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1. GAME INFORMATION

REELS

The game consists of three reels which contain fruit symbols for normal
wins and superimposed number and a Hi/Lo reel {positioned in the centre of
the inner board} which contains the numbers 1 to 12, for moving around the
feature board and gambles.

Feature entry is accessed by completing the nine stage trail or achieving reel
wins.

Four manual nudges can be awarded at the end of a losing game, on a
random basis.

Wins are obtained directly from the reels. Any win, except the jackpot,
can be Hi/Lo gambled, collected or exchanged for the feature.

AWARD STRUCTURE:

Price of play 5/10/20/ bp

25/30p
Cherries £1 20p
Oranges £1.20 30p
Lemons £1.60 40p
Plums £2 60p
Pears £3 80p
Strawberries f4 f1
Melons £5 £2
Bars £6 £3
Bells £15 £5

The player moves around the feature trail by use of the hi- lo reel.
The player has the option to collect any active awards (nudges, features, cash
and shots) or continue around the feature grid. The feature is terminated if the
player collects or achieves the jackpot.




CRAZY FRUITS FEATURE DECALS:

SHOTS MATRIX:

Price of 5/10/20 5p

play 25/30P

Jackpot f£1b £5
£1 20p
£1 +REP.CH 20p + REP.CH
£2 60p :
£2 +REP.CH3 60p + REP.CH
£3 80p
f4 £1
3] , £2
JACKPOT JACKPOT

The player can go on to complete the matrix and be awarded the jackpot.




2. TEST SEQUENCES
A test facility is provided to check the machines inputs and outputs.

During test, the button panel or front door must remain open, the machine
must not be in credit and the counters will not operate.

To enter the test routines open the front door of the machine and press the
green test switch once. The LED will step through each of its segments. If
an alphanumeric fitted, a display test will be carried out.

The following rules apply to all tests:

1. To step forward through tests press the right hand button,

2. To step backwards through tests press the left hand button and right
hand button simultaneously.

3. To select any test press the second button from the right.

4. To exit from any test press the right hand button.

If an alphanumeric is available it can be used to read the tests, otherwise each
test is identified on the LED as below:

t1  Coin Flow Test
t2 Reel Test

t3 Lamp Test

t4 Switch Test

td  Display Test

t6 Meter Test

t7 RS 232 Test

t8 Game Data Test
t9 Coin Data

tA Error Data




COIN FLOW TEST (t1)

To start this test it is advisable to have the top door open and the button panel
closed.

The hoppers are controlled by the hold buttons

No 1 Hold - £1 Hopper
No 2 Hold - 20p Hopper

Pressing and releasing a button causes a coin to be paid out. This does not
affect the coin count.

Holding a button down for more than two seconds causes the machine to
dump that individual hopper. The coin count for that hopper will be set to the
amount dumped. (This is only expected tc be used on installation only to set a
new float level).

Pressing and holding down Stop will reject any coins inserted. This can be
confirmed by entering coins via the acceptor rundown with the door open.
(N.B. Cash in the RHS of the rundown. Tokens in the LHS of the rundown.)

At this point the button panel should be lowered and the display door closed.

During this next part of the test, coins can be inserted through the acceptor to
test coin acceptance. If the coin has been successfully accepted, an indication
on the alphanumeric display will appear, -

f2 COININ
£f1 COININ
50p COIN IN
20p COIN IN
10p COIN IN
5p COIN IN.

REEL TEST (t2)

On entering this test, 'Reel Test' will be displayed in the alphanumeric, t2 on
the LED. The reels will spin to position 1. To step down the reels press the
appropriate hold button directly below the reel and in he case of the feature
reel, press the stop button. An audio bleep will be heard once the paddle on
the reel is situated in the optic. To step the reels up hold the 'Exchange for
feature button and press the appropriate hold button.




LAMP TEST (t3}

LED - (if no alphanumeric fitted)

On entering this test all lamps will start to flash. This is cancelled by pressing
the second button from the left. Each lamp can be tested individually by
stepping through the 'Strobe’ and 'Data’ lines by use of the button panel. The
button 2nd from the left selects the strobes. The button 4th from the left
selects the data.{see Lamp Equates Page 37 for Strobe and Data information).

