
WARNING & PRECAUTION

To ensure the proper operation of this machine the following Warnings and precaution must be
observed.

Ail warnings and precaution in this manual are preceded by an icon, which will indicate the
type of waming it is.

They are as follows:

This icon indicates that there is an operator option which if not selected
correctly the machine will fail to operate correctly

0: This icon indicates that failure to follow the instruction given will likely
cause damage to the machine or even cause injury to service personnel
and customers alike. Also  the warranty of the machine will become

wARw,wG  invalid.

0 COPYRIGHT JPM INTERNATIONAL Limited 2000
The copyright in programs entered in this machine is exclusively the property JPM INTERNATIONAL Limited.

Copyright on all illustrated panels and artwork is also exclusively the  property of JPM INTERNATIONAL
Limited. Copying or any other form  of transferring of any program  or artwork  thereof from any such machine to

any other machine is expressly forbidden without the authority of JPM.
This  product has been manufactured by JPM INTERNATIONAL Limited under licence from

CF.I.ADOR PRO~IICTIONS  I.imited.
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QUICK REFERENCE

MACHINE NAME: Who Wants To Re A TYPE: SWP MANUFACTURER: JPM
Millionaire?

PRODUCTION RELEASE DATE: Jmmy 2000 DATA CAPTURE I.D. CODE: WTOl

POP OPTIONS: El

5OP
fl .oo for 3 games

E40
f20.00
f15.00

METHOD OF SELECTION: Via Teat Mode

CABINET STYLE & DIMENSIONS: PROTEUS
WIDTH: HEIGHT: DEPTH:
7lOmm 1470mm 730mm

WEIGHTz
150Kg  approx.

MANUFACTURER TypE m ACCEPTED
M A R S CASH FLOW DFX Sp, lOp, 20~.  5Op, fl, f2
COIN CONTROLS C435A sp,  IGp,  2op,  sop, fl, f2

ROUTING PLUG:
EH
C/FLOW 126
C435A

TypE
22 WAY
18 WAY

LINKS (+ = diode and how facing)
ICI1,2622,  12.20
ISC13,  J5+17,8-13,  5-7

(ptNoO33142)
(R NO 033255)

COM

fl

PAYOUT UNITS
ROUND POUND PAYOWfxfl  Hopper  awmblv  onlv

HOP/TUBE MANUFACTUlU%R TypE VOLTAGE

Hopper coin Controls compact 24V DC

CAPACITY

f70.00

REFILL KEY NO: 87000

TOUCH SCREEN: MJCROTOUCH

DISPLAYS: 20”  PENTRANIC VGA

POWER SUPPLY TYPE: ATX 200W

MPU TYPE: PENTIUM 2 CPU

MAIN PCB TYPES:

MAIN BOARD Non serviceable pa?

Non serviceable parts
P LUG IN CARDS GRAPHICS CARD, SOIJND  CARD, I/O CARD, DIMMS (32MB)

DRIVES CD-ROM, HARD  DRIVE.

PERCENTAGE SETTINGS: METHOD OF ADJUSTMENT:
RECOMME.NDED  SITE SETTING:

VIA TEST
30%

The main PC tray is only available as a complete exchange unit. Opening of the
PC unit and removal of any individual card or components will invalidate the machines
warranty. If the seal is broken or damaged the machine’s warranty will be invalidated.
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GAME DESCRIPTION

G e n e r a l
Who wants To Be A Millionaire? ; Is a game of skill based on the most popular ITV quiz show program in
British television history, incorporating all the best elements ofthe show and hosted by famous TV personality
Chris Tarrant.

The machine has 3 stake options:
El play / L40.00 Jackpot
50P Play / E20.00 Jackpot
f 1 = 3 plays / f 15.00 Jackpot

To set the price of play enter the test routines and select the ‘Coniiguratioo’  menu.

Player Input
All player controls arc via the touch screen on top ofthe monitor. No buttons are fitted to this machine

Wait Start Screen
From the zero credit animation screen, on the input of a coin, the player is shown the established credit on the
screen and given the choice of playing the game or seeing the rules. If the player has already achieved a prize
the bank is also shown. The player can collect the bank’s contents by touching the ‘Collecr’  icon on screen. To
play a new game the player can press either the ‘Play’ icon or the rotating 50~  icon.

By pressing the ‘Rules’ icon in wait start the player can view the game rules on the screen,

Game  Play Description
Once the player starts the game he i she is shown into the studio and then introduced by the host. The player can
,skip’snaight~to the questions by touching the screen.

The player now enters a preliminary round to determine how many bonuses he/she  can carry through to the
game.
The player is asked a question and must put the answers in order in the quickest possible time as the timer
counts down. If the player does this corxcdy,  the amount of time he /she has taken to do so determines the
amount of bonuses, 1,2,3 or none, the player is awarded. If the player gets the order wrong then he/she will not
get any bonuses

Bonuses consist of:

Ask The Audience: The player is shown four different values in A, B, C and D, in the form of a &I graph. The
values are meant to indicate how an audience might answer the question by percentage. The player must decide
whether he thinks  the majority of the audience has chosen the right answer.
N.B. The audience is not always right.

