same fiber
buss in a master/slave configuration.
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B.3 CON1 Standard Controller Bonus Configuration

The CONT can use only the CHAMI display and casinos can configure only one Random Bonus game
on the system. Because there is only the Random Bonus game, no other regular progressive system
game can be used in conjunction with it.

When in the Random Bonus game configuration, up to 29 gaming devices can be connected to the
controller. If you want to use machines of different denominations, you must have a Coin Pulsator unit
connected to each.

To configure a CON1 as a Random Bonus game controller, perform the following steps:
1. Connect the CONT1 to gaming devices and CHAMI displays.
2. Connect the PC to the CONI1.

3. Access PSP via the CON1.BAT file. When the Main Menu displays, choose page 1, Jackpot
Programming. See Figure 5.1.

4. Use I3 to set the jackpot type to MANY (multiple jackpots).

5. Use Fo6 to select JPO (first jackpot group). This jackpot group, as well as JP1 and JP2, is not
used in the Random Bonus game. In order to assure that no spurious data can be obtained
from the data fields of JPO-JP2, the fields are set to null values.

6. Using the cursor and the keyboard, enter all zeros (0s) in all the data fields of JPO. When the
fields have null values, press F1 to SEND the data to the CONT.

7. Repeat step 6 for jackpot groups JP1 and JP2.
8. Use Fo0, select jackpot group JP3.

NOTE:

If you use the COIN value for F7 instead of the $$$$ (currency) value, refer to the
Increment Calculation Rate inset. The values you define for the BASE VALUE,
CURRENT JP, HIDDEN ]JP, JP LIMIT, and INCREMENT1 data fields are markedly

different for coin versus currency configuration.

9. Enter a value in the BASE VALUE, CURRENT JP, and HIDDEN JP data fields equal to
the Minimum Random Bonus Jackpot amount.

This number should be rounded to zeros for system efficiency. For example, enter $100.00
rather than $99.99. This will always be the Random Bonus Jackpot reset value.

Note: if the Minimum Value (HIDDEN JP) is equal to or greater than the Maximum Value
(JP LIMIT), a C18 error code displays. If the CURRENT JP value is greater than Maximum
Value (JP LIMIT), a C19 error code displays.

10. Enter a value in the JP LIMIT data field equal to the Maximum Random Bonus Jackpot
amount. This field is the Maximum Limit or upper value for the random bonus range from
which the bonus number will be selected.

This number should not be rounded to zeros. An example maximum award would be
entered as $899.99.

August 28, 2001 83 990-051-00



PSP v2.0

Appendix B

Technical Manual Random Bonus Jackpot Programming

11.

12.

13.

14.
15.

Note: This sets the range for the Random Bonus Jackpot RNG (Random Number
Generator). Per the examples above, the actual random number will fall between $100.00
and $899.99. When the random number generated by the EPROM is equal to the value of
the CURRENT JP data field, a Random Bonus Jackpot hit occurs. The CURRENT JP value
changes based on the increment value.

Enter a value in the INCREMENT1 data field. This is the contribution to the jackpot from
coins wagered. In the example above, the contribution was set at 2%, so the data entry for
this field would be 00.005 000 00 (that is, $.25 x 2% = $0.0005, or /2 cent per quarter in a
game set for currency configuration).

Make sure all the digits in the INCREMENT?2 data field are set to zero (0). INCREMENT?2
is not used in the Random Bonus Jackpot Game.

Verity that the F3 value is set to MANY, which is the game type for the Random Bonus
game.

Set the values for 4, F5, 7, and F8 as described in Chapter 5.

Press F1 to SEND the configuration data to the controller.

B.3.1 Final CON1 Notes

Machine number 29 on the Random Bonus Jackpot system resets the system after a random
hit occurs.

Each coin-in signal is “tagged” by the game software based on its machine of origin and the
order in which it registered.

After a hit and during the RESET procedure, hold the key for at least five seconds in order
for the reset to take effect.

