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- WARNING -

THiIS MACRINE MUST BE GROUNDED! FAILURE TO DO
S0 MAY RESULT IN THE DESTRUCT!ION OF ELECTRONIC
COMPONENTS.

RADIO INTERFERENCE NOTICE: This equipment generates, uses, and can radiate radio
frequency energy. If not installed and used In accordance with the Instruction
Manual, this eqguipment may cause interference to radio communications. As
required by FCC regulations, this eguipment has been tested and found in
compliance with Subpart J and Part 15 of FCC regulations, which are designed to
provide reasonable preotection agalnst such interference. However, although this
equipment compliss with all applicabie FCC regulations, operation of this
egutpment in a residential area may cause interference, In which case the
equipment user will be required to implement whatever measures may be necessary
to ellminate sald interference at his/her own expense. BALLY MANUFACTURING
CORPORATION is In no way l!iable for any additional expenses involved with
dsiimination of interference, or for any conssguential damages or injuriss.

— WARNING -

This equipment Is to bes installed, maintained, and
gserviced ONLY by BALLY=-trained or BALLY-supervised
personnel. All in-the-field modifications must be
performed by, or under the supervision of, BALLY
parsocnne!. BALLY MANUFACTURING CORFORATION wil!l not
ba held ilable for damages and/or injuries arising
from improper or unsupervissad equipment
installation, modlfication, or use with eguipment
not manufactured or approved by BALLY.
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BALLY  Manufacturing Corporation maintalns a
toll free telephone number which can be used
to gbtaln service information for BALLY
manufactured equipment at vour locaticn. The toll
fres number is for the contlnental United States,
exciuding Il Inois.

1-800-HOT sSLOT

BALLY may aisoc be contacted using the followlng
TELEX number and answer or FAX number.

FAX 312-B50-1395

Publicaticn Date: August, 1989-Revision 0

COPYRIGHT 1989 BY BALLY MFG. CORP. ALL RIGHTS RESERVED

NG PART OF THIS PUBLICAT!ON MAY BE REPRODUCED BY ANY MECHANICAL, PHOTOGRAPHIC,
OR ELECTRONIC PROCESS, OR IN THE FORM OF A PHONOGRAPHIC RECCRDING, NOR MAY 1T BE
TRANSMITTED, OR OTHERWISE COPIED FOR PUBLIC OR PRIVATE USE, WITHOUT PERMISSION
FROM THE PUBLISHER.

FOR PERMISS!ON REQUESTS WRITE:

BALLY MFG. CORP.
GAMING DIVISION
90 O'LEARY DRIVE
BENSENVILLE, iLLINQIS 60108
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1. INTRODUCTION

PURPQOSE

This manua! contains complete information on the BALLY System 85000 Double
Progressive Oisplay with the "invisible" Progressive Display option. ft s
written for the users, whether they are set up psrsonnel, owners or service

techniclans., By following each Section’'s step-hy-step procedures, the user can
easily and quickiy get the System 5000 Double Progressive ready for play.

ABOUT THE SYSTEM S000 DOUBLE PROGRESSIVE DISPLAY

The BALLY System 5000 Double Progressive Display consists of two baslc
compenents, the Prudent Preogressive Control Beoard and the 16 Digit Progressive
Display Board. The control board computes both "upper" and "lower" progressive
jackpot amounts based on ths initlaliized values. Initializlng var fous
parameters for the double progressive operation reguires the BALLY keypad. The
display board can show either both the "upper" and “lower"” progressive Jackpot
ameunts or only one, When a specifled winning comblnation occurs with the
regquired number of coins wagered for that game, the player winsg the "uppsr" or
"lower" progressive jackpot indicated by the glowing lamp.

ORGANIZATION

This manual is designed in a sequentlal order:
Power up
initialization

Operations
Troubleshooting

HELP

For any questions, please contact your BALLY Distributor or refer to the service
information number in the front of this manuai on page 1.

FC-5140 (Rev. 0)



2. SET UP

Power Up

Power up the machine. One of the
following matlfunction codes may
appear In the upper display. Al 4
lamps flash. (Fig. 1)

1. If a "01t" or "g2" codas appears,
see POWER UP MALFUNCTION TILT
TABLE.

2. if a 04" appears, al!
parameters and optlons must be
set, -because Safe RAM was
cleared.

The doubie progressive system

consists of States which
designate a particuiar mode of
operation.

In order to set the parameters and cptions,

BHEBHEHH

BHEBHHEHEE

Fig. 1

{1} go to the Keypad Mode (State

"21%) (2) then to the Set Option Mode (State "0") and (3) follow

Inttiallzatlon instructions.

Keypad Mode (State "21%)

To enter the keypad mode (State
"21") follow these steps.

