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28PIN & 36 PINBUTTONLAYOUT
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DATASETTING L IST

COIN IN UNIT

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

KEY IN UNIT 1,10,15,20,25,50,75,100,300,500,1000,3000,5000
BILL UNIT OFF,1,10,15,20,25,50,75,100,300,500,1000,3000,5000
KEY OUT AS AS COIN IN,AS KEY IN,CLEAR ALL

KEY OUT UNIT

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

CREDIT LIMIT

5000, 10000,20000,30000,50000, 100000, 300000, 500000, 1000000

COIN OUT LIMIT

NO LIMIT, 100,200,300,500,1000,2000,3000,5000

MAX. BET / LINE

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

MIN. BET / TOTAL

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

JP MIN. BET

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

DOUBLE UP GAME

ON,OFF

MATN GAME RATE

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

PAYOUT RATE

LOW,NORMAL ,HIGH

DINO JP
PROGRESS | VE SPEED

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

DINO JP MAX.
VALUES

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

DINO JP MIN.
VALUES

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

EGG JP
PROGRESS I VE SPEED

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

L bs MAX_BET* 100,200,300,400,500,800,1000,1200,1500,2000
EGG JPMIN- 1 yp BET* 50,100,200,300,400,500,600,700,800,1000
DEMO SOUND ON, OFF
WIN TO CREDIT,POINT
POINT MODE PLAY | ON, OFF
AUTO PLAY ON, OFF
DOOR OPEN ALARM | YES, NO

PASSWORD

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




MAINMENU

MAIN MENU

INFORMATION
DATA SETTING
BOOKKEEPING
/0 TEST
EXIT

[DOWN:BET] [UP:DOUBLE] [ENTER:START] [EXIT:TAKE]

1.Press {TEST) button toenter theM ain M enu page.

2.The M ain M enu contains: { NFORMATION) - (DATA SETTING )
(BOOKKEEPING ) and (IO TEST)

3.Press {TAKE) toexitM ainM enu.
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INFORMATION

INFORMATION

GAME NAME : STONE AGE
GAME TYPE : MULTI-LINER
DEVELOPER : ASTRO CORP.

PUBLISH DATE : 2004/6/12
VERSION : 0.00.00.A

[EXIT: TAKE]

1 Press {TEST) button toentertheM am M enu.
2 Select {INFORMATION) toenterthe Infom ation page.
3 Press {TAKE) toexitthe Infom ation page.
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DATA SETTING

DATASETTING

COIN IN: 1 COIN 10 CREDITS
KEY IN: 1 TURN 100 CREDITS
BILL IN: 1 PULSE 100 CREDITS
COIN OUT: 1 PAY 10 CREDITS
KEY OUT: AS KEY IN

CREDIT LIMIT: 30000

COIN OUT LIMIT: NO LIMIT
MAX.BET/LINE: 10(250)
MIN. BET: 1

JP MINIMUM BET: 125
MORE. . ..

[DEFAULT : BET+AUTO] [GAME RESET : BET+0DDS]
[DOWN:BET] [UP:DOUBLE] [CHANGE:START] [EXIT:TAKE]

1 Press {TEST) button toentertheM ain M enu page.

2 Select {DATA SETTING) toentertheD ataSetting.

3Press (DOUBLEUP) or {BET) tochoose the selection.

4 Press {START) to change the values.

5Press (BET) + (AUTO PLAY ) to load the factory default(D ataFom at).
6 Press KTAKE) toexitDataSetting.

7T Press (BET+0DDS) to reset the bookkeeping data,butwould notchange
the value in the setting.

||*There are total 3 pages in the data setting"
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SYSTEM RESET

DO YOU WANT TO RESET ?

YES
NO

[SELECT : BET] [ENTER : START] [EXIT: TAKE]

The program will reconfirm the reset instruction.