The button 3rd from the left selects illumination of all lamps, and 8.8. will be
displayed on the LED.,

Complete Strobe lines can be checked by pressing the button 4th from the
right.

The 'Strobe’ line is identified by the left hand digit of the LED and runs from O

to F.
Note: A = Strobe 10

B= " 11
cC= " 12
D= " 13
E= " 14
F= * 15

The 'Data’ line is identified by the right hand digit of the LED and runs from O

to F.
Note: A = Data 10

B= " 11
C= " 12
D= " 13
E= " 14
F= " 15

Alphanumeric

The button 3rd from the left selects illumination of all lamps. 'All Lamps’ will
be displayed on the alphanumeric.




SWITCH TEST (t4)

Operating -any switch will display the strobe {left digit} and data (right digit) of
that switch in the 2 digit LED (see Switch Details Page 33 for Strobe and Data
information).

Alternatively if an alpha-numeric is fitted, the complete Strobe and Data
is displayed.

To test DIL switches, operate the Refill switch {the switch strobe and data will
be displayed). After a period of time the display will clear and operating any
DIL switch will then illuminate a segment of the LED (NOTE DIL switches 1
and 9 not used), alternatively operate any DIL switch with Refill closed and its
strobe and data will be displayed on the LED.
Alternatively if an alpha-numeric is fitted, an indication is given as to

whether the DIL switch is selected :

"1™ - SELECTED

"0" - NOT SELECTED

DISPLAY TEST (15)

On entering this test the LED's will start to step through each of their
segments, an alphanumeric will display all 16 elements as O's then X's then
+'s,

Pressing the second button from the left will display the target percentage.

METER TEST (t6)

On entering this test with the refill key turned off, information with regards to
the number of meters detected and failures (if any) is available on the
alphanumeric.

On entering this test with the refill key turned on, each mechanical meter shall
pulse once and information with regards to the number of meters detected and
failures {if any} is available on the alphanumeric.

Four (or two) of the mechanical meters are located behind the outer cashbox
door. The fifth meter is located to the left of the acceptor.




RS 232 TEST (t7)

For this test an RS 232 input is required. One of the following messages will
be displayed:-
Alpha LED

PASS "DATA PORT PASSED" OH
FAIL "DATA PORT FAILED" us

GAME DATA (t8)

LED - (if no alphanumeric fitted}

T On entering this test the number of games played
and actual payout percentage will be displayed in the LED.

Press the second button from the left and -- wili be displayed on the LED (this
denotes the following is the 'Actual percentage').

A second press will display the first two digits (i.e. Tens and Units) of the
‘Actual’ percentage will be displayed on the LED.

The third press will display the remainder of the 'Actual’ percentage li.e. that
after the decimal point) will be displayed on the LED.

The fourth press will display _ on the LED (this denotes the following is the
number of games played).

The number of games played is an 8 figure number and two digits at a time
are displayed on the LED with each press of the left hand button, read the
number from left to right the final press being the tens and units.

i.e. 1st press 2nd press  3rd press 4th press
00 00 20 85

Total games = 00002085
Alphanumeric fitted
On entering the test, the target percentage is displayed.
Pressing the second button from the left displays the amount of games played
and the actual percentage.




COIN DATA (t9)

LED - (if no alphanumeric fitted)

On entering this test 01 will be flashing on the LED, a
flashing code number of the LED denotes the coin meter being read (these are
identified below}).

Operating the second button from the left will step
through the flashing meter codes. To step through each set of data press the
fourth button from the right.

01.-bpin 05.-£1in 09. - £1 out
02.-10p in 06.-£2in 10. - 20p token out
03.-20pin 07. - 20p token in 11. - 20p refill

04. - 50p in 08. - 20p out 12. - £1 refill

13. - 20p token refill

After each flashing code number an 8 figure number displays the value for that
particular meter. The 8 figure number is displayed 2 digits at a time with each
press of the right hand button, this reads from left to right with the Tens and
Units being displayed on the fourth press.

i.e. 1st press 2nd press 3rd press 4th press
00 00 20 85

Meter Total = 00002085

The next press of the second button from the left selects the next flashing
code number. Then repeat the above procedure.