1. Open the machine door with the
machineg In a Game Over state.
This must be done before steps 2
and 3.

2. Actuate the jackpot release key
switch.

3. Connect the keypad (part # AS-
3311). If alt 4 jamps do not
turn on, reverse the Kkeypad
connecter at J1 on the control
board. (Fig. 2)

The current Jjackpot amounts remain
oh the displays. Alt 4 lamps turn
on. State "21" has been entered,

PLUG CONNECTCOR FROM 5
KEYPAD INTO J1 ON —
CONTROL 8QARD. ., .

MAKE CERTAIN KEYWAY INDICATION
'S IN POSITION 1 AS SHOWN

Fig. 2

FO-5140 (Rev. 0)



Set Optlon Mode (State *0")

To enter the set option mode (State
"C"), press "KEYBD/CLR" (Fig. 3)
The upper and lower displays clear
and "0" appears on the lower
display.

Any of the foliowing choices may be
made:

1. Press "TEST", See Diagnostlic

Self-Test.

2. To set parameters and options,
see Initfatlzation.

3. Press "GAME" to return to State

ll21 n .
4. Toe return to Game state, see
Return to Norma | Game

Operatlons,

Diagnostic Self-Test

From State "0", press the "TEST"
key. The segments, 0-2, and blanks
are <checked. "0s" appear on the
displays 1In each of the 18 digits;
"1s" appear on the displays In each
of the 16 digits; etec. (Flg. 4) The
number sequence conhtinues unt |
"GAME" Is pressed or the Return to
Normal Game Functlions is fol fowed.

NOTE: if any numbers do not disptay
properly, see TROUBLESHCOOTING
CHART.

FO~5140
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2. SET UP

Inftiailzation

The parameters and options are Initiallzed from the Set Option Mode (State "0O")
using the keypad. After enter ing Keypad Mode (State "21") and then Set Option
Mode (State “O"), follow these steps.

1. Press the proper key to choose any ong of the parameters or options to be
set. See PARAMETER/OPTION TABLE. They may be set in any order,

NOTE: Use enough diglts to show cents If cents are indlcated on the feature
glass,

2. The amount appears on the upper
display. The State number @ E @ E HBBB
appears on the lower display.

(Fig. &) L:J &:J

3. To change the amount or value,
enter the deslred number using
the keypad. The first number
pressed clears the display and F:ﬂ L)
then  appears on the upper ‘ __’{ /
dispiay. The numbers appear

like a caleculator, shifting from
right to feft.

Fig. 5
4. if an incorrect amount Is entered, press "KEYBD/CLR" and re-—enter the amount,

5. When the deslred amount or value appears, press "ENTER". The number is set
and State "21" is entered. The upper and lower jackpot amounts appear.

6. If no change Is required, press "GAME". The value is kept and State "Q" is
entered.

FO-5140 (Rev. 0)



PARAMETER/OPTION TABLE

STATE

CESCRIPTION

GESCRIPTION

Upper Display Winimum-the amount set to appear
after a fackpat reset-minimum amount

4 opticns set using digits 1 through 4-

Cigit 1: "1" represents the lamps set
for the single or dounle
progressive ogtlon
"0" represents the lamps set
for the “invisibie"
progressive optlon

Bigit 2: “2" represents invisible
pragresslve play
"1" represents doliyle progres-
sive play
"0" represents single progres-
pregressive play

Digit 2: "1" represents a fast rate of
inzrementatizn
"0" represents a slow rate of
inzrementatisn

Digit 4: "1" represents that *he lower
cisplay Is the first visible
Jaoxpot meter
"0" represents that the ugper
discley s the first visible
Jackeot reter

allowed 1s "Q"

2 | Uper Display MaxImim-the highest !imits set
for the progressive Jackpot-meximum
amount  allomed s “999,999.99* or
"9’9,999,99’9"

8 | Upper Dispiay Jackpot-the amounts appearing
when returning to Game State

4 | Lower Display Minlmum

5 | Lower Gisplay Maximum

& | Lower Display Jackpot

7§ Number of CoIn(s) per Toggle-The maxImum value
that can be entered is "255“. The value
"0" has the lamps topgle on the maxioum
rember of coin(s) in per game,

8 i Number of Coin{s) per Incrementation-(lst
Progresslon Rate) The maximum vatue that
can bg entered is “285°. The value "Q"
has the Jackpot meters increment an the
maximam number of coin{s) In per gams.

8 [Jackpot Increment Amount (1st Progression Rate)

10 | MaxImam Nomber of Coin{s) per Game-The maxim.m

that can be entered |s 255", MNOTE:Set
the maximum number of coins per game
the same as the machine’s maximum.

