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CHAPTER

5.1
Log In (cont’d)

5
The ENTER button causes the Main Menu Screen to appear. 

PLAY BINGO
Get to the Organization / Schedule screen 
and activate a Schedule

SETUP
Edit or make new Organizations, Schedules, 
and associated activities and patterns

HELP
Allows you to select the Premier’s manual

LOGOUT
Logs the current operator off the Console

RESTART
	Will reset the Console computer and bring 
you back to the Log In screen

SHUTDOWN
	Will power off the Gaming computer.

UTILITIES

Change system password

Retrieve and print schedule reports

View hardware setup and software  
revision levels

Perform backup, restore, upgrade software, 
and log maintenance functions

Set date and time

Calibrate the touch screen

Perform flashboard lamp test

View error logs  
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CHAPTER

55.2
Activate Schedule - Call Balls

Touch the PLAY BINGO button and the Schedule screen will 
appear.  This screen displays a list of preprogrammed Schedules 
on the left side of the screen, details about those Schedules on the 
right side of the screen.  

Select the Demo-Paper: Demo-Schedule 1 button on the left side of the screen 
and then touch the PLAY button which activates the Demo-Schedule 1.  
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CHAPTER

5 5.2
Activate Schedule - Call Balls

 The Live Game screen is now displayed.  

Call balls as previously discussed in Chapter 3.  As balls are called and placed in 
the ball tray, the called ball will be shown on the flashboard area of the screen. 
Continue calling balls until a winner has been declared from the floor. 

If the game is pre-
programmed to include 
a wild ball(s), the BINGO 
text on the left side of 
the flashboard area will 
turn into a WILD button. 
Touching the button will 
activate whatever type 
of wild ball has been 
preprogrammed.

The  Console will then 
automatically call/daub 
the correct wild balls.
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CHAPTER

55.3
Verify a Winner - Make a Payout

Touch the VERIFY button located on the toolbar.  
This will bring up the Enter Card screen.

The paper categories for the session being played will appear on the top of the 
Category list. If more than one Category is programmed for a bingo session the 
Console will perform an Auto Search of all the programmed Categories in order 
to determine a valid winner. 

If you are playing a different Category from the one that is programmed, you 
can choose a Category on the left side of the screen to specify the perm you 
wish to verify.

Enter the free space number of the winning card, then hit ENTER. 
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CHAPTER Verify a Winner - Make a Payout (cont’d)

5.35
 The Verify/Payout screen is now displayed.  

Winner or Not a Winner will be displayed on the lower left portion of the card 
with the last ball number flashing. 

If not a winner, the payout screen will display the first card type with the entered 
free space number. Hit the CANCEL button to return to the Live Game screen. 

If a winner, and there are no other cards are on the floor being declared as 
winners, hit the DONE button. This will take you back to the Live Game screen 
and automatically advance the session to the next game or next part number of 
the current game. 

If more than one winner exists, hit the NEXT button to enter in another card 
number to verify multiple winners, then hit DONE to take you back to the Live 
Game screen and automatically advance the session to the next game or next 
part number of the current game. 
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CHAPTER

5
Intermission

5.4
Continue calling and verifying each game until the Intermission screen appears.

The screen displays a count down timer. When the time has elapsed, the zero 
value will flash red. To terminate the intermission and return to bingo play, hit 
the NEXT game button on the toolbar.
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CHAPTER Deactivate Schedule

5.55
Continue calling and verifying each game until the end of the 
Schedule is finally reached.

Hit the EXIT button on the toolbar to take you back to the Main 
Menu screen. The DEACTIVATE button will be red to remind you to 
deactivate the Schedule before shutting down the Console.

Pressing the DEACTIVATE button will result in a prompt message 
to confirm this action. Depending on the setup of the Console, a 
second prompt message may appear asking if you want to save 
gaming data for the Schedule just played.

You are now on the Main Menu screen and the Schedule is now 
officially closed.
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CHAPTER

5.6 5
View and Print Reports

Hit the UTILITIES button on the Main Menu screen to view the gaming reports 
for the Schedule.