BOOKKEEPING

LAST RECORD

TOTAL IN : 400
TOTAL OUT : 0
CURRENT CREDIT : 150
CURRENT POINT : 0
TOTAL PROFIT : 250
PAYOUT RATE : .00%
MAIN GAME IN : 250
MAIN GAME OUT : 0
MAIN GAME RATE : .00%
DB. GAME IN : 0
DB. GAME OUT : 0
DB. GAME RATE : .00%

[CLEAR LAST RECORD : BET+AUTO]
[NEXT PAGE: BET]  [PRED PAGE:DOUBLE]  [EXIT: TAKE]

1/12PAGE

1 Press {TEST) button toentertheM ainM enu.

2 Select {BOOKKEEPING ) to enter the Bookkeeping.
3Press {(DOUBLE UP) or {BET) to go to thenextpage.
4 Press {TAKE) toexitBookkeeping.

5.There are total12 pages. (6 pages for the LastR ecord and 6 pages forTotal
Record)

6 Press (BET) + (AUTO) toclearthe “LastRecord”

7Total Record would not be reset unless to reset the system .
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LAST RECORD

TOTAL GAME
TOTAL HITS
TOTAL LOST
HIT RATE
COIN IN

KEY IN

BILL IN

COIN OUT

KEY OUT
CURRENT CREDIT
CURRENT POINT

[CLEAR LAST RECORD : BET+AUTO]
[NEXT PAGE : BET]  [PRED PAGE : DOUBLE] [EXIT: TAKE]

2/12PAGE

LAST RECORD

B, 58 0 B,

ABABM Ti8Es 0 0uT 0
BB 1 hES 0 ouT 0
OBDBE

IR T I\NES 0 0uT 0

N e gt

ﬁ & TIMES 0 o0uT 0
A4 TIMES 0 o0uT 0
,3 TIMES 0 o0uT 0

[CLEAR LAST RECORD : BET+AUTO]
[NEXT PAGE : BET]  [PRED PAGE : DOUBLE]  [EXIT: TAKE]

3/12PAGE
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LAST RECORD

& sonus TimES 1 0uT 0
K BONUS TIMES 0 0UT 0
) BONUS TIMES 0 0UT 0

@ BONUS TIMES 0 o0uUT 0

HAPPY HOUR TIMES 0
HAPPY HOUR OUT 0

[CLEAR LAST RECORD : BET+AUTO]
[NEXT PAGE : BET]  [PRED PAGE : DOUBLE] [EXIT

4/12PAGE

LAST RECORD
AL @ o BBBHS o

SEBOB o
ALL 47 0 GOS0
ALLS 0 AR S 8 AN
ALL Do QOO0
L@ o B8888 0
[ CLEAR LAST RECORD : BET+AUTO]
[NEXT PAGE : BET]  [PRED PAGE :DOUBLE]  [EXIT: TAKE]

5/12PAGE



LAST RECORD
88886 808
BBBG o B o

AAAN o AA& 0

A & AN
VYV
QOPDo
s828d 0
[CLEAR LAST RECORD : BET+AUTO]
[NEXT PAGE : BET]) [PRED PAGE : DOUBLE] [EXIT : TAKE]

6/12PAGE

7~12 pages are Total Record. If the TotalRecord equals to the
LastRecord,the program would notshow theTotalR ecord.




[OTEST

10 TEST

BUTTON SWITCH

TEST

: COIN IN
DOUBLE UP : KEY IN
0DDS : KEY OUT
TAKE SCORE : HOPPER SW.
AUTO PLAY : ACCOUNT
PAY OUT : BILL IN
DOOR SWITCH : RESERVE SW.

[EXIT: TAKE(1SEC)]

-Press {TEST) button to enter theM ainM enu.
-Select {I/0 TEST) toenterthe I/0 Test.

- 10 Testimcludes allkeyboard function testing.
-Press {TAKE) toexitIO Test.



HOW TO PLAY

“MAINGAM E)

!.-, r< IS !5 (=3 /

—— cnsmr—-— CNEST BE‘I-— 'rem.-set— \mn PAID"-
uTo
2 PLAY . {._____I [___,J 1500 0

l- 15-reel,25-hnerstyle.
2 * Prize aw arded when 3orm ore of the sam e sym bollined up in an active line.

