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n Installing the machine (cont.)
abraded, or otherwise damaged BoNthe machine to
the stand uSing all four provided mounting bolts.
Inspect for loose connectors and veflly all circUit
boards are firmly seated.

Setup
Plug the line cord into a grounded power source, bul
do not tum the machine on,

Battery Enable Procedure

BARTOP

Ensure the cutouts conform to the recommended
dimensions. Secure the bezel into the cutout. Using
a Ilftmg device, place the machine mto the opening
Fasten the machme to the bezel, and route the power
cord to the power source. Inspect for loose connectors
and venfy all printed circuit boards are firmly seated.

Washer

\, f2\,Cam Stop \ Jt!l;:f

\ ..~ \

Lock \ ft. ,l~)fY 'Nul

\ .\J~\j
f:.~''1' \~)..Y 'Cam

Force Nut I

The Uthium battery may be disabled for shipping or
storage by having a nearby three-pm header labeled
W17 m the Of F posrtlon It must be enabled by moving
the two-pin Burg Jumper to ON before the mach.ne
Will operate,

WARNING: Attempting to recharge
lithium baUenes can cause them to
explode. Replace failed batteries wrth
Bally Gammg part E-Q0628-0023 or
Its equivalenl

EPROM Size Jumper Settings

The Game Maker" MPU board can accommodate
EPROM sizes from 1M to 4M. Mam verSions pnor to
.Version 12. use 2M EPROMs. Main versions later
than .Verslon 12. use 4M EPROMs. The illustration
below shows jumper settings according 10 memory
Slze.

Lock and Cam Assembly

Install Locks

Door, stand, and other high-securrty locks should be
ordered by the Operator from a reliable lock supplier
See Module 3 Assemblies, Parts and Hardware for
lock speCifications

EJ

Dip Switch Operation

Remove the large and small nuts from the keyed lock
and insert the lock Into the cabinet door opening The
notch on the !Ockface points upward Secure the lock

WARNING: Fealures, operation, and
presented accounting Information
depend upon Main EPROM version,
JUflsdiclion settmg, and additional
Installed penpherals.

EPROM Jumper Configuration

1";;0::•••••=.----,-.~Dual In-line Package (DIP) ~
switches DIPSW1 and D~PSW2 lm:m!!J
operate according to the follOWing L.. -'
table:
Some of the selections reqUire specialized firmware
installed In EPROM socket P10

DrPSW2Dl'PSW1

""'It" L••••• ~f1pbo" Le~l 06cr/ptton, <" '''''''' NfA Rt'!ioe"'€"d, ON tlrcl& C~iI.5U" ON Deul'Sct.nJ
3 O. Stvw 9a1e ::tau NlA ....."•..,
4 ON Ho!J~mde ON E'mb'e 12 Outk>t, DKto:;
; ON f'nI"ll"lllopPl'f CNc<ncte ON B..1e TflII "6 ON """ .•.. Ol< Tou:hscrC'en ~ Ino:itillf'd
1 ON l-F.PR<JM Cleo., ON [~bIe P..og~~ Cha.~, ON ~""'''''Clea' cr~ Sho,••.f,,::.' !.09

With Ihe large nut Place the cam stop on the lock
cylinder, Attach the Included lock cam to the back of
the lock and veflly .1moves in the correct direction.
Secure the lock cam wilh the washer and nut

'.?:'2003 Bally Gaming and Systems 2-14 O••meMaker"-
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Setup (Cont.)
SafeRAMlM Clear

SafeRAM'" Clearrefers to erasing infonnation stored
within battery-backed random access memory (RAM).
A SafeRAM'" Clear is essential before the first use,
when Main program EPROMs are replaced, or if
game memory becomes corrupted.

For a SafeRAM"' Clear, locate DIPSWl along the
battery side edge of the MPU board assembly and
set DIPSWl-8 to ON.Some versions of Main programs
require a EPROM labeled "V7S1000CLEAR-02" in
socket P10. Upon ensuring the MPU assembly is
firmly seated into the backplane board. turn the
machine power ON. The message "SAFERA•• CLEAR
ENABLED"appears. Actuate the audit key switch.

Follow the displayed instructions by tuming power OFF.
setting DIPSWl-8 OFF, removing the CLEAR-02
EPROM from P10 if installed, and tuming power ON.
The screen then displays the settings for CURRENT
JJRISOrCTION, PRIMARY HOST, SECONDARY HOS1. SASe VERSION,

CHASSS TYPE, COIN ACCEPTOR, BIll ACCEPTOR, HOPPER TYPE,

00U8l..ElXMN, TOl.O<NAMEm,S<CONDARYOEVIC€and RESIDUAL
CREDIT MODE.

CUIIlII!ttr~rno. oo:TIIUIC'1!O

-_, NOTUUCI'(O

Wcoo.<.oI'r_,. ""TL(tL::TlO
llAa~ N)'lUucrto

~_ ~ 1CI11l1~C1fO

c~•.••CC(PTQlIt NO! 1(11(:1'(0

••..•. ...ca"'llll HOTI.D.LCTI:D

-.:~""" "'OfKllt'l!O
_II """ HOT'U1clUl

- T'O'I'( """ .n.rCltO
oo..u -. 1't01llULCf!OT~..,. ""

m~"~~,~
1Ileu.w CJlil'1ll'l_ "'01 .1~t11:0

- (_ ••••1'0'0 "ID'."C( 'Cl'I' "u:cn I)

a.-tIl" ~ ~ ~.,. .'UTrO ..-..