To view one of the reports, select the desired report button and the Schedule 
selection screen will appear. The last completed Schedule will appear in the list 
at the top of the screen and the report for that Schedule will automatically be 
displayed. Use the Next Page and Previous Page buttons to scroll through a 
multi-page report. Hit the Print button to print the report. Repeat for each report 
that needs to be printed.

The Save File button requires that a removable USB drive be plugged into the 
hub on the Console top.

Payout: Shows for each game in the Schedule: 
the game name, Category, Series, free space 
number(s), payout amount(s), Date and Time 
of each payout, actual card face(s) with the 
winning pattern, and a total payout amount 
for the sessions and the completed Schedule.

Frequency: Graphically and numerically 
shows how many times each ball was called 
for all the games in the Schedule.

The following closed Schedule reports are available:
Gaming: Displays the Operator name, all 
of the above payout information, and in 
addition for each game in the Schedule and 
each ball called: how many balls were called, 
the number of each ball called, the type of 
call  (regular or Wild), and the time each ball 
was called. At the bottom of the report is a 
summary list of the Schedule showing all the 
game names, payout amounts and whether 
paper and/or electronics was played.
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CHAPTER

5.7
Log Out and Shutdown

5
With the Schedule closed and all reports printed, the operator can 
then go ahead and log off the Console by hitting the LOGOUT 
button on the Main Menu screen. 

If the Gaming computer is to be shutdown, then hit the SHUTDOWN 
button on the login screen or main menu screen. Prompt messages 
will appear reminding you to back up your system and confirm 
the shutdown. After the gaming computer is shut down, press the 
power button on the UPS to completely remove the power from 
the console.

To learn about additional features that the Console has to offer, 
please continue reading the following sections that describe 
Console features in more detail.

WARNING: A PROPER SHUTDOWN OF 
THE GAMING COMPUTER IS REQUIRED.  
TO MAINTAIN THE INTEGRITY OF THE 
SYSTEM’S SOFTWARE.

NOTE:
To turn the Gaming computer back on, the UPS power ON/OFF 
button must be pushed to power off the UPS. Wait approximately 
15 seconds, and then press the UPS on/off button again to cause 
the Gaming computer to reboot.

QUICK TOUR IS NOW COMPLETE!
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CHAPTER

5
Toolbar Functions

5.8
The system Toolbar located at the bottom of the Live Game screen 
allows you to control all live gaming operations.

NEXT Button:
Will move you forward to the next game or the next part of the current game.  
It will become disabled and appear grayed out when you reach the last part 
of the last game in the schedule.  
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CHAPTER

5 5.8
Toolbar Functions (cont’d)

SELECT Button:
Touching it brings up the Game 
Selection screen.  This screen is a 
scrollable list of all the games in the 
schedule.  The current game being 
played is displayed at the top of the 
screen.  To change the current game, 
scroll the game you wish to play 
using the arrow buttons at the bottom 
of the screen, and select the desired 
game from the list.

ADVERT Button:
Touching it brings up the 
Advertisements Selection screen. A 
list of available ads are at the top. 
Select the ad from the top list and 
the ad picture is shown in the middle 
of the screen. Press the Right Arrow 
button to test play the ad locally or 
the PAUSE button to stop it. If you 
wish to send the selected ad to the 
monitor hit the SEND button.
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CHAPTER

55.8
Toolbar Functions (cont’d)

MARQUEE Button:
Touching it brings up the Game Selection screen.  This screen is a 
scrollable list of all the games in the schedule.  The current game 
being played is displayed at the top of the screen.  To change the 
current game, scroll the game you wish to play using the arrow 
buttons at the bottom of the screen, and select the desired game 
from the list.

Available, pre-made marquee 
messages are shown in the upper list 
at the top of the screen.  At the lower 
portion of the screen is the list of 
marquee messages that are currently 
playing.  To play additional messages, 
select each message from the top list 
and touch the down arrow to move it 
to the play list.

To stop a message that is currently 
playing, select the message in the play 
list and touch the up arrow to remove 
it from the play list.