Alphanumeric fitted

On entering the test, the alphanumeric displays the total 5p
in. Pressing the button 2nd from the left steps the display through the
following sequence:

Entertest- bpin 7th press - 20p out

Istpress - 10pin 8th press - £1 out

2nd press - 20pin 9th press - 20p token
out

3rd press - 50pin 10th press - 20p refill




4thpress - £1in 11th press - £1 refill
Bthpress - f2in 12th press - 20p token
: refill

6th press - 20p token in

ERROR DATA (tA)

An error buffer has been provided that records the last 16 machine errors. The
second button from the left will allow you to cycle through the error codes,
with the latest error being displayed first. The LED dispiay will show FF to
indicate the end of the buffer ('No More Errors’ on alphanumeric displays).

To erase the Error Buffer, turn the refill key to the ON position. 'CL’ will be
displayed on the LED {"CLEAR ERRORS" on the Alphanumeric), the Hold
buttons will iluminate and should be depressed in order, left to right. "AC’ will
now be displayed on the LED ("ERRORS CLEARED" on the Alphanumeric}.

The Hold lamps will now have been extinguished and the machine will
automatically step to (t1).

3. DEMONSTRATION MODE

With the front door open press the Start button and 5 credits wiil be displayed
on the LED or alphanumeric display.

On entering the Demonstration mode a number of options are available:-

a) The game can be played normally.

b} By holding down the cancel button and any hold button the reel relating to
the hold button can be stepped down to any position. All the reels will
then be held for the next game. The reels can also be stepped up by
holding down the cancel and collect button simultaneously and then the
relative hold button.

4. REFILL KEY OPTIONS

a) Turn the key and the machine will enter normal refill mode.
Any coins entered in refill mode are added to their respective level counter.
it is possible to refill above the float level and coins will only divert into the
cash box if the high switch on the hopper is made.

b) With the key still turned press the start button once and the last bank will
be displayed.




c)

d)

5.

This is refreshed by the next game.

Press the start button again and the last win will be displayed

Press the start button again will allow the volume level to be set.

On entering this mode a tune will be played and two buttons will
illuminate. To increase the volume press the 3rd button from the left, to
decrease press 2nd button from the left.

Once the desired volume has been reached turn the refill key and the

sound level is now set.

HOPPER FLOAT AND DUMP

Active coin divert

There is a float level associated with each hopper.

5p

10p

20p

25p

30p

£5 jackpot

£50 in £1

£20 in 20p
£125 in £1
£125in £1

£125in £1

£125 in £1

£15 jackpot

£125in £1

£125 in £1

£125in £1

£125in £1

£125in £1

When the float level is reached all further coins are diverted into the cashbox.

The hopper is equipped with a high level switch which is made when the
hopper contents exceeds the preset float levels. Should the switch be made
then all further coins are diverted into the cash box regardless of the coin level
count. In theory the high switch should never be made as coins will divert
when the float level is reached. However, if the high switch is made then the
level counter is set to the float level providing the front door is closed (thus




safeguarding against accidental activation during refill via the front door)

initial Hopper Float Procedure

a) With full float levels

£1 Coins - £125 / £50

20p Coins - £20 (if required)
Open button panel and top door place the appropriate value of coins in the
hoppers turn refill key and REFILLED £XXX. XX will appear on the display,
press the Top Up button situated at the side of the hopper tray, a bleep will
sound and RESET FLOATS flashes on the display followed by 1 POUND £125
/ £50 confirming £1 coin count is set to its level. press No 1 hold button an
20P £20 will appear on the display confirming 20p coin count is set to its
level). Close all doors and the machine will re-initialise and the floats will be
set at the fuli level.

b} Not with full float levels

Open button panel and top doors, place in
hoppers the value you require to float machine with. Close button panel door
and open outer and inner cashbox doors and turn refill key, press dump switch
located on the left hand side of the cashbox DUMP FLOAT will flash on the
display then DUMP 1 POUND will appear.Press the start button and the
machine will dump the value of the £1 coins placed in the hopper, replace
these back into the hopper, press start button and DUMP 20P will appear on
the display press again and the tokens will be dumped, replace these back into
the hopper)

DO NOT PRESS THE HOPPER TOP UP BUTTON.