••••••'.•••'wnooo_,_Itl~~
_. iOZ"_roo TOI(ll";Il" IlItfCT'OO

EE PROM Selection

Primary Host I Secondary Host

A Primary Host and Secondary Host cannot both
use the same protocol. A dual Host system must

.use a combination of SAS" (2.xx - 5.xx) and SDse.
PRIMARYHOSTmust be set prior to settJng SECONDARY
HOST.

EEPROM JurisdIction Selections

Current Jurisdiction

Set EEPROM Options

If the information is correct, the machine can be
restarted by cycling power or pressing the RESETbutton
located on the MPU assembly.

\

The choices for CHASSISTYPEare UPRIGHT,BARTOP,or
SlANT.The selection detennines the graphical display
of status infonnation when the door is open.

Coin Acceptor )'---

The choices for COIN ACCEPTOR are COIN ACCEPTOR ONLY,

COIN ACCEPTOR ANI) COO BOARD, or NRI. CorN ACCEPTOR

ONt Y and COIN ACCEPTOR AND COD BOARD refer to the
presence or absence of a coin optic decoder (COD)
board (Bally part # A5-03356-0303). Some versions
of Main programs offer choices for Coin Mechanisms,
Inc., CC-62 or CC-16 coin acceptors. The CC-62 does
not require a COD board. The CC-16 does.

NRI refers to the National Rejectors. Inc., brand of
programmable coin acceptors and the processing of
coin infonnation for this acceptor.

O1her brands of coin acceptors may be compatible if
they confonn to the size and electrical operation of
these acceptors.

SAse VERSIONrefers to the communication protocol
that is compatible with the version of Slot Accounting
System Host computer. The choices for SAse VERSION
are 2.83, 2.84, 3.11, 3.13, 400, 4.02 and 5.01.

SAse Version

Chassis Type

Jurtsdlcdon
MlrtletSlUIng

8 P~RiOD
9 0.--.I. -Mo-II OlGC
12 Swiss B No B~ linr.
13 S.••••" A IklllrTil

" USAF 2000 'Mn llrrvt

" USAF No Wn llrril

If the settings require change, actuate the audit key
switch. Scroll through the available choices with DEAU
DRAw/START.Confinn each choice with the key switch.

CURRENTJURISDICTION,or Market Code, designates
specific operation according to the requirements of a
gaming control agency. Some jurisdictions are preset
at the factory. The following lable lists current Market
Codes and Jurisdictions.

Ju •••• 1<tIon •...."SeWng
L<><>C<l \/I.C
1 htltmatIonsl 60 Hl
2(lOd:~1 -3 (lOdle<ll GU
• tRn"otiom1 50 Hz,

"""",
•••••••••••

1 """""'"'"

SETUP AND OPERATION 2-15 @2D03 IIaIIy Gaming and Systems



Setup (cont.)

Set EEPROM Options (cont.)

Bill Acceptor

The choices for Bill ACCEPTOR are NO BILL ACCEPTOR, JCM

1MlA, JCM DBV, GPT, ARDAC, AND MARS 1100 SERIES

JCM WfJArefers to Japan Cash Machine's World Bill
Acceptor

JCMDBVselects a communication protocol compatible
with Japan Cash Machine models DBV145, DBV146,
CBA135, SRA135, or IBA135

GPTselects a protocol for models developed by Global
Payment Technologies.

ARDAC refers to the bill acceptor manufactured by
ARDAC. Inc.

MARS 1100 SERIESrefers to the model manufactured
by Mars Electronics Intemational. It is also the correcl
selling for the Cashflow™ SC6600.

Printer Type

The Game MakenID will support thermal printers
manufactured by Seiko Instruments, Inc, and
Transact Technologies, Inc. The chOices are SEIKO
PRINTER, rTHAKA 800 PRINTER, or NONE. Select one choice
to match the hardware Installed in the machine.

Hopper Type

The choices for HOPPERTYPEare COIN,ORNONESelect
COINif the machine has a coin-<lispensing hopper.

Door Type

The choices for DOOR TYPE are MECHANICAL or PULSED

opnc. The selections refer to the sensing device used
to detectlhe opening of the main door.

Double Down

DOUBlE 00_ is ON or OFF. If ON, the opportunity to
enable and configure this feature will be available
under CONFIGURATION

Tournament

TOURNAMENTISONor OFF.If ON.the opportunity to enable
and configure this feature will be available under
CONfiGURATION

EFT (Electronic Funds Transfer)

The choices for EFTare ENABLEor DISABLE.If enabled,
credits can be added to the machine from a remote
location by the accounting system Host computer.

Secondary Device

The chOices for SECONOARYDEVICEare Bally or Anchor.
The chOices refer 10 the manufacturers of the
penpheral device.