Touching the OK button will accept any changes you have made 
to the play list and return you to the Live Game screen.  Messages 
added to the play list will start scrolling, and any removed from 
the list will be removed from the scrolling marquee. 

To add a new marquee, touch the NEW button, and enter your new 
message on the Keyboard screen.  Touch the OK button to add the 
new marquee. To edit an existing marquee, touch the marquee 
in the top list you wish to edit. Next touch the EDIT button which 
will bring up the Keyboard screen. You may edit your marquee 
then touch OK to save your new marquee message.  To delete a 
message, select it in the top list, and touch the DELETE button. 
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CHAPTER

5 5.8
Toolbar Functions (cont’d)

PREFS Button:
Touching it brings up the Preferences 
on screen.  This button allows the 
operator to dynamically change 
certain functions during gaming.

Volume:
Select the desired volume from the list and 
you will return to the Live Game screen.

Flashboard:
Use the down arrows to display a list of items. 
Choices for Game Pattern display digits :

Number of total calls
Game Number
Last Number

Choices for Dollar Value Numeric display digits:
Game Number
Last Number

Caller Choice:
Caller’s choice should be executed at the 
beginning of a game prior to any balls being 
called. Two fields are editable- Payout amount 
and the pattern. 

To adjust payout amount, touch the Payout 
field and enter a new value, then hit the SAVE button and you 
will return to the Live Game screen.

The pattern example shown below is a combined pattern of 
an X, an L, and a T. To play one or more of the three patterns 
on the current game, select each pattern that you wish to play. 
The played pattern(s) will be only those highlighted in blue  
(L shown below). Hitting the SAVE button will return you to the 
Live Game screen. 

Refer to Chapter 6, SETUP, section 6.6, the SESSIONS tab, 
Delete Pattern box. If this box is checked on, the winning 
pattern for this game will be automatically unselected for the 
next part of a multi-part game. Occasionally, the last ball wins 
on two of the patterns simultaneously. Both patterns will be 
unselected. When all patterns have won, before all parts of a 
game have been completed, the console will always leave one 
of the patterns in play for the next part.

Select the desired feature from the list(s)  
and/or touch the Disable Flashboard box then hit 
OK and you will return to the Live Game screen. 
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CHAPTER

55.8
Toolbar Functions (cont’d)

EXIT Button:
This button returns you to the Main Menu screen.

RNG Button:
Touching the RNG (Random Number Generator) button brings up the Ball Count 
Screen.  You can then enter the number of balls you wish to be randomly called. 

Balls will be called at the rate specified by the Ball Call Timer.  Balls will be called until the 
specified count is reached or the caller stops it. 

The RNG function may be prohibited by regulations. Setup is discussed in section 6.1.

VERIFY Button:
Verify/Payout screen options not discussed in the QUICK TOUR:

If more than one winner exists, hit the NEXT button to enter in another card number to verify 
multiple winners. 

If you wish to change the preprogrammed payout amount, 
select the payout line to be changed and touch the CHANGE 
button. Enter the payout amount on the pop up keypad.

If you wish to add a new payout, hit the ADD button and the 
payout amount will automatically be split evenly between 
the winners. Note that any payout entered from the Change 
function will only change the one payout selected and not 
the split. 

If you wish to remove a payout, select the desired payout line 
and touch the REMOVE button.

Touch the SAVE button to save the payouts and take you back 
to the Live Game screen without advancing the session to the next game.

You can also remove the winning cards from progressive games.

The Serial number window on the right hand side of the screen allows you to enter the serial 
numbers of the books sold for your session.  This adds another dimension to game security 
and integrity.
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CHAPTER

6.0
Setup

6
The Console is very flexible in its ability to 
change its operational characteristics to meet 
the needs of your organization. The downside 
of good flexibility is that there are many 
parameters that need to be defined.

The order each product is setup is very 
important. Please review Chapters 6 and 7 
before setting up your particular system. 

Also use the DEMO documentation stored 
under the Help screen as a guideline in 
defining your system.