In a master/slave configuration, up to 116 machines may be connected for a single Random
Bonus Jackpot. The fiber buss is synchronized and the master controller recognizes the
sequence in which coins were entered into the machines, regardless of the master or slave
that detected the coin.
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B.4 CON2 Bonus Configuration

The CON2 Random Bonus game configuration is different from the CON1 configuration because the
CONZ2 can use either a CHAMI or CHAMII, control multiple random games (up to eight), and mix
random with regular progressive games. In addition, the CON2 allows for more game machines on a

master/slave network.

B.4.1 CON2 with CHAMII Displays Procedures

1. Connect the CON2 to gaming devices and CHAMII displays.
2. Connect the PC to the CON2.

3. Access PSP via the CON2.BAT file. When the Main Menu displays, choose page 2, Jackpot
Summary. See Figure 6.2.

4. Use F5 to define the number of Random Bonus Jackpot games you plan to use. The
selection range is from RAND1 to RANDS (eight total, matching the number of jackpot

groups available).

The relation of the Random Bonus game to the jackpot group is in reverse order. That is, if
you define the number of Random Bonus games as one (RAND1), that game is configured
for jackpot group 7 (JP7). Two Random Bonus games (RANDZ2) are associated with jackpot
groups 7 and 6 (JP7 and JP6). The more Random Bonus games there are, the fewer jackpot

groups are available for regular progressive jackpot games. The following table shows the
relationship between Random Bonus Jackpot games and jackpot groups.

Table B.1 Relationship between Random JPOT to Normal JPOT

Number of Used for Bonus Games Jackpot Groups Available for

Bonus Games Non-Bonus Progressives
RANDI JP7 JPO, JP1, JP2, JP3, JP4, |P5, |P6
RAND2 JP7,JP6 JPO, JP1, JP2, JP3, |P4, |P5
RAND3 JP7, JP6, JP5 JPO, JP1, JP2, JP3, JP4
RAND4 JP7, JP6, JP5, P4 JPO, JP1, JP2, JP3
RAND5 JP7, JP6, JP5, P4, JP3 JP0, JP1, JP2
RANDG JP7, JP6, JP5, P4, JP3, JP2 JPO, JP1
RAND? JP7, JP6, JP5, P4, JP3, JP2, JP1 JPO
RANDS JP7, JP6, JP5, P4, JP3, JP2, JP1, JP0 | NONE

5. Press F1 to SEND the data to the controller after you define the number of Random games
that will be used and other data information programmable from this page.

° e e

game.

Press F10 to exit the page.
Select page 1, Jackpot Programming. See Figure 5.2.

Press F3 to set the jackpot type to MANY (multiple jackpots).

Press F6 and select JP7 (jackpot group 7), which corresponds to the first Random Bonus
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NOTE:

If you use the COIN value for F7 instead of the $$$$ (currency) value, refer to the
Increment Calculation Rate inset. The values you define for the BASE VALUE,
CURRENT JP, HIDDEN JP, JP LIMIT, and INCREMENT1 data fields are markedly

different for coin versus currency configuration.

10. Enter a value in the BASE VALUE, CURRENT JP, and HIDDEN JP data fields equal to
the Minimum Random Bonus Jackpot amount.

11. This number should be rounded to zeros for system efficiency. For example, enter $100.00
rather than $99.99. This will always be the Random Bonus Jackpot reset value.

Note: if the Minimum Value (HIDDEN JP) is equal to or greater than the Maximum Value
(JP LIMIT), a C18 error code displays. If the CURRENT JP value is greater than Maximum
Value (JP LIMIT), a C19 error code displays.

12. Enter a value in the JP LIMIT data field equal to the Maximum Random Bonus Jackpot
amount. This field is the Maximum Limit or upper value for the random bonus range from
which the bonus number will be selected.

This number should not be rounded to zeros. An example maximum award would be
entered as $899.99.

Note: This sets the range for the Random Bonus Jackpot RNG (Random Number
Generator). Per the examples above, the actual random number will fall between $100.00
and $899.99. When the random number generated by the EPROM is equal to the value of

the CURRENT JP data field, a Random Bonus Jackpot hit occurs. The CURRENT JP value
changes based on the increment value.