Residual Credit Mode

If a machine is configured so that one cOin registers
muiliple credrts (tokenlzation), it is possible to have
credits remaining after a cashoul. The selections for
RESIDUALCREDITMODErefer to the dlsposillon of the extra
credits. The choices are NO GAMBLE AND NO ATTEN. PAY,

ATIEN. PAY ONLY, GAMBLE ONlY, and GAMBLE OR ATIEN. PAY.

• The NO GAMBLE .AND NO AnENOANT PAY setting
forces a Player to conllnue playing unlll either the
remaining credits equal zero; or they equal the exact
value of a coin from the hopper.

• AnENoANT PAYONLYrequires an Attendant to
remove the remaining credrts from the machine by
tuming the Audrt key switch and paying the Player.
• GAMBLEONLYenables a post game where all
reSidual credils are wagered on a win-lose outcome.
A win results in a coin from the hopper. A loss zeros
the remaining credits. A Player's chance of Winning a
co,n is proportional to the residual credrts wagered:

If a credit is l/lOth of a hopper coin.
gambling one credit offers a Player
a one-in-ten or 10% chance of
receiving a cOIn.

However. If nine residual credits are
left, the Player has a 90% chance of
rece,vlng a corn for the residual
credits

• GAMBLEORATTENCANTPAYprovides the Player
with all options for resolving reSidual credrts.

/
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~(cont.)

Set EEPROM Options (cont.)

Win Evaluation Preference

The choices for WlNEVAlUATIONPREFERENCEare OKWPI

PlS or lEGACY. If multiple progressive jackpots are
available for the Player, the machine can be
configured to award the largest of multiple eligible
amounts. For example, a straight flush progressive
win will be awarded for a royal flush if the straight
flush progressive amount is larger than the
progressive amount for the royal flush.
To enable the feature, set EVAlUATIONPREFERENCE10
OKWP/Pls.To establish progressive levels that remain
fixed at the associated win level, set the feature to
LEGA.CY,

One-time configuration after a
SafeRAMTM Clear

Following a SafeRAM'" Clear, on-screen instruclion
state that the DIP switches must be reset and special
EPROMs, if installed, removed.

The items can be selected only once. A SafeRAMTM
Clear Procedure 's required to change the selection
once it is set and saved.
Selecting TOKENor NON£will have bookkeeping records
reflect credits (integers) instead of monetary (decimal)
values. For example, .25 NONEselection will show "4"
in a bookkeeping meter to reflect $1 worth of credits.
.25 and $ will show "1.00" for the same value.
Touch the currency symbol icon in the menu to display
the available symbols.

Currency Symbol

I --- I 1---1 .,--1 .'--) B

CURR'E...cv S"fl,l8(ll.

C NONE C R

[] TOKEN C CHF

Cs CBSCP Coc
C EU C C
CKR

'oRR i c:'NCU i

Select the currency symbol by touching the icon
beside it. Then press enter to retum to the format
options menu.

Touch Screen Calibration After
SafeRAMTM Clear

After a successful SafeRAM'" Clear, the Game
Maker" program automatically enters the CALTOUCH
SCREENsub menu of the OIAGNOSTICSmenu. Follow
the on-screen instructions for hardware and software
calibration.

Currency Format Selection

AB E] BGJOD
Cu""ncy Symbol

1-11-11--11--1 B
FORMAT OPTIONS

CUItREJtCY S'l'll8Ol

CU'Mlf"I'CY rlt.lJln>U

hill"'" [a.un>U

" 'i,W.YlJ

• 1'JJm.~.
~ob~-,

IUS41M

'..
[J PREFIX

[] SUfFDC

i OfTER i iCoffin I
SAVE?

Currency Mode ISuffixJPrefixSelection)

V
<02003 Baity Gaming 8nd Systoms

Currency Fonnat Selection

Following the calibration of the touch screen, the
Game Make~ initialization process requires a
selling for how the bookkeeping records show
monetary information.

SETUP AND OPERATION 2-17
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~(cont.)

One-time configuration after a
SafeRAMTM Clear (cant.)

The selected symbol can appear as a prefix or suffix.
Touch the suffix text icon to enter the currency mode
menu. Touch the suffix or prefix icon, then touch ENTER
to return to the format options menu.

Radix Point

1:1 ~PACE

[J (PERIDO)

[J . (C<lfoOAA)

i reaA i iewa. i

The punctuation separabng groups of digits can be
configured. Touch the group separator icon showing
the current selection to enter the group separator
selection menu Touch the icon beside the text of the
separator, then touch ENTERto retum to the format
options menu.

Denom Type (Credits per Coin Setup)

1-11-11-11--1 EI

~..."

'..

REGULAR GAME SELECTED

PRESS SELECT TO CONTINUE

II

The radix point for values can be configured. Touch
the radix point icon to enter the radix point selection
menu. Touch the icon beside the text, then touch
ENTERto retum to the format options menu.

SR BC:Joo
Radix Point

Regular Game or Token Game

The machine can be configured to apply multiple
credits for each coin In through the coin acceptor and
out through the coin hopper. REGULARGAMEassociates
one credit per coin. TOKENGAMEallows one coin to
equal mulliple credits for accepted coins through the
coin acceptor and dispensed coins by the hopper.
Touch lEFTor RIGHTto toggle choice, then touch SELECT.
Touch YESto confirm and save selection.