Architecture for the Console
The following block diagram defines the 
internal architecture and the order of hierarchy 
for functional elements within the Console. 
The product supports single level setup of the 
functional elements to meet the needs of your 
small organization and also multiple levels of 
the functions for a large hall.  The diagrams 
provide you with terminology that will be used 
in the description of the setup of the system. 

After a quick glance of the architecture, you 
will be guided step by step in the simple use 
of each setup screen. 

Console Main Menu buttons and sub buttons
in order of their use:

Hall

Organization 1

Activity/Game 1

Schedule 1

Game Part 1

Session 1

Category 1 (type/cut)

Series 1 (number)

Multiple 
Sessions per 

Schedule

Multiple 
Categories per 

Game Part

Multiple 
Series per 
Category

Multiple 
Schedules per 
Organization

Multiple 
Parts per

Game

Multiple 
Organizations 

per Hall

Multiple 
Games per

Session

Console Hierarchy

SETUP:

Organization (One or more per hall)		

Category (Specify permutation and paper to 
be used)		

Optional Advertisements (Define custom 
Text ads)

Optional Marquee (Define custom text 
message that scrolls on the hall monitors)

Optional Pattern (Define custom winning 
game patterns)

Session (Create Activities, Games, include 
optional ads and Marquees)

Schedule (Join multiple Sessions together)

The following sections of this chapter walks you though the setup of the Console. 
After completing this chapter, Chapter 7 guides you through Utilities security setup.



CAPITOL STATESMAN PREMIER 35

CHAPTER

6
Organization

6.1
Console Hierarchy Touch the SETUP button from the Main Menu.  

The Organization screen is displayed. 

ORGANIZATION Tab:
Can have one or more organizations per hall and you can edit 
an existing Organization (if present) to create a new Organization 
by selecting the organization from the list on the left side of the 
screen, then hit the EDIT button. For now, we will proceed with 
the setup of a new Organization.

Touch the NEW button.  

A pop up keyboard will appear. Enter the name of the new 
organization (15 characters or less is ideal). 

At the top of the screen, touch each white box and fill in the 
Address, City, State, ZIP, Phone number, Fax number, and 
Organization License Number. The license number is important 
since it shows up in financial and regulatory reports. 
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CHAPTER Organization (cont’d)

6 6.1
Console Gaming Operations

Verification: select how the game is 
to be played, with or with out the 
last ball determining a valid win.

Marquee speed: select the rate at 
which the message scrolls across 
the monitors and blinks on the.

Ask to log: Leave box unchecked 
(highly recommended) if you 
wish to automatically save all 
gaming data when the Schedule is 
deactivated. Checking this box will 
provide the operator with a prompt 
to Save or discard the gaming data 
upon Schedule deactivation (prone 
to wrong responses to the prompt). 

Round payout: Select the direction 
to round up or down and the 
amount to round to. Typically $1, 
rounded up is used.

Single win: Checking this box will cause a single payout 
to be made if there are multiple winning patterns on a 
single face. 

Auto search: Checking this box (recommended) 
enables auto searching through all perms to find the 
winning card.

RNG: Checking box (may be prohibited by regulations) 
enables the random number generator for ball calling. 
The RNG button on the toolbar becomes active.

Callers choice: Check this box on to enable the callers 
choice screen under PREFERENCES on the tool bar.

Number parts: Checking this box on (recommended) 
will automatically number multiple parts of a game. 
This feature allows the creation of progressive or 
multiple part games

Camera Monitor: Only the camera is available

Show Marquee: NOT AVAILABLE 

Message Monitor: Choose either Flashboard or 
Advertisement to display.

Show Marquee: Check box if want to have the marquee 
show up at the bottom of the message monitor.

Game Pattern Numeric: Choose what to display in the 
numeric digit position of the flashboard (flashboard 
types vary)- (Game Number, Last number, or Total 
calls).

Dollar Value Numeric: Choose what to display in the 
dollar value digit position of the flashboard (flashboard 
types vary)- (Game Number, Last number).

Lucky Ball: Selection of Bonus Balls for Winning Bingo 
Numbers is supported.

HIT THE SAVE BUTTON!
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CHAPTER

6
Category

6.2
CATEGORY Tab:
(Specify permutation and paper to be used)

Touch the Category tab at the bottom of the screen.