50:50: Two ofthe wrong answers are eliminated from the possible answers to a question

Ask A Friend: The normal time clock is stopped and the player is given an amount of extra time shown by a
time bar in which to ask other people the correct answer.

Bonuses are available from the fust question onwards and are activated via press of a button but CM only be
used once each.

A “Points Score BK” is also shown, showing the player how many points we required to win a prize.
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GAME DESCRIPTION

Question & Answer Screen
The question will be placed at the top of the screen:

The player then chooses the corxct  answer to the question. E.g. ” Who won the World Cup in 1998?“,

A. ENGLAND B. BRAZIL
C. FRANCE D. WALES

If the player answers correctly his points are automatically awarded to the Points Score Meter.
Points and Prizes
Once the question has been answered correctly, the player will be awarded points, which accumulate on a
“Points Score Meter”. These points relate to the “Points Score Table” positions from which variable prizes may
be won. Awards of fl up to E40 / f20 / El5 can be won via the “Points Score Table”. The “Points Score Table”
will increment up the screen scrolling upwards from bottom to top with  every question answered correctly that
achieves enough points to step up a level. Eventually reaching collectable cash values or mystery bonus
positions.

“Points Score Table” values: “Points Meter”

1.000.000 (Million)
500.000
250.000
125.000
64.000
32.000
16.000
8.000
4.000
2.000
1.000
500
300
200
100
(15 Positions)

Exiting The Feature:

Jackpot
Cash Value
Cash Value
Cash Value
Cash Value
Safety Zone / Possible Cash Value
Possible Cash Value
Possible Cash Value
Possible Cash Value
Possible Cash Value
Safety Zone /Possible Cash Value
Possible Cash Value
Possible Cash Value
Possible Cash Value
Possible Cash Value

Collect I Continue screen
when  a cash value is achieved the player will be offered this screen to collect this win value therefore ending
the game, 01 to continue in the game.

Incorrect Answer

Question Timer

A question answered incorrectly will force “game over”.

The player has certain amount of time in which to answer a question otherwise the
game is over.

Once the player has passed a safety zone and answers the subsequent question wrong, the player will go back to
the previous safe zone and will be awarded the cash value if any attributed to it. The player’s game will then be
over.
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TEST PROCEDURE

General
Opening the top door and pressing the BLACK test button for less than 5 seconds enters the test routines. This
can also be done whilst in demo mode. As test mode is entered a confidence tone will sound, all coins will now
be locked out and all lamps will be off. Touching the relevant button on the screen activates tests. N.B. If the
touch screen dose not responds correctly the turn the refill key switch on and off, which will allow you to
calibrate the touch screens.

Entry to test
A Diagnostics test list is displayed on screen, with the option to enter a Confipuration  setup screen, pressing the
corresponding button on screen will cause the selected test to be executed and remain highlighted until another
test is executed. At any time in test the BLACK Test button can be pressed to enter DEMO MODE.

Diagnostics:

DiverttoCash Box 1 Inhibit Coins 1 Pay El Coin 1 Empty Hopper
Divert to Hopper ( Allow Coins 1 Cancel

Inserting coins will display <<denomination>> COIN IN at the mof the screen and all coins will be routed to
the specified paths.
The touch buttons displayed are not the functions currently active the functions not displayed are the active
functions.
N.B. Divert to cashbox displayed active function divert to hopper.

Pressing Divert to Cashbox  will send any coins entered through the coin mech to the Cashbox.
Pressing Divert to Hopper will send the El coins only to the Hopper.

Pressing Inhibit Coins will lock out all coins and the coin mech lamp will be extinguished
Pressing Allow Coins will enable all coins and the coin mech lamp will be illuminated.

Pressing Pay fl Coin will payout one f 1 coin at a time from the hopper. 100~  OUT = OK is displayed at the 9
of the screen. If the hopper is empty IOOP  OUT = FAIL will be displayed at the @ of the screen.

Pressing Empty Hopper will payout the entire contents of the hopper. If- is pressed at any time during
payout, after a few seconds delay the payout will stop. 1OOP OUT = <cTotal  of all Coins Paid Out>> will be
displayed at the Q of the screen. If the hopper is empty, after 5 seconds the hopper will stop.
N.B. For the float level security the machine assumes that any coins paid out in test will be retomed to the
hopper. Dumping the coin test dose not set the float level to the number of coins dumped. Float level is only
changed in collector’s mode.
Press my other test button to exit this test.
yo&n”

up Arrow 1 DownArrow
Volume Up ( VolumeDown

On entering this test a tune will be played and the machines set volume displayed. Pressing the Up Arrow will
increase the set volume and pressing the Down Arrow button will decrease the set volume. Volume ranges from
0 to 40, any value set will be used in the game but it can also be changed whilst in Landlord refill.
Press any other test button to exit this test.
Screen

