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2 5 ~ 2 6

2 7

2 8

2 9

3 0 ~ 3 1

T A B L E O F C O N T E N T S

PC B oard C onnectors L ayout

28 PIN  &  36 PIN  B utton Layout

D ata Setting List

M ain M enu

Inform ation

D ata Setting

B ookkeeping

I/O  Test

H ow  To Play  M ain G am e

H ow  To Play  H appy H our

H ow  To Play  Savage

H ow  To Play  B onus G am e2

H ow  To Play B onus G am e1

H ow  To Play  D ouble -U p G am e

H ow  To Play  Egg Jackpot

H ow  To Play  D ino Jackpot

H ow  To Play  D ino 

Troubleshooting

Special N ote

Passw ord

D iagram  



1

11

~ 0 1 ~

PC  B O A R D  C O N N E C T E R S L A Y O U T

VGA Port

10 PIN 28 PIN

36 PIN

 



28 PIN

~ 0 2 ~

28 PIN  &  36 PIN  B U T T O N  L A Y O U T

B utton L ayout

O dds   B E T
A uto 
P lay

Stop

A ccording to D iagram  (3).......page.30

T ake
Select L ine
D ouble up

B utton L ayout36 PIN

O dds   

T ake B E T
Stop



1, 2, 4, 5, 10, 15, 20, 25, 50, 75, 80, 100, 200, 500

1, 10, 15, 20, 25, 50, 75, 100, 300, 500, 1000, 3000, 5000

OFF,1,10,15,20,25,50,75,100,300,500,1000,3000,5000

AS  COIN  IN, AS  KEY  IN, CLEAR  ALL

1, 2, 4, 5, 10, 15, 20, 25, 50, 75, 80, 100, 200, 500

1,2,3,4,5,6,8,10,15,20,25,30

1,5,10,15,20,25,50,75,100,125,150,200,250,375,500,625,750

25,50,75,100,125,150,200,250,375,500,625,750

ON, OFF

98, 97, 96, 95, 94, 93, 92, 91

LOW,NORMAL,HIGH

NO PROGRESSIVE,30,40,50,60,70,80,90,100,110

MAX_BET* 100,200,300,400,500,800,1000,1200,1500,2000

JP_BET* 50,100,200,300,400,500,600,700,800,1000

MAX_BET* 100,200,300,400,500,800,1000,1200,1500,2000

JP_BET* 50,100,200,300,400,500,600,700,800,1000

ON, OFF 

CREDIT,POINT

ON, OFF 

YES, NO

NO USE, 1, 2, 3, 4, 5, 6, 7

~ 0 3 ~

NO PROGRESSIVE,30,40,50,60,70,80,90,100,110

ON, OFF 

COIN IN UNIT

KEY IN UNIT

BILL UNIT

KEY OUT AS

KEY OUT UNIT

CREDIT LIMIT

COIN OUT LIMIT

JP MIN. BET

PAYOUT RATE

DEMO SOUND

WIN TO

AUTO PLAY

PASSWORD

VALUES

D A T A  SE T T IN G  L IST

EG G J P M A X .



1. Press《TEST》button to enter the M ain M enu page.

The M ain M enu contains: 《 IN FO R M A TIO N》 ， 《 D A TA  SE TTIN G》
《B O O K K EEPIN G》 and 《I/O  TEST》

3. Press《TA K E》to exit M ain M enu.

2.

~ 0 4 ~

M A IN  M E N U



1.

2.

3.

~ 0 5 ~

IN FO R M A T IO N

Select 《IN FO R M A TIO N》 to enter the Inform ation page.

Press《TEST》 button to enter the M ain M enu.

Press 《TA K E》 to exit the Inform ation page.



1.Press 《TEST》 button to enter the M ain M enu page.

2.Select 《D A TA  SETTIN G》 to enter the D ata Setting.

5.Press 《B ET》＋《A U TO  PLA Y》 to load the factory default (D ata Form

3.Press 《D O U B L E U P》 or 《B ET》 to choose the selection.

4.Press 《STA R T》to change the values.

6.Press 《TA K E》to exit D ata Setting.

7.Press《B ET＋O D D S》to reset the bookkeeping data, but w ould not chan
the value in the setting.

~ 0 6 ~

D A T A  SE T T IN G

at).

ge 



The program will  reconfirm the reset instruction.

~ 0 7 ~



1.Press《TEST》button to enter the M ain M enu.

2.Select《B O O K K EEPIN G》to enter the B ookkeeping.

3.Press《D O U B LE U P》or《B ET》 to go to the next page.

4.Press《TA K E》to exit B ookkeeping.

5.

6.Press《B ET》 +《A U T O》to clear the“Last R ecord＂

7.

1/12PAGE

~ 0 8 ~

T otal R ecord w ould not be reset unless to reset the system .