Touch the NEW button.
Name: A pop up keyboard will appear. Enter the name of the new 
Category (15 characters or less is ideal)

Description: Enter a description for the Category

Card type: Choose from the list of available card types

Cut: Choose the ON cut from the list. 

Series:

HIT THE SAVE BUTTON!

Hit the NEW button then touch the entry that pops up in the screen.
Choose the desired series from the pull down list that is displayed
Hit the NEW button again and repeat above to enter another series

Provide enough series of faces to support the sales of card faces on the floor.
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CHAPTER

6 6.3
Advertisements

ADVERTISEMENT Tab:
Text and graphic setup

Text and graphical ads can be entered directly into the Console 
during setup. 

Creating an ad in the setup process is optional. You can come 
back later, make a Text ad and insert it into a Session by using the 
ADVERT tab and then the SESSION tab.

To enter a Text ad:
Touch the NEW button. 

Enter the text message one line at a time. 
Each line can have a maximum of 25 characters

To enter a Graphic ad:
Touch the IMAGE button. 

Select the desired image
Touch SAVE button. 

To view a graphics ad:
Touch the desired ad in the list on the left side of the screen.

Name: A pop up keyboard 
will appear. Enter the name 
of the new  Text ad 
(15 characters or less is ideal)

Description: Enter the correct 
description for the ad

Duration: Enter a duration 
value in seconds for the ad 
to run
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CHAPTER

6.4
Marquee

6
MARQUEE Tab:
(Define a custom text message that scrolls on the hall monitors))

Creating a marquee in the setup process is optional. You can come 
back later, make a marquee and insert it by using the MARQUEE 
tab and then the SESSION tab.

To enter a Text Message to be Scrolled:
Touch the NEW button. 

Name: A pop up keyboard will appear. Enter the name of the new Marquee
(15 characters or less is ideal)

Description: Enter the text message to be scrolled. A maximum of 80 characters 
can be shown, longer messages on the monitors.
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CHAPTER Pattern

6.56
PATTERN Tab:
(Define custom winning game patterns)

The Console has a very large number of pre-built patterns to 
choose from. If these standard Patterns are acceptable for your 
Schedule(s) than you can skip this setup procedure. Proceed to 
building a Session. 

To View a Standard Pattern:
Select the Pattern from the list on the left side of the screen
The name of the highlighted pattern and its description appears in 
the Name and Description fields and Pattern combinations appear 
on the right side of the screen. The Number of Combinations is 
also displayed.

To Create a Custom Pattern
Touch the NEW button. 

Name: A pop up keyboard will appear. Enter the name of the new Pattern  
(15 characters or less is ideal)

Description: Enter the description for the Pattern

You can make a custom Pattern from scratch or use a standard 
Pattern as a starting point and modify it. You can also combine 
any number of programmed Patterns to create multiple bingo 
Patterns. The following definitions on the next page will help you 
understand some terminology.
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CHAPTER

66.5
Pattern

Other functions to aid you in generating a pattern:
Add-
Merge-
Continue-
Group-

Touching
Patterns are next to but 
do not share any cells. 
(any line with block of 4)

Options
Touch – True
Share – False
Overlap – False
Definition: Patterns must 
be next to but do not 
share any cells.

Touch – False
Share – True
Overlap – False
Definition:  Patterns must 
share one and only one 
cell between patterns.

Touch – False
Share – False
Overlap – True
Definition:  Patterns must 
share two or more cells 
between patterns.

Touch – True
Share – True
Overlap – False
Definition: Patterns that are 
next to but do not share any 
cells and patterns that share 
one and only one cell.

Touch – True
Share – False
Overlap – True
Definition: Patterns that are 
next to but do not share any 
cells and patterns that share 
two or more cells.

Touch – False
Share – True
Overlap – True
Definition:  Patterns that 
share one or more cells.

Touch – False
Share – False
Overlap – False
Definition:  Patterns with one 
or more cells are between 
patterns.