(PAY CHART)
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(ODDSTABLE])

ALLC GF A KIND (x ToTAL 6ET)

ALL o
w aL@gizoo A’

W “Corner Fever
FREE GAME

: When gets 3 ymbaols li up could get the f JP Bonus.
When gets 4 bo ald get the JP Bonus.
When gets 5 ymbols ould get the ! of JP Bonus.

: When gets 3 % symbaols Li ald get the F JP Bonus.
When gets 4 5 ould get the 1/2 of JP Bonus.
of JP Bonus.




BHAPPY HOUR )

avivs [ 1es80] [257]:[50] [ 750l
W hen all 4 comers have ‘BLUE DINO” symbol, player enters the “HAPPY
HOUR” bonus round for45~90 seconds.In “HAPPY HOUR” ,allprizes double.

M}%‘ﬂff&g‘@g E

S J_w-t.—r"rf
p TSR S &

~
§L.L.L.
TER

D
15000 “as

I.INES {'BET I‘TO-TM. BETS J[—WIN PAL

J {25 750

In the “HAPPY HOUR” bonus,a “HAPPY HOUR” sign showed on the upper
lefthand comer.A tim er show ed on the low er righthand comer.

3o_i




BBLUEDINO)

1]

YAUTO CREDRIT=— {-l;luss-_ %Egj r I‘m'r 7|.-g5-t-

pLave | 1680[ | 25|

BlueD ino gives 3 extra re-spins.



ﬂ SAVAGE)

{'I;IHES- {'BE‘Y" I‘f‘_fﬁzl.:ssﬁ'l“

25]:l 30} o]
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=
750

=" FLINEST BET & I‘TOT!\ BETS

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



BDINO IP)

1+ When lined3ormore “BLUED INO ” in an active line,player receives the
EGG JP.

2 W PlayerreceivesallJP
@@w Playerreceives1/2 of JP
m Playerreceives1/4 of JP

3+ TheM IN.value of DINO JP can be set in #16 in the Data Setting, Range
50~1,000 tinesofJPM IN .Bet.

4+ The MAX .value of DINO JP can be set in #15 in the Data Setting, R ange
100~2 000 timesof M AX .Bet.

5+ The progressive speed of D INO JP can be setin #14 in the D ata Setting.
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e n CREDIT— LINESS BET— ¥ pTOT)
Favaes [ 1ss0] [25]:[30] [

1+ Whenlined3ormore “PINK DINO ” in an active line,player receives the
EGG JP.

. Egiggfg@ PlayerreceivesallJP
ﬁ.ﬁﬁ.g Playerreceives 1/2 ofJP

arfaAlady

Q@& Playerreceives 1/4 of JP

3+ The M IN. value of EGG JP can be set in #19 in the Data Setting, R ange
50~1,000 timesofJPM IN .Bet.

[N}

4+ The MAX .value of EGG JP can be set in #18 in the D ata Setting, Range
100~2 000 tmesof M AX .Bet.

5+ Theprogressive speed of EGG JP can be setin#17 in theD ata Setting.



BDOUBLE UPGAME )

FTOTAL-BET: —WIN-PAID= T~
!

FLINES= . B
___750} | 15000/

e
30|

—CREDIT—;
[__1s80] [25]¢]

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

2« Lefthand side appears to be the player.The playerchooses a card to outbeat
dealer'scard. If the playeroutbeat the dealer, the prize doubles. If the dealer

w ins, then playerwould lose allprize. Ifcards are even, then a lightofBonus
w illbe given on top of the screen.

3+ Elephant > Cat > M ouse > E lephant



e e S
~% rLINES=S rBET— [IIZII#L"E:ET- F—WIN-PAID—
{750} |_15000]

—CREDIT—
[_1es0] [ 25]:[ 30]

1+ In the double up gam e, if playerplays even for5 tim es straight, the doorof
prize opens.