Limit Amount set for 1st Progression Rate-
After  this ameunt for  the 1st
progression rate is reached, the znd
progressfon rate s used

MOTE: To have only 1 progression rate, set
this amont to match the higher limit
petween the upper or lower display

Number of Coin(s) per  Incrementalion-{2nd
Progressicn Rate) The meximum valus that
can entered is “255". The value "0" has
the Jackpat meters increment on the
max!mm number of coinds) in per game,

Jackpet Increment Amount (2nd Progression Rate)

FO-5140 (Rev.




2. SET up

Return to Normal Game Operations

Te return to normal game operations, foilow these steps from any stats.

1.
3.

NOTE -

Remove the keypad. This must be done before steps 2 and 3.
Turn the key swltch off.
Ciose the door,

!T any parameter or option was changed, the lamp Indicates the lower
dlsplay. The counters for maximum coin in, colns in per toggle, and coins
in per increment are ail reset to "ov,

If the parameters and optlons were only checked or if the dlagnostic self-
test was run, the lamps and counters will resume their position and count.

Yer|fy Current System Parameters and Options

To check the current system parameters and options, follow the directions under
these headings.

1.

2.
3.
4

Keypad Mode (State "21%)

Set Optlion Mcde (State "0")
Infttalization

Return to Normal Game

Cperations.

FO-5140 (Rev. 0)



Pouble Progressive
Upper and Lower Play

Examples 1; The upper and lower
jackpot amounts appear on the
display board. The game begins
with the lower display lamps |it.
(Fig. 6) The lamps are set to
toggtie on the 2nd coin. Thse number
of colns In per incrementation Is
set to 3. The progression is set
to 5 cents. The count for coing in
per toggle and c¢olns in per
fncrementation begin on the flower
dispiay.

The 1st coln is inserted. One coin
is registered on each counter (the
number of coins in per teggle and
tha number of coins in per
incrementation}. (Fig. 7)

The 2nd coin is Inserted. The
lamps toggle to the upper dispiay.
The counter for c¢olns In per
incrementatlion registers 2.

(Fig. 8)

3. PROGRESSIVE OPERATIONS

Fig. 6

Fig. 7

FO-5140 (Rev. Q)



3. PROGRESSIVE OQPERATIONS

Double Progressive
Upper and Lower Play (cont’d)

The 3rd coin is Inserted. The
counter for the number of coins in
per toggle registers 1. The

counter for the number of coins in
per Incrementation registers 3, so
the upper display Increments 5
cents.

(Flg. 9}

Fig. 9

Example 2: The upper and lower

jackpot amounts appear on the
display board. The game begins
with the lower display lamps |it.
(Flg. 10} The lamps are set to
toggle on every coin. The number
ef ceins In per in¢crementation is
set to 2. The progression rate is
10 c¢ents.

The 1st c¢oin is Inserted. The
lamps toggle to the upper display. -kbg;
The counter for the number of coins

In per incrementation registers 1.
(Fig. 11)

FC-5140 (Rev. 0)



3. PROGRESSIVE OPERATIQONS

Double Progressive
Upper and Lower Play (cont’'d)

The 2nd c¢eoln is inserted. The

lamps toggle to the lower dlisplay. g,, ————
The counter for the coins in per N If [@EF ” ! A A
incrementation registers 2 so the ' [ =
upper display increments 10 cents. -

(Fig. 12}

Invisible Progressive
Upper and Lower Play

As in the "double" progressive cption, the “invisible" progressive option uses
two Jjackpot meters which alternately increment upon reachling a selected coln
progression rate. Therefore, the invisible progressive upper and lower play s
the same as stated for the double progressive play. The only difference is the
visibility of the one meter and the Invisibllity of the other.

Jackpot reaches maximum |imit

When either progressive Jackpot reaches Its maximum [imit, that Jackpot does not
increment further. The other progressive jackpot continues to increment at the
present progression amount according to the number of coins. The lamps contlinue
to toggle as optioned enabling the player to win sither jackpot.

When both the upper and lower progressive jackpots reach maximum values, there
is no incrementation. However, the lamps continue to ifoggle as optlioned.

When the increment to the jackpot amount caiculates higher than the jackpot
maxftmum limit, the display stops at the maximum limit.

NQTE : In regard te the "invisibie" progressive option, the visible jackpot
meter remains on the display unti! the plaver wins the jackpot. At this point,
the *“visible" Jackpot meter resets to its minimum jackpot value and becomes
“invisible", while the previously "Invisible” Jackpot meter becomes “vislble" on

the dispiay.

FO-5140 (Rev. 0)



3. PROGRESSIVE OPERATIONS

Jackpot winner

The player wins the jackpot indicated by the glowing lamps. The machine
immediately locks up. The tower |ight summons an attendant to pay the winner.

Jackpot reset

The user performs a Jackpot reset by actuating the key switch on the side of the
machine. The winning Jackpot display resets to the preset minim}m value, The
counters for colns In per teggle and colns in per incrementation do not reset.

