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I GENERALITIES

The Bingo “CONTINENTAL MAGIC GAME” is a six cards type game. Beside the “classic” play features, several new attractive ones have been added, such as:

A. Display on each card

The possible winning are autoatically scored in real value (crèdits), no need for the player to make coplicated calculations…

B. “Playfield scores” features

 3,4 and 5 balls in line on the playfield make winning combinations.

C. “Maxi score” feature 

The scores of the card in which this advantage is given, are equivalent with the scores of the 6th card.

D. Magic Game Bonus 

An independent (not progressive) Bonus is available on each play, its highest value reaches 30,000 points.

E. 1 to 5 Extra Balls

…       

F. 1st “Extra Ball” free 

As classic lotery numbers (2 Magic numbers, or 16 or 19), the player will receive (get) his first Extra Ball free.

G. Playfield with Leds on each hole

The internal face of each hole is equiped with a led. The best numbers to play are indicated by the green flashing led corresponding.

The maximum play of the “CONTINENTAL MAGIC GAME” 

corresponds to:

· 13 steps (bets) per round (13 coins)

· 10 rounds

· 30 additional steps to encrease the onus up to 30,000 points (highest possible value)

The steps value or “coin value” can be choosen before the game start, this between 1 and 5 points (credits), in accordance with the adjustment made by the operator.

In consequence, the maximum of credits to be played in one game is:

               with “coin value” = 5:


The game can also be equiped with a wired remote control system making possible to add or deduct points of the credit and to memorise these operations in the bookkeeping.

It is also possible to control on the machine the last credit value deducted: by keeping X button pushed during power on, the value appears on the “win” display for a few seconds.

1. Controls during the Game Play

The player has the possibility to visualize his already won points, when a normal play is finished (5 Balls in the Holes). And also the previous winnings, before taking an Extra Ball.

a/ “Already won” values

All the values already won can be cheked, on the “Same Game” display, after the 5th Ball placed in a hole:

           - Button 1 to 6:   winnings in cards 1 to 6

           - Button 6 & 1:   winnings in “12th coin” feature

           - Button 6 & 2:   winnings in “13th coin” feature

           - Button 6 & 3:   winnings in “14th coin” feature

           - Button 6 & 4:   winnings in Bonus feature

b/ Possble winnings controls

the 5 best possible winnings with the “Extra Ball” can be checked by the player:

        - Button 6 & 5:   the possble winnings assocated to the numbers to be made are 

                                    presented successively in a decrease order of values.

2. Protections.

The Bingo is equiped with an “anti-cheat” system as well on the mechanical level, as on the electronical and software levels. The program makes several regulary round controls:

The detection of particulary or not allowed events starts an alarm which places the game in stand by positon, and showing on the display the word “HELP” associated to a code of 2 digits corresponding to the type of problem.

“Back up” and “Detection during power off” save and reinstall, without external intervention, an interruped play caused by an eletrical cut off: This is very important for such kind of game!

Inother respects, the elimination of all “mechanical switches”, beside the fact that it encreases the protection level, also gives a very high security potential.

3. Electronical counter and RAM controls.

An easy operator’s bookkeeping can be effected by use of series of electronical counters. Several parameters can also be checked at addresses of the RAM device. Some can even be modified directly. The test of the opto cells and the playfield sensors is made by looking at the corresponding addresses.

II HELP CODES

When a forbidden event happens, the game is automatically placed in stand by position and assistance is necessary:

· the word HELP appears on the “Extra Ball” display

· the 2 digits CODE appears on the “Credits” display

Herebelow the list of the several HELP codes and their signification.

	HELP codes
	Signification

	01
	Mechanical coin acceptor 1

	02
	Mechanical coin acceptor 2

	03
	Mechanical coin acceptor 3

(if dipsw G1=ON)

	04
	Front panel switch

	08
	Front door security switch or side protecon

	80
	Front door switch

	05
	Remote control OUT (>200,000)

	06
	Remote control IN     (>100,000)

	07
	Mechanical counter (>max)

	CC
	Credit counter (>max)

	FF
	Refeence back up value (RAM)

	Codes 04 & 08 are enable also when Power is OFF


HELP codes

Any inside access to the gae being indicated by an HELP code (04,80,08, …), the return to a normal play needs, thus, a special procedure.