Denomination

Group Separator

1~-I I- ...J I---ll-'~IB

[] SPAce

[] . (PERlOO>

D.(COWMA)

i I:HTEH I iCA.NCf:l I

The selection for Coin Denomination is the value of a
coin accepted by the coin acceptor and dispensed
by the hopper. Touch the value of the coin where it
appears in the menu, then touch SELECT.Confirm by
touching YESwhen asked to save changes.

1-11-11--11 lEi
- - ---
" " •• '"'" '" •• "•• •••• " .oo

••• '" ." 'oo•

•••• "" ••• ."..
. .~J~_ ~ u~ _ L-'~~----, J

«>2003 Baity Gaming and Systems
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Group Separator
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CtiOOS£ DEHOMrNATlOH ANO PRESS $U..ECT

SAFEtAM MUST BE ClfARED TO RE-SEl.£CT

Coin Acceptor Coin Denomination
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Setup (cant.)
~

1-) 1-11-11-1 G
MULTIPLE DENOMINATION GAME SETUP

Multiple Denomination Game Setup

Each installed Personality will be presented for one-'
time configuration. Changes require a SafeRAMTu
Clear.

COIN OENOMrNATlON
SELECT FROM 1 TO' CREDIT
D£NOMINATlONS TO USE FOR

THIS PfASONAUTY
~ 'CHC.-!.rl ~-~

Ud '00£10----
'-~~ -~-~ -i 00. ~

utI ._".:'!=t
[8][8][8] [g][g]

(Game
Make~

Personality
Graphic)

••••••1

One-time configuration after a
SafeRAMTMClear (cont.)

Multiple Credit Configuration

1-11-11-1 [--I G
TOKEN CREDIT SETUP

COIN DENOMINATION

SELECT A CREDIT DfNOMINAnON

TO USE FOR AU GAMES

I-II-II-il--I G
"""' ••.•..,
UH1¥tRSAl, ,

UHMRUl.1

lnflVlRt •••.•

"""' .....,
UHI'tt ItSAI. •

WlM:ASAL 1

TokenCredrtSetup

If TOKEN GAME was selected to accumulate multiple
credits for each coin through th coin acceptor, an
opportunity is presented to select the value of each
credit.
Touch the value of a credrt where it is presented in
the menu, then touch SAVE.

Multiple Denomination Setup

PLEASE $EL£CT THE BfU. AOC£PTOR COUNTRY

CHANNEL1 '1
CHAH!EL 2 NONE
CHAIllN£1.J $5
CHANNEl.4 310
CHANNEll UO
CHANNEL. UO
CMAHNEl7 "00
ettAHHa. NOME
CHANNEl.' HONE

BillAcceptorCountry

1-11-11--11--1 G Bill Acceptor Configuration

••.........•~At......-..,_- ,-, • • . • • , • •-, , , " m • '. D D-, '....._.) ,. D D ,~ - - ,= --' .. m • ,.
D - ,~ - ,-_., ,~-- ,---,-

-" , , '. m
-,' " ~ • ,. '" - ,~ -

Bill denominations accepted must match assignments
established in the machine's bill acceptor. There is
only one correct setting. Individual bill acceptance or
rejection can be selected by switches in the bill
acceptor.
Touch the text icon of a table to view a list of bill
denominations and channels.
Touch SELECT. Confirm the selection by touching yes
to save. Advance to the next menu by touching PREV.

The follOWing table lists the available channel
assignments:

I

(f;)2003Bally Gaming and Systems
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MULTIPLE DENOMINATION CREDIT SETUP
COIN DENOMIHAnoN

SELECT FROM 1 TO' CREDIT DEHOMINAnONS
TO USE FOR AU GAMES

0'-' ., . ...n 1 0'" - J ' •. ~ • ..J-......•...._,.-t--- t -_.
r•• ~ .. t' Oil .. +- .uo +._'~ ..;
. ?!!!. -+- J._ .+.•~~.o_._"r •.•._ "_ •.00 ' __ .

. _.....l....... '. .

SETUP AND OPERATION

Muttiple Denomination Setup

The Game Maker" Main program provides an
opportunity to set a value for each unit of wager that
may be different from the denomination of the coin
acceptor. Up to five different values can be selected
for all games.

o



Setup (cont.)

One-time configuration after a
SafeRAMTM Clear (cont.)

Adjustable Maximum and Minimum Bet

I-I (-I (-) (--I EJ
MAX BET S£TTYNGS MIN BET S£TltHGs

00I..DWw£~POo«:R ,
00UlIl...E00l.8L 8IO'oUS 1(0

-'''=..'Hl'.,
5 NOGoO.Mf

• NO""",
1 HOGMlf

• NO"""
• NO """1:1 NOGNoI~

WAGER SETTlNQS FOR AU. SOCKETS MUST BE
COHRGuREo BfFORE EXfTING

sockets P1 through P10. If multiple denominations
are enabled, the current denomination is highlighted.
The Player can choose a different denomination.
Selecting the game's icon presents the play screen
for the game.

HELP(instruction) screens and pay tables are available
for some games. EXITwill leave HELPor PAYTAlllE and
retum to the game. Selecting MEM!retums to the game
menu .