Close all doors and the machine will re-initialise and the coin count will be set
at the value placed in the hoppers.

NOTE! Any £1 play coins or 20p’s entered into the machine will go into the
hopper until the true hopper floats have been achieved.

2. COLLECTION/HOPPER FLOAT AND DUMP PROCEDURE

DURING THE COLLECTION PROCEDURE IT WILL BE NECESSARY TO CHECK,
AND IF REQUIRED REFILL THE HOPPERS TO SPECIFIED FLOAT LEVELS.

£1 Hopper = £125/ £ 50

20p Hopper = £20 (if required)

a) CHECK HOPPER LEVELS




Ensure machine is powered up. Turn refill key and open
outer cashbox door. 1 POUND £XXX.XX {showing the value in the hopper)
appears on the display. To see 20p press No 1 hold button 20P EXX.XX
appears on the display. If the float level is lower than the true float and you
want to refloat obtain the necessary coins required. With the refill key still
turned feed the coins through the acceptor until the required level is reached.

IMPORTANT - IF A COIN JAM OCCURS THE HOPPER WILL HAVE TO
BE RE-FLOATED AS THE MACHINE THINKS THE HOPPER IS EMPTY

b} COLLECTING CASH, VERIFYING HOPPER FLOAT

Ensure machine is powered up. Turn refill key and open outer and inner
cashbox doors. The display will show 1 POUND £XXX.XX ({Showing the value
in the hopper).
Press the dump switch located on the left hand side inside the cashbox area.
The disptay shows DUMP 1 POUND.
Press the start button and the machine will attempt to payout the total fioat.
When the hopper stops the display wil! alternate between either
ACTUAL £XXX.XX and SHORT BY £XXX.XX

Showing the value dumped and the amount the float was short by,
or DUMPED £125 / £50(Float Level) and DUMP EXCESS
Showing full float vaiue dumped.
Pressing the start button again the hopper will attempt to dump any excess
coins.
If there are any excess coins after paying them out the following will be
displayed.

EXCESS OF £XXX. XX and ACTUAL £XXX.XX Total of both dumps.

If token fitted press the start button again to repeat the same process for
token dump.

NOTE | £XXX.XX indicates a value that will depend on the machine status.




6. STAKES AND PRIZE SELECTIONS

This machine can be set to various stake and prize values. In order to
configure the machine to the required values the following procedures should
be followed.

1. Fit the relevant decals for the required prize level. (Refer to the win plan in
the manual)

2. Fit the relevant decals for the required stake level.

3. Fit the appropriate Prom (see below).
All others selectable from table overleaf.

The stake key position is located on a pcb inside the cabinet on the left,
200mm down from the top.

STAKE ****5P PLAY £5 JACKPOT USE DEDICATED PROM™ * **

DIL 7 DIL6 | DIL 5 | Play Value
Off Off Off bp
Off On Off 10p
On Off Off 20p
On On Off 25p
Off Off On 30p
PRIZE:
£15 PROM : 5p 10p 20p 25p 30p switchable stake
£5 PROM : 10p 20p 25p switchable stake

£5 PROM : 5p play DEDICATED PROM (NO STAKE KEY REQUIRED)




7. % SETTINGS

Within this machine, the facility exists to change the percentage payout
setting. This can be achieved in the following manner :

1) fit the relevant industry standard % key

2) fit a BFM manufactured DIL switchable PCB/Key assembly that can be
configured to you requirements. (BFM Part No. 39.478.001.)