When the game is equiped with a program without electronical key, the process is as follow:

· keep the front door open

· eliminate the other eventual causes of HELP code

· close the front panel

· action the “KEY SWITCH” located on the right side of the “PCB” in front of the door as follow:

             1° in UP POSITION

             2° in DOWN POSITION

· a few secods delay makes possible to correctly close the front door again.

If the program is equiped with an electronical key system (personal), the process is the following:

· insert the electronical key into its connector (PCB in front of the door)

· keep the front door open

· eliminate all other eventual causes of HELP code

· When the electronical key is pulled out, a few seconds delay allows to close the door again.

III ELECTRONICAL COUNTERS CONTROL

To check the list of the electronical counters, follow the herebelow points: 

· open the front door: HELP code 88

· action the “key switch” in UP position or insert the electronical key, according to the type of program.

· the  PCB in front of the door is equiped with 2 push buttons 

· with the left side side button, the list of counters can be checked

· the right side button is used for the RESET in several position of the list.

See hereunder a description of the complete list of the counters and the positions wich make the RESET possible.

The “Coin Value” display gives the order number of the counter.

The left side of the value is indiated on the display “Same Game”,

The right side is indicated on the display “Extra Ball”.

Please note that the values presented on the order number 0 are particular: 

           “Credit display” -                 remote control % (Out)

           “Extra Ball display” -          game % (Out) DIPSW ADJ.

           “Same Game display” -       game % (Out)

Signification

“Same Game” “Extra Ball” display

	Order NB
	(high)                                                          (low)
	Reset Function

	1
	REFLEX
	

	2
	Remote control IN
	

	3
	Remote control OUT
	

	4
	Remote control PROFIT: (IN-OUT)
	

	5
	TOTAL PROFIT (r. cont. PROFIT+TOTAL CASH)
	

	6
	TOTAL IN
	

	7
	TOTAL OUT


	

	8
	TEST function:                                   DISPLAY (but.6)

                                                               LAMPS (but X)
	

	9
	EXTRA BALL IN
	

	A
	EXTRA BALL OUT


	

	b/C/d
	MECHANICAL coin acceptor
	

	E
	ELECTRONICAL c. acc. Channel 1
	

	F
	ELECTRONICAL c. acc. Channel 2
	

	10
	ELECTRONICAL c. acc. Channel 3
	

	11
	ELECTRONICAL c. acc. Channel 4
	

	12
	TOTAL CASH


	

	13
	Number of Games
	

	14
	Nbr of Games – coin value=1
	

	15
	Nbr of Games – coin value=2
	

	16
	Nbr of Games – coin value=3
	

	17
	Nbr of Games – coin value=4
	

	18
	Nbr of Games – coin value=5
	

	19
	
	

	1 A
	SUPERSCORE IN
	

	1 b
	SUPERSCORE OUT


	


Electronical counters list

IV RAM CONTROL

It is possible to consult a long list of RAM lcations for verificaions or eventual modification.

To do this, pass in address mode:

· open the “front door”: Help code 88

· action the “Key switch” in UP position or introduce the electronical key, in accordance with the type of program.

· Close the “front door” or pull the “front door” switch.

When this is done, the address location appears on the “Extra Ball” display and on the “Same Game” display the corresponding data.

Data and addresses are, of course, in HEXADECIMAL code.

The buttons 1 to 5 are used to modify the address location and the data.

                 Button 1: changement of the hundreds of the address

                 Button 2: increments the unit-tens of the address

                 Button 3: decrements the unit-tens of the address

                 Button 4: increments the data

                 Button 5: decrements the data

The list in appendice explains the address locations to use in case of eventual verifications control of the switches, opto cells or playfield sensors, dipswitches and “Tilt” stack.

V TILT CODES

There are many and various causes to a “tilt” position of a game. We have listed a certain numbers of different possible causes. These causes. These causes are shown by a 2 digits code.

Theinterpretation of these codes makes posible to detect eventual problems of the game or cheatings.

Hereunder, he list of codes significations:


Tilt codes table 

The tilt codes are stacked in a chronological order of their detection, with a maximum of 20, at the address location from E501 (last tilt made) to E514 (20st tilt).