Playing a Game

The Game Maker"' allows the Player to choose from
a selection of games. The selection is determined by
the Personality EPROMs installed in MPU board

\

1

Once credits are wagered. the game begins by
selecting OEA110FlAW/START.Upon completion of the
game, winning combinations increment CREOfTSand
IMNaCCOrding to the game's pay table.

MAXBETwill wager all available credits or the maximum
wager for the game, whichever requires fewer credits.

To collect, or "cash-out, "the Player selects the COUECT
icon. Depending upon machine configuration. coins
are paid from the hopper; a credit voucher is created
and dispensed; or the value of the credits are
transferred to the Player's account

Once the game is over and any winnings are
accounted for, the Player may play the same game
again, select a different game, or collect all remaining
credits. If a different game is selected. credits are
carried over to the new game.

The Player must wager at least one credit to playa
game. Credits are awarded from wins, or purchased
by the Player. Credits or their value display next to
the text CREDIT.

Credits are wagered by selecting BETONEor BETMAX.
Wagers may be adjusted by selecting the arrows on
either side of BET, located in the upper right of the
screen.

Releasing a Jackpot Lockup

When a win exceeds a configured value, the machine
indicates a jackpot lockup condition by illuminating a
tower light, playing a jaCkpot melody, displaying a
message across the screen, and suspending further
play. The jackpot condition must be released by an
Attendant or by a system Host.

o

[jJ] WJOKER POKER
HIGH FIVES

~ r5~a ~~.:a ••••I<£HO 1lU\C1<JACl< DEUCES wn..o

Game Menu

TOUCH SYMBOL TO SELECT GAME

CRED'TO.OO

eOOO

Adjustable Wager Setup

Some games include the ability to adjust wager
settings. Changeable settings appear in red in the
menu. SELECTenters the value. The selection must be
confirmed with by touching SAVE.

Upon exiting, the machine will present the Audit Key
administration menu.

Machine Operation

Selecting a Game to Play

@2O(J3Bally Gaming and Systems
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All outputs can be momentarily activated by selecting
AUTCH:YClE OUTPUTS.

(j[~
~ - 8

n,
Diagnostics

PIO TEST (cont.) [ ~." I.,

BUSY OFFLINE PAPER FAULT

Electromechanical meters one through five are lOCKEO
to preserve accounting ,nformation, as indicated by
red highlighting. Selecting OfF in the lOCKMETERSarea
of the display allows testing of the electromechanical
counters.

SElF TEST sonwARE ORNER

/ EJ'" PRINTER TEST Sub Menu

~[gj[8J[8]B[8]~~[i]
"- ../

PIO Test (DIP SW2 - 4 = ON)

If DIPSW2-4 is set to ON, the 'NPlIfS and OllTl'lIfS
labels differ accordingly.

CRT COLOR --'• __ ..J

The printer test provides printer control line status
and the ability to print test tickets. A functioning printer
displays status text NORMALCONOIT1ON,and each control
line indicator displays green.

The SELFTEST icon activates the printer's self-test
routine. The PR'NT TICKETicon sends a test ticket
through the printer.

HOPPERTESToonfirms proper function of the hopper
drive circuitry and the coin level probe. Upon selection
of HOPPERTEST,the status of the coin level is stated as
"HOPPSRBO•.•. Sv.lTCHSHOWS:(status: full or not full):

When the STARTicon is activated, the hopper attempts
to dispense 10 coins. Each coin is counted by an on-
screen counter as it passes through the coin switch.
A status message appears upon completion as
-HOPPER TEST COMPlETED SUCCESSFUlly" or -HOPPER FAILED-.

The test can be repeated by activating START.

There are two sub menu selections under TOUCH
SCREEN: CAl TOUOi SCREEN and TEST TOUCH SCREEN.

Activating CRT color presents a color test pattern
where monitor contrast, brightness, and color
adjustments can be verified.

/

[-~'
. -

I e.. -....... I

ItnT--_1

CRT COLORSub Menu

TOUCH SCREEN

Test Touch Screen

The touch screen senses capacitive changes when
an area contacts human skin. It reports the X, Y
coordinates serially to the MPU. CAL TOUCHSCREEN
assures accurate positioning in relation to the icons
presented on the screen. This procedure is forced
after a SafeRAM'" Clear.

Cal Touch Screen

Calibration of the touch screen can be verified by
activating TESTTOUCHSCREEN.Once the test is activated,
the machine will echo contact with the touch screen
with an orange cross.

!_.u.
L. _ _._

I __ 'Uf 'l _

Hopper Test

PRINTER TEST
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1-11-)1-11--1 B

-- -~- --._ DotoT'l

.,-""" c.:

[gJ[gJB[8][8]B[G][gJ~

When a coin is inserted through the coin accepter,
the state of each signal of the coin acceptor is
displayed. As a coin passes through the acceptor,
the status of the signals are reported. The quantity of
credited coins is displayed.