2+ There are five doots, and fourof the doors are from 1 to 50 tim es of betting
and the otherone has an anim al sym bol.Player continually choose doors of
prize untilopening adoorw ith an anim al sym bol

<0~



“AXGAME'

k) oy
=

WW;'
« T LINESS EET—- TDTNL BETZ WIN-P.
pavto S Y880 |25 ]| 30 750} |_150

W hen all four comers have the symbol “AX” theplayerw illenter the sub-
gam e,Savage.

mw;' -
” EI: INES~ ET— OTAL-EBET: WIN-PAID—
Pavivy [ 1eso] [257:[50] [C'750) [(15000]

1« Theplayerw illbe giving 10 axes to attack the savage.

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

~ 13-



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

4+ The savage occasionally sw ings his w ooden stick atplayer. The screen then
tums red,and player loses one ax .

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

100

200
500

1
2
3
4
5
6
7
8
9




-'EGG CHALLENGE)
‘?" o, I ST A D
TONE@' e PRI 2 @)

cy
(=)
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a2
feR
19
i
18
A3
&38R
45

. :

- et W gy, T . -
P50, [ isanl L£5) (a6 [ ysal 15806l
W hen all fourcomershave the sym bol ‘W OODEN CLUB”

,theplayerw ill
enter the sub-gam ¢ ,Egg Challenge.

1+ Playerwould choose to break one ofthe three eggs.W henplayerchooses the

egg contains oddsm ultiples, the playerscores.W hen playerchooses the egg
contains the dragon w ith flam , the gam e is over.

~ 15~
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. Py T g—— -
[II:ID'\L"EIET‘ FWIN-PAID—

750} | “ea50]

I I% -
—CREDIT—2" rLINES: r—BET—
I o] 25][_30]

| P

2+ Player has to choose the egg in 5 seconds, othemw ise the egg would be
choosing itself.Stopw atch is show ed on the low er righthand comer.

3+« Totalmaximum of 5 chances to choose. If the player chooses all eggs w ith
odds 5 tim es straight , the scores double.

<04~



SOLUTIONSFOR ERRORS

W hen an error has been detected, an error m essage would appear
in them essagecolum n.Please try the follow ing steps:

ERROR MESSAGE SOLUTIONS

1. Restart the machine.
ROM ERROR

2.1f step 1 does not clear the error, please contact the maker.

1. Restart the machine.

2.Go to DATA SETTING and Press BET + ODDS to reset.

RAM ERROR

3.1f steps 1 and 2 do not clear the error, please either
replace theRAM orcontactthem aker.

1. Restart the machine.

EEPROM ERROR

2.If step 1 does not clear the error, please contact the maker.

1. Check the coin acceptor for any jamming.

COINJAM

2. Restart the machine and go to the main menu to exit.

1. Check the Hopper for any jamming.

HOPPER JAM

2. Restart the machine and go to the main menu to exit.

1. Fill up the coins in the hopper.

HOPPER EMPTY

2. Restart the machine and go to the main menu to exit.

1. Key out or coin out.

MAX. CREDIT 2. Increase the value of #6. M AX . CREDIT in the m ain
m enu and continue the gam e.

1. Shut the machine door properly.

DOOR OPEN
2. Choose OFF for #24 DOOR OPEN in the main menu.

1. Key out or continue the game.

CALL ATTENDANT 2. Tncrease the value of #7 MAX PAY OUT in the m ain

m enu to execute coin out.

~ 07~



SPECIALNOTICE

<PAYOUTREATE> #I3MAINMENU)

H igh * Givesoutmore BigPrize,less M edium and Sm allPrizes.
Nomal : Payoutratenom al.

Low * Gives outmore M edium, Small Prizes, less Big Prize.
Playerw ins frequently

COIN-IN COUNTER,COIN- OUT COUNTER ,KEY -IN

COUNTER ,andKEY-OUT COUNTER .