The last made tilt is also shown by a flashing lamp behind the back glass:

         TILT N: Pendulum tilt


TILT S: Shock tilt


TILT B: Back tilt (5sec. Delay)


TILT H: Playfield tilt

VI DIPSWITCHES – GAME OPTIONS ADJUSTMENTS

Eight groups of 8 dipswitches make a large range of game options possble, ensuring a perfect gestion in all circumstances.

1. Dip A

A1 All system RESET

To make an all system reset, just do like this:

· A1: ON

· Switch on the game, with red & yellow buttons pressed

Together

· A1: OFF

A2.3.4 CREDIT: Maximum limit

	Max Limit
	2
	3
	4

	20,000
	OFF
	OFF
	OFF

	30,000
	ON
	OFF
	OFF

	40,000
	OFF
	ON
	OFF

	50,000
	ON
	ON
	OFF

	70,000
	OFF
	OFF
	ON

	100,000
	ON
	OFF
	ON

	150,000
	OFF
	ON
	ON

	200,000
	ON
	ON
	ON


A5.6.7 Game percentage (out)

	Game %
	5
	6
	7

	80
	OFF
	OFF
	OFF

	81
	ON
	OFF
	OFF

	82
	OFF
	ON
	OFF

	83
	ON
	ON
	OFF

	84
	OFF
	OFF
	ON

	85
	ON
	OFF
	ON

	86
	OFF
	ON
	ON

	87
	ON
	ON
	ON


A8 TILT in power on

	A8 on. Tilt code 60, when the game is switched ON


2. X-BALL: adjusted % (B1.2.3.4)

The Extra Ball price is calculaed in definit % of the best possible winning. An adjusted % is added to the fixed %.

	Adjusted %
	B1
	B2
	B3
	B4

	0
	OFF
	OFF
	OFF
	OFF

	1
	ON
	OFF
	OFF
	OFF

	2
	OFF
	ON
	OFF
	OFF

	3
	ON
	ON
	OFF
	OFF

	4
	OFF
	OFF
	ON
	OFF

	5
	ON
	OFF
	ON
	OFF

	6
	OFF
	ON
	ON
	OFF

	7
	ON
	ON
	ON
	OFF

	8
	OFF
	OFF
	OFF
	ON

	9
	ON
	OFF
	OFF
	ON

	10
	OFF
	ON
	OFF
	ON

	11
	ON
	ON
	OFF
	ON

	12
	OFF
	OFF
	ON
	ON

	13
	ON
	OFF
	ON
	ON

	14
	OFF
	ON
	ON
	ON

	15
	ON
	ON
	ON
	ON


	Fixed %
	Extra Ball

	18
	1st

	23
	2nd

	25
	3rd

	29
	4th

	33
	5th


3. NUMBER of X-BALL (C1 – E5 – F7)

	E5    ON:   No X-BALL

       OFF:   depending of F7 


	F7    ON:    3 X-BALL

       OFF:   depending of C1


	C1     ON:    3 X-BALL  

        OFF:    5 X-BALL    


4. “6th BALL FREE” (C.2.3.4 – E1.2.3.4)

The “6th BALL FREE” feature is lighted up randomly.

	C2
	ON:
	-10% chances

	C3
	ON:
	-20% chances

	C4
	ON:
	-40% chances


The “19” & “16” probability i “6th BALL FREE” feature can be also adjusted:

	E1

E2
	ON:

ON:
	·  5%  n°19

· 10% n°19

	E3

E4
	ON:

ON:
	·   5% n°16

· 10% n°16


5. ROUND LIMIT (F5.6)

The number of rounds can be limited


6. SAME GAME feature (C6)

	C6

C6
	 ON:

OFF:
	Same Game available

Same Game NOT available


7. MAGIC GAME score (E6)

	E6
	 ON:
	Automatic increment (No additional steps)

	E6
	OFF:
	Additional steps (by yellow button)


8. CORNERS & SUPER LINES features (D1 to 8)

	D1

D2
	ON:

ON:
	 -5% Corners

-10% Corners

	D3

D4
	ON:

ON:
	 -5% Corners Rollover

-10% Corners Rollover

	D5

D6
	ON:

ON:
	 -5% Superlines

-10% Superlines

	D7

D8
	ON:

ON:
	 -5% Superlines Rollover

-10% Superlines Rollover


9. PLAYFIELD DOUBLE/DOUBLE features (F1.2.3.4)

The possibility of the DOUBLE/DOUBLE features in the PLAYFIELD score can be 

adjusted.