COIN IN

COfNAcctPTOA TEST

ERROR SIGNAL

-"-'I~TO' ~ ""'"*'W,.... • .....- M_
-....cTI'O••..•..•_ =' e_. _
Bn.L ACCEPTOR STAn;
BILl ACCI;PTOA PAOTOCOt.
BlU. ••• Tel

DENOMlNAllON
0.05

Co," Acceptorand BiI'AcceptorTest
shown; or the bill is rejected. The bill is returned. The
progress is displayed during the process.

Some models of bill acceptors are capable of
communicating internal identification and settings. If
it is available, the information is shown during
diagnostics

~

1--1
L':--.- j

[-~.~

SCREENSIZE

Diagnostics (cont.)

ScreenSIZe

Activating SCREENSIZEpresents a crosshatch lest
pattern where monitor size, position, and pin cushion
control adjustments can be verified. The touch screen
must be calibrated if any monitor position adjustments
have been made.

SOUND TEST

,"I,

1-11-11--11--1 B SIO TEST

"'",. •.."'" """'"
_.

"'''''''-,..• arRYICf -"'" n., ..,~
Itfn •••• ItHlirwo """'~ lAST Irw IIUl coe •..

,~"'" lIfU1IIlItlt "'fC1l ItU"'UI"l:. ,... M'
M' 0" on M' ~,~. M' M' M' on

1-11-11--11-1 B
~c:=::J

SoundTest

Upon selection of SOUNOreST,a matrix of events is
presented. Select the event from the menu to hear
the associated sound.

COIN/BILL ACCEPTOR

Audit Key Menu

The SIOreSTchecks the serial ports. Upon activation.
a sub menu of the available serial ports is presented.
For each serial port, three tests are available: INTERNAL
LOOPBACK, EXTERNAL lOOPBACK, ECHO REMOTE DATA.

o
The COIN/BillACCEPTORsub menu enables the coin
acceptor and bill acceptor for diagnostics. When a
bill is presented to the bill acceptor, the value of the
bill is reported and the credits that would be posted is

SETUPANDOPERATION 2.29
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SERW. PORT UNDER lEST: TOUCH SCREEN PORT
lEST MOO£:INTERNAllOOPBA~

1-11-11-11-1 B

Memory Test ["':':~2J
1-11-11-11-1 B

1_----------

~~

1--1

Ip~~1

SIO Test (Cont.)
Inlernal Loopback

Diagnostics (cant.)

~ NT r' .::o:t

Not all UARTs support local loopback. UARTs not
supporting this feature fail even though they war!<
perfectly in actual use.
The port sends a data string to itself and verifies that
it received it correctly. Counters record the number
01bytes sent, the bytes received, bytes not received,
and bytes received that did not match the byte sent.

MemoryTest

MEMORYTEST examines EPROM. EEPROM, and RAM.
It also displays infomnation about the contents of
EPROMs and the EEPROM. The status of the
EPROMs and EEPROM is evaluated by calculating
a checksum and comparing it with a stored value.

EPROM Checksum

RAM and Sale RAM"" are evaluated by write-read
tests. Sale RAM n.o is also checked by comparing a
calculated checksum with the known value.

u, •tt:,•••••

510 Test- TouchScreenPort

••••

I-i 1--1 I-I I-I B
SERW. PORT UNDER 1£5T; COMM PORT

TEST MOOE; INTERNAL LOOPBACK

1-11-11-11-1 B
.el(Y .:::- e_.U'IIl ••• o""..~,. _

WI

I~-I ..~--I

[g] [g] [8] [8][8]
510 Test- CommPort

External Loopback

This test requires hardware modifications to connect
the transmission wire to the receive wire 01the port.
See Module 9, Overall Wiring Diagrams lor signal
locations. The counters record the same inlomnation
as in INTERNAllOOPBACK.

EPROMChecksum

The EPROMCHECKSUMwill display a listing of Main
EPROMs in sockets MOand M1.and all Personalities
installed in sockets P1 through P1O.The inlomnation
includes socket number. pass or fail status,
checksum. creation date, SMI. other labels,
percentage, and the name of the game.

••

Echo Remote Data

o
Counters are replaced with actual data. The data
display is in HEX and ASCII.
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Pet.

The documented payback percentage of the game is
listed under PCT. Refer to the SMI Documentation
Package included with the machine for more
information.

Game

~
1---1
E::J

Diagnostics (cont.)

Memory Test (Cont.)

SCKT

The socket locations on the MPU board where
EPROMS are installed are labels as described in the
following table:

o

o

MPU Board AS-Cl3356.Q246

Label Socket EPROM Label Socket EPROM

MO US, Main P5 U52 Personality

Ml USB Main P6 U59 Personality

p, U78 Personality P7 US7 PefSOl"Iahty

P2 U79 PeC50nality P8 U73 PersonaSty
P3 US6 Persona~ty P9 ueo Pe~naity
P. U46 Persona~ty P'O U87 Persona6ty

PasslFail

The checksum of the EPROM is calculated and
compared to a know value stored in memory.
Successful completion is noted in PASs/FAIL.

TYPE

The EPROM memory capacity is listed as TYPE.

CHECKSUM

A listing for the game as it appears in the Product
Reference Guide and in the SMI Documentation
Package appears under GAME.The Main EPROMs at
MO and M1 are not named, and show as blank.