Overlap
Must share two or more 
cells between patterns. 
(any line with block of 4)

Sharing
Share one and only one 
cell between patterns.
(any line with block of 4)

Separate
Patterns do not share 
any cells
(any line with block of 4)

Rotate-
Hardway-
Shift Horizontal-
Shift Vertical-

Refer to a separate manual for use 
of Multi-face patterns.
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CHAPTER

6.6
Session

6
SESSION Tab:
(Create Games and Activities)

A Session is a collection of several Activities consisting of games and one or 
more intermission. The Games can have one or more parts. You are going to 
create the first Activity and then repeat the process creating additional Activities 
until the desired Session is completed. The Activities are sequentially numbered 
as you complete them.

Touch the SESSION tab at the bottom of the screen.

Touch the NEW button. 

Name: A pop up keyboard will appear. 
Enter the name of the new Session 
(15 characters or less is ideal)

Description: Enter a description for the Session
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CHAPTER

6
Session (cont’d)

6.6
ACTIVITY

PART

Name: Touch Name box and enter the name of  Activity

Color: Choose the desired border color for the 
displayed bingo card face from the pull down list

Advertisement: Choose one of the existing Text or 
Graphical ads shown in the pull down list or skip this 
step if you have not made any ads.

Marquee: Choose one of the existing marques shown 
in the pull down list or skip this step if you have not 
made any marquees.

Intermission: Check this box if an Intermission Activity 
is desired. The screen on the Console and the hall 
monitors will display a count down timer. 

Timer: If Intermission box was not checked, skip this 
setup procedure, otherwise, enter intermission count 
down timer value in minutes. When the timer reaches 
zero, it will flash red on the Console and hall monitors. 
You do not need to complete the rest of this setup 
procedure. Go directly to Hit the Save button below.

Game: Always check this box unless the Activity is an 
Intermission.

Pattern: Select desired winning pattern from the pull 
down list. If the pattern is not present and you want to 
create a new one, for now, select one of the standard 
patterns and continue with setup. You can come back 
later and select the new pattern that you created.

Timer: Enter the value of the ball count down timer in 
seconds

Game Number: Enter the Game number that is 
displayed on the flashboard and the screen

Wild Number: If a wild number function is desired for 
this Part, select the type of wild number from the pull 
down list. Then hit the ADD button to include it.

Delete Pattern: For multi-part games, checking this 
box will automatically delete the last winning pattern 
before the start of the next part of the game. This 
eliminates re-winning on the same card face when 
advancing to the next part.

Bingo FB: Check the box if you want the called balls to 
be displayed on the main Bingo flashboard(s)

Tear Open FB: Check the box if you want the called 
balls to be displayed on the Tear Open flashboard(s)

Disable FB: Check this box if the Activity is a fast ball 
game and no called balls are to be displayed on the 
flashboard(s)

Tray, Tear Open: For a Premier Console this box will be 
grayed out. 

Paper: Select from the pull down list the type of border 
for the paper to be displayed

Color: Select from the pull down list the color of border 
for the paper to be displayed

You’ve completed the general portion of the Activity. You must now specify the details of 
the Part of the Game Activity. Remember that a single Game can have multiple Parts.

HIT THE SAVE BUTTON!

Payout: Enter the amount for the payout.

Calls: Enter, in association with the Payout amount, the 
required number of balls called to achieve the payout. 
Several tiers of Payout/Calls can be entered for each 
Category.

Category: Select one from the pull down list of available 
Categories. For each tier of Payout/Calls, select the 
same Category. Multiple Categories with multiple tiers 
within each category can be entered such as three tiers 
of Payout/Calls for a Paper Category and the same 
three tiers of Payout/Calls for an Electronics Category.
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CHAPTER Session (cont’d)

6.66

You must now go back in and EDIT the new Session and add 
more Parts per Activity and then new Activities until the entire 
Session is completed. Hitting the Save button after each Activity 
is a precautionary step. If you are confident about not losing data, 
complete all Activities in the Session and then hit Save.