Pressing photo  displays a static screen oftbe ‘Millionaire logo’. During this test the top door is disabled to allow
photographs to be taken of the machine. Pressing anywhere on the screen will return  to the main menu.
Pressing ewill enter 3 monitor sehtp screens. Each press ofthe screen will step to the next screen in the
order: Coloured bars. Grid and Black to White Gradient. Pressing the screen again will go back to the Screen
Test menu.
Whilst the Grid is displayed, check so that the outer corners of the Grid are off screen and the inner corners can
still be seen clearly.
F’ress  any other test button to exit this test.
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Touch screen

Pressing Calibrate displays a setup screen for the touch screen calibration. A crosshair is displayed at the top left
of the screen, pressing this exactly in the middle will bring up a crosshair  in the bottom right of the screen. To
test the touch screen move the crosshair  around the screen.

Pressing m after the touch screen is calibrated will retwn  to the touch screen menu

N.B. This test can also be entered by turning the refill key on and off from  the touch screen men” or the I” test
screen.

System
Errors I RS232Test

Show Error Log 1 Send

Pressing m displays a list of 20 emxs.  The most recent are displayed at the top of the screen.
Pressing m whilst the errors are displayed clears the error log.
Press any other test button to exit this test.
RS232 Test
When in a Non Protocol mode this is referred to as RS232 Test 2 and will require a loop back connector.
Pressing Sendwill display a text message at the top of the screen and depending on whether you have inserted
the loop back connector in you will have one of two messages PASS or FAIL. Pass with the loop back
connector or fail without it.
When in a Protocol mode this is referred to as RS232 Test 1 and should pAss  only once when connected to a
black box. If it is not connected correctly there will be a slight pause because the black box is hying to
understand what is happening followed by a fail where you a given the option to go back to RS232 Test 2 and
try it with the loop back connector. The loop back connector is inserted into a 25-way D-Type connector on the
data pack harness.Switch

c BUttO”S I Dils I up Arrow 1 DownArrow  1 Change
Not Used Dil settings 1 MoveUpList  1 MoveDownList  1 ToggleStams

Pressing @ displays the game selectable options. (Dil Switch Settings)

Pressing the Up Arrow  or Dow” Arrow will navigate through the dil options. Pressing Change will toggle the
stat”s of the highlighted option.

Operating the cash door switch displays CASH DOOR OPEN/CLOSED at the bottom of the screen.

Operating the Retill switch displays REFILL KEY ON/OFF at the bottom of the screen.

Operating the Service door displays SERVICE DOOR OPEN/CLOSED at the bottom of the screen.

Press any other test button to exit this test.

Pressing a will illuminate all lamps fitted to the machine whilst pressed.
Press any other test button to exit this test.
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On entry to this test you are shown 3 sets of software  emulated hardware meters in the order:
Cash In, Cash Out. Cash Refill
Tl~e current state of each meter is displayed on screen.

The difference between a Machine fitted with S.E.C and non4.E.C is as follows. The difference is where the
meter readings are derived from: S.E.C mode-011 screen meter reading match exactly those shown on the
S.E.C itself.
Non4.E.C meter readings are stored on the computers hard drive.

VISUAL DIFFERENCE

Meter Test: S.E.C Passed. S.E.C failed. You will get only a fail if you disconnect the S.E.C unit and go back to
the Meter test where you are informed that it has failed, where none of the meters are shown at all.

Collector Refill: SEC  meters are displayed under the refill meters.
Door Messages S.E.C meters are displayed when the Engineer Door, Back Door are closed and the Cash Door is
open.

If you replace the actual meter unit a message of S.E.C unit changed will be displayed and an error will be
logged 96 20.

Configuration:
To enter press the Configuration button on screen.
The following setup options are available:
Payout Percentage:

I 30% 35% I 40% I 45% I 50%
Pressing the relevant on screen buttons will set the in game aiming percentage as shown.

I

Price Of Play:

I f 1 Play 1 sop  Play 1 3 Games For A Pound
Pressinr: the relevant on screen buttons will set the orice of olav as shown.
N.B. Changing this option whilst still in credit will clear the credits to zero.

The svstem time can be set using the following on sueen options:
Day I M&h YWU

U~lDown Arrow I lJn/Down  Arrow I

Pressing the Vp or m arrow directly above and below the Day, Month or Year will change the relevant
setting.

HOW I Min.
Up/Down Arrow 1 Up/Down Arrow

Pressing the Up or m arrow directly above and below the m and the m will change the relevant
setting.
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DIL SWITCH INFORMATXON

I nr

I d I 1 t

5 No sounds  in ZCA Sounds  in  ZCA
6 Do NOT clear Credit/Bank on reset Clear CreditBank  on reset
‘I

t s I
Off/On Alarm enabled I Off/On AIm disabled I