Variable % Key Settings

Switch 70% 72% 74% 76% 78% 80% 82%
1, ON OFF ON OFF ON OFF ON
2, OFF ON ON OFF OFF ON ON
3. OFF OFF OFF ON ON ON ON
4. OFF OFF OFF OFF OFF OFF OFF
84% 86% 88% 90% 92% 94% 96% 98%
1. OFF ON OFF ON OFF ON OFF ON
2. OFF OFF ON ON OFF OFF ON ON
3. OFF OFF OFF  OFF ON ON ON ON
4, ON ON ON ON ON ON ON ON




8. D.LL. SWITCH SETTINGS & FUNCTIONS

There is a bank of DiL switches

on the MPU board, set horizontally,
numbered 1 to 16 from left to
right.

Their functions are as follows:

SWITCH SETTINGS
OFF ON

T s
2 Credit on Reset Retained Lost
3 Attract Sound On Off
4 Bank Payout Paid into Bank Paid Out
5 Refill Hopper Full Lock Out Accept
6 All Coins Play Multicoin Single Coin
7 Coin Switch Low Lock Up Continue To Pay
8 Bank Limit 5 x Jackpot £10
g ...
10 Coin Jam Alarm On Off
11 Static Attract Mode Off On
12 .......
13 .......
14 Reset Alarm On Off
15 .......
16 .......

Percentages are set by the variable % key.

The standard settings for our machines will be with all 16 switches OFF.
However, this can be varied to suit local conditions, as follows:

1. Not used.

2. Credit on Reset




10.

Attract Sound

When switched the sound is removed from the attract mode and stops
the feature reel spinning.

Bank Payout

With DIL switch off, wins will accumulate in the bank and only paid out if
the player collects or the bank reaches its set limit.

Refill Hopper Full

With the refill key turned and the switch off, the machine locks out
coinage on the hopper weight switch only. Turning the switch on will
lock out coinage on the hopper weight switch or float level setting.

All Coins Play

The standard setting allows coins to be inserted up to 96 credits; if
required, single coin play can be selected by moving this switch ON.
When this occurs, only one coin can be inserted, all further coins being
locked out until the credits return to zero.

Coin Switch Low

The machine can be switched to lock up or continue to pay when hopper
levels reach the low switch.

Bank Limit

This switch allows a choice of Bank Limit, 5 times the jackpot or £10,
before the bank pays out automatically.

Not used.

Coin Jam Alarm

With the switch in the OFF position when a coin jams the following wiill
occur:

i An alarm noise sounds continually.

i The alphanumeric displays a COIN ERROR code to indicate the coin
causing the problem:
1=£1,2=50p;3=20p;4 = 10p; b = token; 6 = 5p.




11.

12.

13.

14.

The alphanumeric displays COIN FRAUD (strim detected}, the alarm
. will sound for 10 seconds and the machine will remain locked up
for 20 seconds. After 30 seconds the alarm will sound again until
the machine is reset.
iii. The machine will stop and be unplayable. Because this may
happen during a game it is possible that other lamps may flash.

The only way to stop the alarm is to switch the machine off and then on
again. [f the alarm continues it means the coin jam has not cleared.

With DIL switch 10 ON, when a coin jams the following will occur:

i All coins will be locked out.

ii. The coin causing the problem will not be metered nor credited.

iii. Existing credits can be played normalily.

iv.  The alphanumeric displays COIN FRAUD (strim detected), the alarm
will sound for 10 seconds and the machine will remain locked up
for 20 seconds. After 30 seconds the machine will be ready to
play again.

Not Used

Token Play

The standard setting allows tokens to be inserted up to a maximum of 96
credits, single token play can be selected by moving this switch to the
ON position. Under this condition only 1 token may be inserted (1 Credit)
all further tokens being locked out.

Alarm Sounds

With the DIL switch in the ON position, the alarm sounds are disabled.
With the DIL switch in the OFF pasition, the alarm sounds are enabled.

Reset Alarm

DIL 14 - OFF

if the machine is switched off/on within 20 secs of coming
out of reset, an alarm counter will be incremented. When this counter
reaches 3, stage 1 of the anti cheat alarm comes into action. When the