13. Enter a value in the INCREMENTT1 data field. This is the contribution to the jackpot from
coins wagered. In the example above, the contribution was set at 2%, so the data entry for
this field would be 00.005 000 00 (that is, $.25 x 2% = $0.0005, or /2 cent per quarter in a
game set for currency configuration).

14. Make sure all the digits in the INCREMENT?2 data field are set to zero (0). INCREMENT?2
is not used in the Random Bonus Jackpot Game.

15. Verify that the I3 value is set to MANY, which is the game type for the Random Bonus
game.

16. Set the values for F4, F5, F7, and F8 as described in Chapter 5.
17. Press F1 to SEND the configuration data to the controller.

18. Configure additional Random Bonus or regular progressive games for up to eight game types
(with the CHAMII).

19. Press F1 when completely finished configuring all jackpot groups.
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B.4.2 CON2 with CHAMI Displays

CHAMI displays are an older MIKOHN product that was used with the CON1. When the CON2 was
developed, it was configured to work with this older display (see MIKOHN technical bulletin
P.N. 950-200-01). The CHAMI display is configured to receive data from a CONI1, which is limited to
four jackpot groups, and it can receive data only for jackpot groups JPO through JP3. Therefore, it can
display four Random Bonus games configured for those four jackpot groups. This requires special
programming for the CON2.

1.
2.
3.

Connect the CON2 to gaming devices and CHAMI displays.
Connect the PC to the CON2.

Access PSP via the CON2.BAT file. When the Main Menu displays, choose page 2, Jackpot
Summary. See Figure 6.2.

Use F5 to define the number of Random Bonus Jackpot games you plan to use. The
selection range is from RANDS5 to RANDS (four to match the number of jackpot
groups available).

The relation of the Random Bonus game to the jackpot group is in reverse order. That is, if
you define the number of Random Bonus games as one (RANDYS), that game is configured
for jackpot group 3 (JP3). Two Random Bonus games (RANDG) are associated with jackpot
groups 3 and 2 (JP3 and JP2). The more Random Bonus games there are, the fewer jackpot
groups are available for regular progressive jackpot games. The following table shows the
relationship between Random Bonus Jackpot games and jackpot groups.

Table B.2 Relationship between Random JPOT to Normal JPOT

Number of Used for Bonus Games Jackpot Groups Available for
Bonus Games Non-Bonus Progressives
RANDS5 JP3 JPO, JP1, JP2
RANDG JP3, JP2 JPO, JP1
RAND7 JP3, JP2, JP1 JPO
RANDS JP3, JP2, JP1, JPO NONE

5. Press F1 to SEND the data to the controller after you define the number of Random games
that will be used and other data information programmable from this page.

v e N

Press F10 to exit the page.
Select page 1, Jackpot Programming. See Figure 5.2.

Press F3 to set the jackpot type to MANY (multiple jackpots).
Set to NULL the values for jackpot groups JP4 through JP7 (because only JPO through JP3

are available with CHAMI displays). For JP4 through JP7, enter zeros (0s) for BASE
VALUE, CURRENT JP, HIDDEN JP, INCREMENT1, and INCREMENT?2. Enter a
value of 00,000,000.01 for the JP LIMIT field; it must have some value or a transmission
error will occur during a SEND. These NULL entries make selections RAND1, RAND2,
RAND3, and RAND4 unavailable.

August 28, 2001

87

990-051-00



PSP v2.0

Appendix B

Technical Manual Random Bonus Jackpot Programming

10.

Press F6 and select JP7 (jackpot group 7), which corresponds to the first Random Bonus
game.

NOTE:

If you use the COIN value for F7 instead of the $$$$ (currency) value, refer to the
Increment Calculation Rate inset. The values you define for the BASE VALUE,

CURRENT JP, HIDDEN JP, JP LIMIT, and INCREMENTT1 data fields are markedly
different for coin versus currency configuration.

11.

12.

13.

14.

15.

16.
17.
18.

19.