B O O K K E E PIN G

There are total 12 pages. (6 pages for the Last R ecord and 6 pages for Total 
R ecord)



2/12PAGE

3/12PAGE

~ 0 9 ~



4/12PAGE

5/12PAGE

~ 1 0 ~



6/12PAGE

~ 1 1 ~

7~12 pages are T otal R ecord. If the T otal R ecord equals to th
L ast R ecord, the program  w ould not show  the T otal R ecord.

e 



1‧Press《TEST》button to enter the M ain M enu.
2‧Select《I/O  TEST》to enter the I/O  Test.

4‧Press《TA K E》to exit I/O  Test.
3‧I/O  Test includes all keyboard function testing.

~ 1 2 ~

I/0 T E ST



~ 1 3 ~

2‧Prize aw arded w hen 3 or m ore of the sam e sym bol lined up in an active line.

A

1‧15- reel, 25-liner style.

1

9

8

7

6

5

4

3

2

P A Y  C H A R T

M A IN  G A M E

H O W  T O  PL A Y
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11

10

13

12

15

14

17

16

19

18

21

20

23

22

25

24



~ 1 5 ~

O D D S T A B L E



W hen all 4 corners have“ B LU E D IN O＂ sym bol, player enters the“

H O U R＂ bonus round for 45~90 seconds. In“

H A PPY  

, all prizesH A PPY  H O U R＂

In the “H A PPY  H O U R＂ bonus, a sign show ed on 
left hand corner. A  tim er show ed on the low er right hand corner.

“H A PPY  H O U R＂

  double.

the upper 

B

~ 1 6 ~

H A PP Y  H O U R



B lue D ino gives 3 extra re-spins.

C

~ 1 7 ~

B L U E D IN O



The savage appears occasionally.

The savage hits and transform s any random  sym bol(s) into another sym bol

D

~ 1 8 ~

SA V A G E

(s).



E

2‧

3‧

4‧

1‧

~ 1 9 ~

D IN O  JP

5‧The progressive speed of D IN O  JP can be set in #14 in the D ata Setting.

W hen lined 3 or m ore“B LU E D IN O  ＂in an active line, player receives t

EG G  JP.

The M IN . value of D IN O  JP can be set in #16 in the D ata Settin

he 

g, R ange 
50~1,000 tim es of JP M IN . B et.

The M A X . value of D IN O  JP can be set in #15 in the D ata Setting, R an

100~2,000 tim es of  M A X . B et.

Player receives all JP

Player receives 1/2 of JP

Player receives 1/4 of JP

ge 



F

5‧The progressive speed of E G G  JP can be set in #17 in the D ata Setting.

W hen lined 3 or m ore“ PIN K  D IN O  ＂in an active line, player receives the 

EG G  JP.

2‧

The M IN . value of EG G  JP can be set in #19 in the D ata Setting, R ange 
50~1,000 tim es of JP M IN . B et.

The M A X . value of E G G  JP can be set in #18 in the D ata Setting, R ange 

100~2,000 tim es of  M A X . B et.

Player receives all JP

Player receives 1/2 of JP

Player receives 1/4 of JP

3‧

4‧

1‧

~ 2 0 ~

E G G  JP



Left hand side appears to be the player. The player chooses a card to out beat 

dealer's card. If the player out beat the dealer, the prize doubles. If the dealer 

w ins, then player w ould lose all prize. If cards are even, then a light of B onus 

w ill be given on top of the screen.

G

1‧

2‧

~ 2 1 ~

Elephant ＞ C at ＞ M ouse ＞ Elephant3‧

D O U B L E U P G A M E

Left hand side appears to be the dealer. The dealer w ill choose one card 
random ly.



1‧

There are five doors, and four of the doors are from  1 to 50 tim es of betting 
and the other one has an anim al sym bol. Player continually choose doors of 
prize until opening a door w ith an anim al sym bol

2‧

~ 2 2 ~

In the double up gam e, if player plays even for 5 tim es straight, the door of 
prize opens.



W hen all four corners have the sym bol“A X＂the player w ill enter the
gam e, Savage.

1‧The player w ill be giving 10 axes to attack the savage.

 sub-

H

2‧

~ 2 3 ~

Stopwatch is showed on the lower right hand corner. Each attack should 
done in five seconds; otherwise the ax will be thrown itself.

A X  G A M E

be 



W hen the savage's being attacked by the ax, the scale of livability goes dow n 
and m ore points w ill be given to the player. If the savage blocks the ax, the 
scale of livability and points retain.

The savage occasionally sw ings his w ooden stick at player. The screen then 
turns red, and player loses one ax.

5‧ 

4‧

3‧

1

3

5

7

10

30

BET X

50

100

200

500

1

2

3

4

5

6

10

9

8

7

~ 2 4 ~

The follow ing chart represents the odds and the num ber of tim es the savage 
being attacked.



W hen all four corners have the sym bol“W O O D EN  C L U B＂, the player w ill 
enter the sub-gam e, Egg C hallenge.

Player w ould choose to break one of the three eggs. W hen player choos
e

es the 
gg contains odds m ultiples, the player scores. W hen player chooses the
contains the dragon w ith flam , the gam e is over.