EEPROM Checksum

-- __ EJ
EEPROM TEST

RAM IMAGE afECKSUM CORRECT
EEPROM CHIP CHEC«SUM CORRECT_ .......-oc"-' _I--~-.,-_. --•..•~ 1--'
oo,u"1"I"OIIr_,
-~ -I•.•. ","""c.o ,__ ,
-.. •.•••• I_I- __ I

-.r:_ _,
~ -q_onoa _,o:r_e ,

~II_ ••.~

EE PROM Checksum

The checksum of the EPROM is displayed.

DATE

The creation date of the program stored in the
EPROM is displayed.

SMI

SMI is the Specific Model Information number for the
game. Bally Gaming and Systems Model
Development refers to SMI numbers for game
reference purposes.

Selecting EEPROMCHECKSUMinitiates a self-test and
displays the results. It also shows the configuration
information currently stored.
RAM IMAGErefers to the contents of the EEPROM as
it was copied to SafeRAM ••.•, where a checksum was
calculated and compared the stored value.

SafeRAM Test

Selecting SAFERAM TEST begins, then displays the
results of a self-test of memory where critical machine
information is stored in triplicate.
The battery status is also displayed.

\

Other System RAM Test
The numbers listed under OTHERare revision levels of
the development. For example, Main EPROM at MO
may have EPROM label V7M1000C2104-24.
Numbers that would be included under OTHERare 21 04-
24.

Selecting SYSTEMRAMTESTdisplays the result of a self.
test of 'scratchpad' memory.

Show Video Mem

o SETUPAND OPERATION

SHOWVlOEOMEMdisplays the video image contents of
Graphic EPROMs G1 and G2. Use LEFT,RIGHT,UPand
00"'" icons to scroll the display.

2-31 «l2OO3 Bally Gomlng ond Systoms



Configuration
~~

(--I

AnRACTMODE

Audit Key Menu

[~.:=-]

~

.-.-.-_.rn.---

Play Options

I-I [-I [-I [-I EJ
CHANGE PlAY OPnoNs FOR

1G.". "-me)

The message may contain up to 1,000 characters.
To change the message, select Ct£AR to erase the
current text. Enter the new message by selecting the
appropriate letters on the touch screen keyboard. Use
the sec key to add spaces between words. Extra
spaces after the end of the message improves
readability.

Select as (backspace) to erase the last letter entered.
SHFT (shift) adds more characters to the keYboard.
When finished entering letters, select SAVEto keep
the new message.

If the attract feature is OFF,tile screen reverts to the
game installed in Personality socket P1.

PuY- SPEED SCREENCOlOR DOlJBU: DOWN

[QJ[QJf8][8J [E]f8][QJ~

PLAY OPTIONS

(SPEED, SCREEN COLOR and DOUBLE DOWN)

The game speed, color scheme, and dOUble-down
are COnfigured for each game in the play options sub
menu. Selecting LASTand NEXTscrolls the installed
Personalities for configuration.

, """"'"- !~ .- - ..- ,

---;;;-<-------.::....-:::,-~---.:::..--~--.-

~----.--------=:-----_.-

The configuration sub menu provides access to
ATIRACT MODE, PLAY OPTIONS, OUT OF SERVICE, TURN ON/OFF

GAME, COIN DENOMINATION, OATElnME, HOPPER/CREOIT UMrTS,

TOVw£R OPERATION, Vloeo FREOUENCY, PROGRESSIVE, HOST

CONFIG, CAR09ACI( OPTION, MAXBET OPTIONS, EVEN PAYS,

TROPHY, CASINO LOCATION, ENABLE/OISABlE AUTOHOlO,
CURRENCYsYMBOLFORMAT,MUl.TI-DENOMINATlON-<REooand
MUl n-DENOMrNATrON-~ME.

[-11-11-11--1 EJ

AnRACTMoDE

[-11-1 [-I [-I EJ

The attract feature can be tumed ON or OFF. If the
feature is ON, the Game Make" displays an attract
feature after two minutes of inactivity with no credits.

A message scrolls across the screep. The default
attract message is -BAllY GAMING PRESENTS ..• THE GAME

MAKER'...• After 15 seconds the game menu appears.
Ten seCOnds later, each individual game screen
displays for five seconds. After the last game screen
displays, the sequence repeats.

,
Play Speed

PLAYSPEEDrefers to how fast cards are dealt, numbers
are chosen, or how long the reels spin. Select the
FAST,MEDIUMor SLOWicon to set tile play speed for the
selected game.

Screen Color

Four color schemes are available for each game. The
number representing the current setting is shown
above the selections. Select one of the COlORicons
to choose a color scheme.

• , , • • • , • • • .
Q W • R , y u , 0 p , as• • 0 , Q " , • l CR- , • C U • • • ••• .""

AnRACT MOOEText Entry Keyboard

BAUY GAMING PRES£HTS._ ntE GAME: MAKEAI __

\
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COIN ACCEPTOR DetOMrNAnoH 1$: ISriocUonI
DfH'ClMl'NAOOH MODE IS;1$l~J

CREDtT D£NOMINATTOH IS: lSellltdlOllI

A machine can be removed from service without
s~ching power OFF. When removed from service,
the machine displays "GAME OISABlED--<lUT OF SERVICE"
until it is placed back into service.