Enter a value in the BASE VALUE, CURRENT JP, and HIDDEN JP data fields equal to
the Minimum Random Bonus Jackpot amount.

This number should be rounded to zeros for system efficiency. For example, enter $100.00
rather than $99.99. This will always be the Random Bonus Jackpot reset value.

Note: if the Minimum Value (HIDDEN JP) is equal to or greater than the Maximum Value
(JP LIMIT), a C18 error code displays. If the CURRENT JP value is greater than Maximum
Value (JP LIMIT), a C19 error code displays.

Enter a value in the JP LIMIT data field equal to the Maximum Random Bonus Jackpot
amount. This field is the Maximum Limit or upper value for the random bonus range from
which the bonus number will be selected.

This number should not be rounded to zeros. An example maximum award would be
entered as $899.99.

Note: This sets the range for the Random Bonus Jackpot RNG (Random Number
Generator). Per the examples above, the actual random number will fall between $100.00
and $899.99. When the random number generated by the EPROM is equal to the value of
the CURRENT JP data field, a Random Bonus Jackpot hit occurs. The CURRENT JP value
changes based on the increment value.

Enter a value in the INCREMENTT1 data field. This is the contribution to the jackpot from
coins wagered. In the example above, the contribution was set at 2%, so the data entry for
this field would be 00.005 000 00 (that is, $.25 x 2% = $0.0005, or /2 cent per quarter in a
game set for currency configuration).

Make sure all the digits in the INCREMENT?2 data field are set to zero (0). INCREMENT?2
is not used in the Random Bonus Jackpot Game.

Verity that the F3 value is set to MANY, which is the game type for the Random Bonus
game.

Set the values for F4, F5, F7, and F8 as described in Chapter 5.
Press F1 to SEND the configuration data to the controller.

Configure additional Random Bonus or regular progressive games for up to four game types
(with the CHAMI).

Press F1 when completely finished configuring all jackpot groups.
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B.4.3 Final CON1 Notes

e Do not set the CONT1 to run more Random Bonus games than are actually used because
doing so will decrease system efficiency.

® There may be a short delay after PSP setup before the CON1 can recognize coin-in signals.
After approximately 30 seconds, the CON2 logic chip should complete all random number
calculations. If the CONT still does not recognize coins after 30 seconds, see Chapter 18.3.

e Reset switches reset ALL jackpots, including progressives.

e Fach coin-in signal is “tagged” by the game software based on its machine of origin and the
order in which it registered.

e After a hit and during the RESET procedure, hold the key for at least five seconds in order
for the reset to take effect.

e In a master/slave configuration, the fiber buss is synchronized and the master recognizes the
sequence in which coins entered the machines, regardless of the master or slave that detected
the coin.
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Appendix C: PSP Security Options
NOTE:

This Appendix is for specific employees responsible for managing the jackpot system
used in the casino. This information should be distributed carefully.

The PSP software includes security options that allow the system administrator to limit access to the
program and to security configuration levels. Security levels exist to limit the number of people who can
configure progressive jackpot systems to avoid unauthorized editing of the PSP parameters. This section
first discusses how to configure PSP security options and then how to use the Security Upload page.

To access and configure the PSP software security options, perform the following steps:

1. After you open the program and run it via the correct .bat file (such as CON2), the
password prompt appears. Enter the password 135642. Press I'10.

2. At the Configuration Screen prompt, press F1 Security Setup.

3. At the Security Entry Menu, configure user passwords as necessary. The following is the
Security Entry display.

SECURITY ENTRY MEHU
CESC> MAIN MENU
¢F1> PASSUORD
<F2> PASSUORD

<F3> PASSUORD
(F4> PASSUORD
¢F%> PASSUORD
(F6> PASSUORD
CF?7> PASSUORD
CF8> PASSUORD

Figure C.1 Security Entry menu to choose password levels

4. Press a function key corresponding to any one of the eight passwords. A screen similar to
the following will display.

'5 Command Prompt - con2_bat

{F2> PASSWORD #2
<F3> PASSWORD #3
(F4> PASSWORD 4
CF5> PASSWORD #5
Press FiB to EXIT/SAUE. <ESCAPE> to Cancel

Emp #: TEEER

SECURITY ENIRY MENU
CESC> MAIN MENU
(F1>» PASSWORD #1

VL EL LG ystem Administrator
Pass f#: 1ELYEP
Priority: gl C 1 to 9 only>

Figure C.2 Configure user password information
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5. For each field complete the following information. Press the ENTER key after you complete
each field to move to the next and to cycle back to the top of the list. Press the ESC key to
exit without saving the configuration. Press F10 to save the configured data.