	F1

F2
	ON:

ON:
	  -5% Corners

-10% Corners

	F3

F4
	ON:

ON:
	  -5% Playfield Double-Double

 -10% Playfield Double-Double


10. PLAYFIELD – LED system (C8)

	C8

C8
	  ON:

OFF:
	All the winning numbers are indicated on the playfield

Only the 8 best numbers are indicated on the playfield


11. START type (C7)

	C7

C7
	 ON:

OFF:
	4 steps/sec

step by step, pushing and releasing RED button 


12. CREDIT RESET in power ON (E8)

	E8

E8
	  ON:

OFF:
	Credit reset in power ON

Credit Protection in power failure


13. WINNING COLLECT (G2)

	G2

G2
	   ON:

 OFF:
	Automatical collect AFTER 5th ball in hole

Automatical collect AFTER 4th ball in hole


14. QUICK ROUND (G3)

	G3
	ON:
	After the 1st round, 13 steps are bet by pushing ONE time the RED button.


15. PLAYFIELD TILT (G4)

It is possible to enable a playfield anticheat system: ball moved from one hole to another (PLAYFIELD TILT).

	G4

G4 
	  ON:

OFF:
	Playfield Tilt (code 50) ENABLED

Playfield Tilt DISABLED


16. SUPERSCORE features (F8 – B5.6.7.8)  

While the price of the X-Ball is lighting, the winning display indicates the sign “SUP-P” wich gives the pkayer the opportunity to play the SUPERSCORE feature.

The player has to score a 5 in line in one of the six cards, 4 numbers are already given by the machine.

The player can check the available combinations (4 numbers), without necessary making his choice and can return to the “X-Ball” of the classic game.

Please find herebelow a detailled description of the game process:

· Taking Super Score Feature: push at the same time the buttons 6 & X

          1/The “Extra Ball” display presents the price of the Ball

          2/The “Winnings” display presents the following order of the Ball (1 to 3)

· Check the combinations of the 6 cards: Push button X

· Choose the card (and take the Ball): Push the yellow button

· Once the card is choosen: it is no more possible to return to the previous game.

	F8

F8
	  ON:

OFF:
	Superscore available

Superscore NOT available


The adjustment of balls % in SUPERSCORE game is simila to the X-Ball %: the adjusted % is added to a value decided by the computer, according to the following list.

	Fixed %
	Hole to hit

	14
	1st line (hole 1-7)

	12
	2nd line (hole 18-13)

	8
	3rd line (hole 14-18)

	6
	4th line (hole 19-22)

	8
	5th line (hole 23-25)


	Adjusted %
	B5
	B6
	B7
	B8

	0
	-
	-
	-
	-

	1
	ON
	-
	-
	-

	2
	-
	ON
	-
	-

	3
	ON
	ON
	-
	-

	4
	-
	-
	ON
	-

	5
	ON
	-
	ON
	-

	6
	-
	ON
	ON
	-

	7
	ON
	ON
	ON
	-

	8
	-
	-
	-
	ON

	9
	ON
	-
	-
	ON

	10
	-
	ON
	-
	ON

	11
	ON
	ON
	-
	ON

	12
	-
	-
	ON
	ON

	13
	ON
	-
	ON
	ON

	14
	-
	ON
	ON
	ON

	15
	ON
	ON
	ON
	ON


                                                                           (-: OFF)

17. REDEMPTION version (E7 – G5 – C5)

	E7

E7
	  ON:

OFF:
	Redemption version

Classic version


	G5

G5
	  ON:

OFF:
	No additional Driving PCB

Additional Driving PCB


	C5

C5
	  ON:

OFF:
	8000 units: maximum contents of redemption system

  300 units: maximum contents of redemption system 


18. BILL ACCEPTOR system (G1 – G6.7.8)

A bill acceptor function is available. The number of points transferred can be adjusted.