OUT OF SERVICE

For PLAYER AOJ .• the Player controls wager for the
double down hand. The wager is changed by the UP

and 00•••• arrow icons.
Any combination of the three choices can be seleeled
for each game.

TURN ON/OFF GAME

For example, a win of 10 is wagered on a double
down game and won. The total win becomes 15, and
the opportunity to play another double down game is
offered. If the offer is accepted, seven credits are
wagered. A double down win increases the total win
to 22. A double down loss leaves the total win at eight,
and the double down session is over.

A game can be removed from operation without
affecting bookkeeping records or the other installed
games. Select the desired game's icon. The icon
becomes shaded, indicating the game is disabled and
removed from the game menu. Seleel the icon again
to enable the game.

COIN DENOMINATION L~~]

-- __ 8

The DOUBLE DOWN feature allows the Player the
opportunity to increase the total win of a game by
playing a double down game after the original game
has completed. Double down is enabled during
EEPROM opboning. Not all Personalibes support tile
double down feature. If the double down feature is
not available, it displays as a shaded icon on tile play
options screen.

liMIT is the maximum double down win. The UP and
00 •••• arrow icons adjust LIMIT. If a double down win
exceeds LIMIT,double down is not offered to the Player.
The seleelion for LIMIT is for all Personalities, not Just
the game under configuration.

Seleel ENI>.BlE to offer double down to a Player for the
game under configuration. To configure the double
down options, seleel BET OPTIONS. The double down
box displays three new icons: TOTAL WlN, HALF WlN, and
PlAYER ADJ.

Configuration (cont.)

For TOTAL WlN, the Player wagers the entire win on the
double down hand. A double down win doubles the
original win and may offer an opportunity to double
down again. Another win increases the win to four
times the anginal win. A double down loss leaves the
Player with no win and ends the double down session.

For example, a win of five is wagered on a double
down game and won. The opportunity to wager the
total win of 10 will be offered. A win increases the
total win to 20 (four times the original win of five). A
loss leaves the Player with no win and ends the double
down session.

PLAY OPTIONS (cont.)

Double Down

For HALF WlN, the Player wagers half of the win on tile
double down hand. A double down win increases the
win by ha~ and offers the opportunity to wager half of
the total win. A double down loss leaves tile Player
half of his original win and ends the double down
session.

SAFERAM MUST BE CUAREO TO RE-saECJ

Coin Denomination(InformationOnly)

o

I
NOTE: A newly-installed Personality I
will be OFF. It must be tumed ON in theJ
CONFIGURATION sub menu before ~ will
be available to a Player.

-_._- -------

SETUPAND OPERATION 2-33

Machine denomination is set once after a SafeRAM '"
Clear. The current selection can be viewed by
selecting COIN DENOMINATION.
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SET T'ItIE AND DATE

1-11-'11--11--1 B

• WIN LOCKUPuMIT-number of credits of a single
winning combination, when exceeded, to cause a
win Oackpot) lockup.

o Configuration (cant.)

DATEIT'ME

~~

E-I
I ~~ I

• CorN HOPPER LOCKUP UMIT~umber of credits, if
exceeded, upon cashout that will cause a collect
lockup.

o

00:00:00 ClOftMM)O
HRS:Ml'N:SEC MOtOAYfYR

PRESS L£FTnuGHT 10 SEl£CT DtGfT
PRESS UPOOWN 10 CHAHOf DlGrT

PRESS SELECT TO S£T 11ME

Date and Time

Game recall and other records Include a time and
date stamp. The correct settings ensure accurate
reconciliation when reviewing the records.

Enter the time in 24-hour fonnat (HH:MM:SS). Enter
the date as month, day, and last two digns olthe year
(MM:DD:YV). Example: January 31, 1999 at 4 P.M.
is 16:00:00 01131/99.After entering the time and date,
use the SELECTicon to save the settings.

• COlLECTCROPAMOUN'T-thenumber of credits as
coins from a coin hopper (if installed) upon a collect
lockup.

W'N LOCKUPDROPAMOUNT-Thenumber of credits
as coins from a coin hopper (if installed) upon a
win lockup.

• CREDIT METER HIGH LIMIT -the maximum number of
credits that will accumulate for a Player.

• Jp RESET TO CREDIT METER LIMIT-the maximum

number of credits that can be transferred to
available credns by an Attendant or system Host
upon a win lockup.

• PRINTERMAXCREoos-the maximum credits that can
be recorded upon a redeemable voucher.

• PRINTER MIN CREOITs-the minimum credits that can
be recorded upon a redeemable voucher.

HOPPER/CREDIT LIMITS I-~

HOPPER.lCREOrr lIMITS

(HAilUO

"' ......
•••••••••.....•"'.
EHABUO

••••••••••
tHaBU:O

VlAIlLfD

••
•••
•••
•
••
•

o

HopperPayoutand CredrtMeterLimits
The HOPPER/CREDITLIMITS sub menu allows
configuration of the automated payout operation of
the machine. Values can be entered for the partial
payment of win lockup, the win amount that causes
a lockup, the value of the credn meter that will cause
a lockup upon a cashout, and the highest number of
credits the machine will register.
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