NOTE: After you enter and save data in a user record, you cannot delete that record’s
fields. However, until you have a new person for whom you can configure this record, you
can edit it to give it a new password and raise the priority to 9.

e Emp #: A one- to six-digit numeric field to define a unique ID for each person who
accesses and uses PSP.

e Emp Name: A one- to 40-character alphanumeric field to define a PSP user. Enter a
name, title, or any other pertinent information in the space provided.

e Pass #: A six-digit numeric field to define a user password. Although you can use fewer
than six digits, MIKOHN recommends you use the maximum number of characters to
improve password security. Do not use a sequential series of numbers.

e Priority: A one-digit numeric field to define a user’s program access level. Values from 0
to 5 allow users to load data from a controller to the computer and to save the data to a
subdirectory, but they cannot send data to the controller from the computer. Values
from 6 to 8 allow loading, editing, and sending data to and from the computer and
controller. The value 9 allows loading, editing, and sending data to and from the
computer and controller and to access the Security Entry Menu. A priority level 9 should
be given only to users who are system administrators or designated alternatives.
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C.1 Security Upload

When you select option D on the Main Menu, the Security Upload page displays. This page allows you
to review the last 21 actions sent to the CON2. The controller holds in memory the SEND functions
you have used such as date, time, user ID, and program page from which the SEND data originated.
This page lets you upload that data to your computer and review the information. It is available only
with the CON2, v3.x or higher.

"% Command Prompt - con2 M=l E3

P. 5. P SEND2
Verzion 2.808
COPYRIGHT 1991, MI KOHHN IHNGCGC.
Tue Aug 14 15:51:28 2@81

SECURITY UPLOATD

DATE mAdsy 11,8622
TIME him:s B2:38:38
PRGID-PAGE 8638813

LOAD 28 HELP EXIT
F1 F2 F3 F4 F5 F6 F? F8 F? FiAa Page 13
| MESSAGES |

Tue Hug 14 15:83:-0? 2801 — Default error, Check controller # 1

Figure 18.1 Security Upload

C.1.1 Security Upload Function Keys

This section outlines only those function keys unique to the Security Upload page. Standard keys, such
as I'2, are not discussed. Function keys F1 and F4 through F8 are inoperable.

F3 Actions

Use F3 to review the last 21 actions sent to the CON2. Press F3 to cycle through the available
actions, numbered from 00 to 20, with 00 being the last SEND to occur Hold down the SHIFT
key and press F3 to cycle backwards through the numbers.

C.1.2 Security Upload Data Fields

There are three data fields for this page. Before entering values, press F3 to select the jackpot group
to configure.

DATE

A six-character numeric field that defines the date the SEND transaction occurred, in
MM/DD/YY format.

TIME

A six-character numeric field that defines the time the SEND transaction occurred, in
HH:MM:SS (12-hour) format.
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PRGID/PAGE

PRGID if the identification of the person who signed on to the PSP program with a password.
It is a three-digit number always beginning with zero. The second digit is the security priority
level of the person who made the associated SEND transaction (1 through 9). The last digit is
the ordinal position of the person with the security priority on the Security Entry Menu. For
example, a PRGID of 083 tells you that the third person assigned priority level 8 made the
SEND transaction at a specific time and date. Access the Security Entry Menu to look up the
name of the person with priority level 8.

PAGE refers to the PSP program page from which the SEND transaction was sent. The
program page you are currently in shows in the lower right-hand area of all PSP display screens.
For example, the Security Upload page shows Page 13 because it is the 13" page of PSP.
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