BookkeepIng Meter

Number of Jackpot Wins Meter: Actuate the key switch when the machine Is In a

Game Over state and the door s closed. The
number of Jackpot wins appears on the upper
display. The State "18" appears on the lower
display.

This meter ciears when the Clear Safe RAM chip is used.

FO~5140 (Rev. Q)
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Tilts

When a malfunction occurs, all 4
lamps flash. An error code appears
on the upper display. (Fig. 13)

Press the "PRESS FOCR SERVICE"
button to cal! an azttendant.

4. TROUBLESHOOTING

POWER UP MALFUNCTION TILT TABLE

Tift Code

Malfunhction Condition

Remedy

IIO-{ u

Bad Safe RAM battery

Replace Safe RAM chip

Ll 02 ]

PROM check error

Replace EPROM and clear
Safe RAM c¢hip (replace
Safe RAM chip If needed)

" 03 n

Wrong State {improper
mode of operation)

Enter State "O" and
initialize atl parameters
and options {tilt code
¢lears after the first

is set)

Il04ll

Bad checksum (meter
values do not match
with safety values)

Enter State "0" and
inltialize afl parameters
and options {(tilt cods
does not clear unti! al!
are set)

FO-5140 (Rev,
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4. TROUBLESHOOT ING

12

OPERATI[ONS MALFUNCTION TILT TABLE

Tilt Code

Malfunction Condition

Remedy

IIO2 "

PROM check error

Replace Safe RAM chip

LS og n

Jackpot Increment
amount is set to "O"

Enter State "0" and sat
the value In State "9"

il1oll

per game is set to "Q"

Maximum number of coins

Enter State "O" and sat
the valus in State "10"

tl11ll

Boubte progressive is
not set for single or
double display

Enter State "0" and set
the vaiue in State "11"

||12u

ist Progression Limit

the max imum

Amount Is set less than
the minimum or more than

Enter State "0" and set
the vaiue in State "12"

||13I¢

Upper of lower display
opticn not set to "O"
or II-III

Enter State "0" and set
the vaiue in State "11"
Digit 4:

ll14ll

Error In Invisgible
Progressive option

Enter State "0" and set
the value in State 11"
with Digits 1 and 2
maintaining compatiblllity

FO-5140 (Rev. Q)



TROUBLESHOOTING CHART

4. TROUBLESHOGT ING

PROBLEMS

PROBABLE CAUSE

REMEDY

Control & display
board does not
respond

Faulty connections

Secure all

individual
wlres and connectors

TP1 (test point 1)
does not read 12
vDC

Need power supptly

from machine

TR2 does not read
§ YAC

Replace voltage

regulator

TPS reads 5 VAC;
CPU Is reset

Releass reset

remocving static
disturbance and/or
reptacing clock

by

crystal
Lamps do not Faulty light Reptace
I Ight bulbs
TP4 reads less Test power supply
than 7.5 YAC to J3
Fluorescent Faulty ballast Replace

tamps do not
iight

starter

Lamps do not
toggtie with
gach coin

Togglte option
needs to be reset

Check State "7"

Boor open
condition sensed

Ciose door or
key to ciosed
position

turn

Jackpot hit

Reset jackpot

Lamps do not
toggle as
desired

Toggle option
needs to be reset

Check State "7"

Can not enter
State "21"
Keypad Mode

Did not follow
steps exactly

See State “21*

Keypad Mode

Keypad reversed

F0-5140 (Rev. )
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4. TROUBLESHOOTING

14

TROUBLESHOOT ING CHART (cont’d)

PROBLEMS

PROBABLE CAUSE

REMEDY

various segments
of digits do not
display

Segment not moving
freely

Loosen bezel covering
segments

Faulty connections

Secure connections
between conhtrol &
display board

Digit segments are
changed manually

Power off

Power up maching;
memory restores digit
segments to previous
jackpot amounts

Jackpot max. |imit
appears—— not the
Jackpot amount set

Jackpot amount is
set higher than
max. |limit

See |nltializatlion

Jackpot min., limit
appears-- not the

Jackpot amount Is
set lower than

See Initlalization

Jackpot amount set min., limit
Jackpot min., Himit Jackpot min. !imit See Initiallzatlon
appears as zero is set higher than
max. limit
Jackpot max., limlt See Inltialization
is set lower than
min. Iimit

Jackpot amount does
not increment

Jackpot reached max.
Imit

PBoor open condition
sensed

Close door or turn
key to closed
position

Jackpot hilt

.Reset Jackpot

Preset number of
colns in/increment—
ation has not been
reached

Jackpot amount does
not increase by the
compiete increment

Jackpot reached max.
timit before using
total increment

Functioning properly

Only lower Jackpot
functlons

Single progressive
option has been set

See Initialization

FO-5140 (Rev. 0)