I

1‧

~ 2 5 ~

E G G  C H A L L E N G E

 egg 



Player has to choose the egg in 5 seconds, otherw ise the egg w ould be 
choosing itself. Stopw atch is show ed on the low er right hand corner.

Total m axim um  of 5 chances to choose. If the player chooses all eggs w ith 
odds 5 tim es straight , the scores double.

3‧

2‧

~ 2 6 ~



W hen an error has been detected, an error m essage w ou
in the m essage colum n. Please try the follow ing steps:

ld appear 

3. 

~ 2 7 ~

SO L U T IO N S FO R  E R R O R S

SO L U T IO N S

If steps 1 and 2 do not clear the error, please either 
replace the R A M  or contact the m aker.

Increase the value of #6. M A X . C R E D IT 

m enu and continue the gam e.

Increase the value of #7 M A X  PA Y  O U T 
m enu to execute coin out.

in the m ain 

in the m ain 



H igh

N orm al

Low

G ives out m ore  B ig Prize, less  M edium  and Sm all Prizes.

Payout rate norm al.

G ives out m ore  M edium , Sm all Prizes, less  B ig Prize. 
Player w ins frequently

：

：

：

C O IN -IN  C O U N T E R：

C O IN -IN  C O U N TER also counts bills. B ill U nit is counted the 
sam e as the C oin U nit. A ny rem ainder unit(s) count(s) in the 
next round.

C oin U nit = 10, B ill U nit = 15. W hen first bill inserts, counter 

clicks once. W hen second bill inserts, counter clicks tw ice.

C O IN -O U T C O U N T E R：

K E Y -IN  C O U N T E R：

K E Y -O U T C O U N T E R：

1‧

1‧For each coin insert, the C O IN -IN  C O U N TER clicks once.

2‧

Ex：

The cardinal num ber of K EY -IN  is the num ber of clicks of 
C LEA R  A LL. A ny rem ainder goes to the next count.

2‧

~ 2 8 ~

SPE C IA L N O T IC E

<P A Y  O U T  R E A T E >   (#13 M A IN  M E N U )

C O IN -IN  C O U N T E R , C O IN -O U T  C O U N T E R , K E Y -IN  

C O U N T E R , and K E Y -O U T C O U N T E R .

For each coin out, the C O IN -O U T C O U N TER clicks once.

For each key in, the K EY -IN  C O U N TER clicks once.

Follow  the steps of #5 in the m ain m enu.

The cardinal num ber of C O IN -IN  or K EY -IN  is the num ber of 
clicks of A S C O IN IN  or A S K EY IN .



1.Press《TA K E》to exit the Passw ord page.

3.Press《B ET》to change the value.

4.Press《STA R T》to enter the setting page.

2.Press《D O U B L E》to select the icons.

0

~ 2 9 ~

821215

0PASSWORD NO.

CODE 106921

1 2 3 4 5 6

625806 398422 298015 566480 78NO use

7

3818

SE T T IN G  C O D E



C O N N E C T O R  (36PIN )

 (*2)

 (* )1  

(*1) 

 (*2)

~ 3 0 ~

(*3) 

(*3)

C O N N E C T O R  (10PIN )
PA R T S SID E SL O D E R  SID E

P IN   L A Y O U T

PA R T S SID E SL O D E R  SID E

G N D

G N D

G N D

G N D

G N D

G N D G N D

G N D

+5V

+12V

+5V

+12V

+5V

+12V

+5V

+12V

H PPPE R  SSR

B A  IN H IB IT

The coin accepter can only be started 
when under <LOW>.

BA Inhibit active low.

SPE A K E R

B IL L IN

ST A R T / ST O P

B E T

T A K E

A U T O

O D D S

C O IN  IN  SW IT C H

ST A R T L A M P

B E T L A M P

T A K E L A M P

A U T O  L A M P

O D D S L A M P

G N D G N D

W IN  L A M P

E R R O R  L A M P

H O PPE R  SSR

H O PPE R  SW IT C H

T E ST SW IT C H

K E Y  IN  SW IT C H

1

2

3

4

5

6

7

8

9

10

1

2

3

4

5

6

7

8

9

10

11

12

13

14

15

16

17

18

19

20

36

35

34

33

32

31

30

29

28

27

26

24

25

23

22

21

This pin is connected with the solder 
side 24th pin of connector 36 pin.
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SPE A K E R

B IL L IN

ST A R T / ST O P

B E T

T A K E

A U T O

O D D S

C O IN  IN  SW IT C H

ST A R T L A M P

B E T L A M P

T A K E L A M P

A U T O  L A M P

O D D S L A M P

G N D

G N D

W IN  L A M P

E R R O R  L A M P

H O PPE R  SSR H O PPE R  SW IT C H

T E ST SW IT C H

K E Y  IN  SW IT C H

C O N N E C T O R  (28P IN )
PA R T S SID E SL O D E R  SID E

G N D

G N D

G N D

G N D

+5V

+12V

+5V

+12V

+5V

+5V

G N D

G N D

G N D

T IC K E T SSR

 