EDIT the Session or adding more Activities and Parts:
If you want to add more Parts to an Activity, do it first before 
creating a new Activity:
Go to the Part portion of the screen, hit the NEW button. A pop up 
keyboard will appear. Enter the name of the new Part and repeat 
the Part procedure described above. 

After entering all Parts, you can add new Activities:
Go to the Activity portion of the screen, hit the NEW button. A pop 
up keyboard will appear. Enter the name of the new Activity and 
repeat the Activity procedure described above.

When completed with all Activities and all Parts

HIT THE SAVE BUTTON!

You have now completed a single Activity 
containing a single Part.

You have now completed a Session.

If you wish to play multiple Sessions per Schedule, such as Early 
Bird Session then a Regular Session, you can go back and create 
the additional Sessions BEFORE proceeding to the following 
Schedule setup procedure.
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CHAPTER

6
Schedule

6.7

HIT THE SAVE BUTTON!

Congratulations! You’ve Completed Console Setup!
You have now completed a Schedule.

SCHEDULE Tab:
(Join multiple Sessions together)

A Schedule joins Sessions together to complete the full night 
of bingo entertainment. Typically a hall may have an Early Bird 
Session, a Regular Session, and a Late Session. For instance, those 
Sessions can be combined into a Schedule named Saturday.

Touch the SCHEDULE tab at the bottom of the screen.

Touch the NEW button. 

Name: A pop up keyboard will appear. Enter 
the name of the new Session (15 characters or 
less is ideal)

Description: Enter a description for the 
Schedule

Sessions: A list of all the Sessions you have 
built appears on the left side of the screen.  
Touch the desired session in order of the 
way you want them played (Early Bird first), 
then hit the Right Arrow to include it in the 
Schedule. Repeat placing all desired Sessions 
in the right side list.
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CHAPTER

7.0
Utilities

7
In this section you will learn how to:

Create a back up USB drive of sessions and games
Restore the system for a previous back up USB drive
Calibrate the touch screen
Set the Date and Time
Flashboard lamp test
Display, print, and save to USB drive gaming reports and logs

Gaming Report

Restore System Set Date & Time

Test Flashboard
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CHAPTER

77.1
Backup

It is highly recommended that backup operations be performed after initial 
installation. Thereafter, whenever any important changes are made to Console 

The schedule must be deactivated for Backup to function.  
1.	 Select Utilities from the Main Menu

2.	 Insert a USB drive into the USB hub on the top of the console

3.	 Touch Backup button on the left side menu.

4.	 The backup operation screen will appear

5.	 Touch Backup button in center of the screen

6.	 A confirmation window will appear and ask you if you wish to continue

7.	 Touch Yes

8.	 The backup operation will run.   
NOTE: This may take several minutes

9.	 The Backup completed successfully window will appear when the backup 
operation is complete.

10.	 Touch OK

11.	 You will be returned to the backup screen

12.	 Remove USB drive, label it with “Console backup” and the date, and store 
in a safe place.
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CHAPTER

7
Restore

7.2
Restoration of the system is needed after a CPU change, operating 
system load or other system failure that results in the game 
information being lost.

The schedule must be deactivated for Restore to function.  
1.	 Select Utilities from the Main Menu

2.	 Insert backup USB drive into USB hub on top of console

3.	 Touch the Restore button on the left side menu.

4.	 The restore operation window will appear

5.	 Touch the Refresh button

6.	 A list of available backup dates will appear on the screen

7.	 Select file you want to use for restore by touching Filename

8.	 Touch the Restore button

9.	 The restore operation will run

10.	 When the restore is complete the Restore Complete 
window will appear

11.	 Touch OK

12.	 This will reboot the system

13.	 Remove the backup USB drive from the drive on boot up
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CHAPTER

1.	 Select Utilities from the Main Menu

2.	 Touch the Date/Time button  

3.	 The Date/Time settings screen will appear                                  

4.	 Touch the Date drop down menu to adjust the date

5.	 Touch the Time (arrow up/Down) to adjust the time

6.	 Touch Time Zone drop down menu to set the time zone

7.	 Select the check box to allow for daylight savings time

1.	 Select Utilities from the Main Menu

2.	 Touch the Lamp Test button  

3.	 The lamp test screen will appear                                  

4.	 Touch Test button. (all flashboard lamps should turn on)

5.	 Touch the Reset button to turn the test off

77.3
Touch Screen Calibration

7.4

7.5

Setting the Date and Time

Test Flashboard

 This test does function with an active schedule.