COIN-INCOUNTER -
1 » Foreach coin insert,the COIN -IN COUNTER clicksonce.
2+ COIN-INCOUNTER also counts bills.B1llUnitis counted the

sam ¢ as the Comn Unit. Any rem ainder unit(s) count(s) in the
nextround.

Ex: ComnUnit=10,BillUnit=15.W hen first bill inserts, counter
clicksonce.W hen second bill inserts,counterclicks tw ice.

COINOUTCOUNTER :
Foreachcomout,the COIN-OUT COUNTER clicksonce.

KEY-INCOUNTER :
Foreachkey m,theKEY -IN COUNTER clicksonce.

KEYOUTCOUNTER :
Follow the stepsof#5 in them ainm enu.

1+ The cardinal num berof CO IN -IN orKEY -IN 1is the num ber of
clicksofASCOININ orASKEY IN .

2 * The cardinal num ber of KEY -IN is the num ber of clicks of
CLEAR ALL .Any rem aindergoes to thenextcount.

~ 18-



SETTING CODE

SETTING CODE

PASSWORD NO. 1

[SELECT : DOUBLE] [ CHANGE : BET]
[ENTRY : START] [EXIT: TAKE]

1 Press {TAKE) toexitthePassword page.
2 Press{DOUBLE) to select the icons.
3Press (BET) to change the value.

4 Press {START) toenter the setting page.




PIN LAYOUT

CONNECTOR (36PIN)

CONNECTOR (10PIN)

PARTSSIDE SLODER SIDE PARTSSIDE SLODER SIDE
1 GND 1 GND
2 GND 2 GND
SPEAKER 3 SPEAKER GROUND +5V 3 +5V
4 +5V 4 +5V
5 +12V 5 +12V
6 +12V 6 +12V
BILL IN 7 (*1) BA INH IBIT 7
8 (*2) HPPPER SSR 8
START /STOP 9 GND 9 GND
SELECTLINE/DOUBLE | 10 GND 10 GND
BET 11
TAKE D (*1) BA Inhibit active low.
AUTO 13 (*2) This pin is connected with the solder
14 side 24th pin of connector 36 pin.
15 (*3) The coin accepter can only be started
0DDS 16 when under <LOW>.
17
COIN IN SW ITCH 18] KEY IN SW ITCH
19
ACCOUNT SWITCH |20 TEST SW ITCH
PAYOUTBUTTON (21| KEYOUTSWITCH
22| HOPPER SW ITCH
COININ COUNTER |23
KEY IN COUNTER |24 HOPPER SSR
25
26
HOPPER COUNTER |27
KEY OUT COUNTER | 28
STARTLAM P 29 |(*3) COIN INHIBIT
SELECTLINE / DOUBLELAMP | 30 ERROR LAMP
BETLAMP 31 W INLAMP
TAKELAMP 32
AUTO LAM P 33
ODDSLAMP 34
35
GND 36 GND




CONNECTOR (28PIN)

PARTSSIDE ODDER SIDE
GND 1 GND
GND 2 GND
+5V 3 +5V
+5V 4 +5V
5
+12V 6 +12V
7
COIN IN COUNTER 8 HOPPER COUNTER
KEY IN COUNTER 9 KEY OUT COUNTER
SPEAKER 10| SPEAKER GROUND
KEY IN SW ITCH 11| PAYOUTBUTTON
12
13
GND 14 TEST SW ITCH
ACCOUNT SWITCH |15
COIN IN SW ITCH 16 ERROR LAM P
START /STOP 17 STARTLAMP
BILL IN 18 TICKET SSR
19 W INLAMP
SELECTLINE/DOUBLE | 20| SELECTLINE / DOUBLE LAMP
TAKE 21 TAKELAMP
AUTO 22 AUTO LAM P
BET 23 BETLAM P
0DDS 24 ODDSLAM P
25| KEYOUTSWITCH
HOPPER SSR 26| HOPPER SW ITCH
GND 27 GND
GND 28 GND