	G1

G1
	  ON:

OFF:
	Enabled

Disenabled


	Points/pulse
	G6
	G7
	G8

	1
	-
	-
	-

	2
	ON
	-
	-

	4
	-
	ON
	-

	5
	ON
	ON
	-

	8
	-
	-
	ON

	10
	ON
	-
	ON

	20
	-
	ON
	ON

	50
	ON
	ON
	ON


                                (-:OFF)

19. COIN VALUE (H1.2)

	“coin value”
	1
	2

	1 to 5
	OFF
	OFF

	2 to 5
	ON
	OFF

	3 to 5
	OFF
	ON

	5
	ON
	ON


20. ELECTRONICAL COIN ACCEPTOR (H3.4.5 – H6.7.8)

	Electronical coin acceptor CH1: H
	3
	4
	5

	Electronical coin acceptor CH2: H
	6
	7
	8

	1 credit / coin
	OFF
	OFF
	OFF

	2 credit / coin
	ON
	OFF
	OFF

	4 credit / coin
	OFF
	ON
	OFF

	5 credit / coin
	ON
	ON
	OFF

	8 credit / coin
	OFF
	OFF
	ON

	10 credit / coin
	ON
	OFF
	ON

	20 credit / coin
	OFF
	ON
	ON

	50 credit / coin
	ON
	ON
	ON


Dipswitches Table


          1            2            3            4            5            6            7            8

	All

system

reset
	Credit

Maximum Limit

20,000 ( 200,000
	Game % (out)

80 % (87%
	Tilt in

Power

on

	Extra Ball Adjustment %

0% ( 15%
	Super Score Adjustment %

0% ( 15%

	3 or 5

Extra

Balls
	Free Extra Ball

Reduced Chances
	REDEMP

MAX

Cotents
	Same

Game
	Start

Type
	Playfield

Led

	Corners

Reduce Chances
	Rollover

Corners

Reduced Chances
	Super Line

Reduced Chances
	Rollover

Super Line

Reduced Chances

	Free

Extra Ball (19)

Reduced Chances
	Free

Extra Ball (16)

Reduced Chances
	No

Extra

Ball
	MG Score

Auto

Increment
	REDEMP

Version
	Credit

Reset

Pow ON

	Playfield Score

Double

Reduced Chances
	Playfield Score

Double-Double

Reduced Chances
	Round Limit

3           5
	1

Extra

Ball
	Super

Score

Avail.

	BILL ACC.

ENABLE


	Winning

Transfer

4° / 5°
	Quick

Round
	Playfield

Tilt
	Redemp

No

Add PCB
	BILL ACCEPTOR

CR. /PULSE

	Coin Value


	Electr. Coin Acceptor

Channel 1

Credits/Coin
	Electr. Coin Acceptor

Channel 2

Credits / Coin


A

B

C

D

E

F

G

H

The eprom MAGIC GAME labeled ‘MIH 7015? & ‘MIH 8015’ inclede a bill acceptor function (disabling definitively the mechanical coin acceptor adjustments) and some other motifications explained herebelow.

· G 1 – Bill acceptor functon

	G1

G1
	  ON:

OFF:
	enabled

disabled


· G 6-7-8 Points for 1 bill acceptor pulse

	Points-Pulse
	G6
	G7
	G8

	1
	OFF
	OFF
	OFF

	2
	ON
	OFF
	OFF

	4
	OFF
	ON
	OFF

	5
	ON
	ON
	OFF

	8
	OFF
	OFF
	ON

	10
	ON
	OFF
	ON

	20
	OFF
	ON
	ON

	50
	ON
	ON
	ON


N.B. The pulse width must be > 30 ms and <400 ms

· G5 – Type of redemption system driving

	G5

G5
	  ON:

OFF:
	No additional Driving PCB

Additional Driving PCB 


· Default ticket / token  value in redeption version

	200   Units 


· In ‘MIH 8015’ version, the game percentage range becomes

	85% to 92%


10 rounds (13*5*10)        =    650


Max. Bonus value (30*5) =   150








Max of credits                    =   800 





Shock tilt			: 10


Pundulum tilt			: 20


Shock + Pundulum tilt	: 30


Back tilt (5sec delaid)		: 40


Playfield tilt			: 50


Power on tilt			: 60





F5	    ON:  3 rounds


F6	    ON:  5 rounds


F5 & F6 OFF: 10 rounds





MAGIC GAME


‘MIH 7015’ – ‘MIH  8015’


versions