1.	 Select Utilities from the Main Menu

2.	 Touch the Calibration button  

3.	 The calibration screen will appear                                  

4.	 Touch the diagnostics button in the center of the screen

5.	 The calibration screen will run through 9 points on screen

6.	 Touch each calibration point as it appears on the screen

7.	 When all the points are finished you will then be returned 
to the Utilities screen once again
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CHAPTER

7 7.6
Reports

The Console provides many reports to document the schedule played. They 
are described in Chapter 5.6. They all use common controls to view them, 
print them, or record them to a USB drive. Some reports, such as Gaming, are 
available during an active schedule, but most other reports are not.

1.	 Select Utilities from the Main Menu

2.	 Touch the desired Report button

3.	 Touch the Schedule drop down menu and select the schedule name 

4.	 Touch the Date drop down menu to select the date of the schedule

5.	 The report will be display.

6.	 Use the Next and Previous page buttons to view a multi-page report.                                 

7.	 Touch the Print button. (This will print out the report)

8.	 If you want to put the report on a USB drive, open insert the USB drive 
into the hub on the top of the console.

9.	 Touch the Write to Disk button.

Gaming Report

Payout Report Frequency Report
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CHAPTER

77.7

7.8

System Logs

File Maintenance

The Console generates Error Log files to be used for troubleshooting.

This utility is not available during an 
active schedule.

1.	 Select Utilities from the Main Menu

2.	 Touch the desired Log button

3.	 Touch the Schedule drop down menu and 
select the schedule name 

4.	 Touch the Date drop down menu to select 
the date of the schedule

5.	 The report will be displayed.

6.	 Use the scroll bars on the right side of the 
screen to view the logs                                 

7.	 Touch the Print button.  
(This will print out the logs for you)

8.	 If you want to put the report on a USB 
drive, insert the USB drive into the USB 
hub on the top of the console

9.	 Touch the Write to Disk button.

10.	 Touch the Refresh button to update the  
screen with the latest data.

11.	 Touch Delete button to clear the log file.

1.	 Select Utilities from the Main Menu

2.	 Touch the Maintenance button

3.	 Hit Clear button to clear any of the 
existing data files

4.	 A confirmation window will appear

5.	 Hit OK

6.	 If you wish to change the duration that 
the data is stored, hit the data white box

7.	 A pop up keypad appears

8.	 Enter new duration between  
13 - 24 months

9.	 Hit Save button
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CHAPTER

7.9
Hardware Settings

7
This function can be executed with an active schedule, but not recommended.  

1.	 Select Utilities from the Main Menu

2.	 Touch the Hardware Settings button  

3.	 The Console can send reports to a network printer (6100).

4.	 Select the printer output device.

5.	 Touch Print Test Page button.

6.	 Touch the Save button

7.	 Note that other devices in the Console system have software revision numbers that are 
displayed if they are active components of the system.
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CHAPTERWild Number

8.0 8

The following wild number options are available for you to select from:

1.	 Touch SETUP button from Main Menu.

2.	 Touch desired Organization from the Organization Screen.

3.	 Touch the Sessions tab.

4.	 Touch desired Session from the list of available sessions.

5.	 Touch the EDIT button.

6.	 Touch Wild Number drop down list box from the Part area.

7.	 Select the desired Wild Number option and touch the ADD button. This will place the 
selected Wild Number in the Wild Number list box.                      

EVEN: All even numbers will be called.

ODD: All odd numbers will be called.

Trailing Number: Any number ending with 
that number will be called.

Leading Number: Any number beginning 
with that number will be called.

Day: All odd or all even numbers will be 
called based on the calendar date. 

Double Reverse: Calls the reverse of the last 
number called.

Even/Odd Ball: Calls Odd/Even balls based 
on first ball called
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CHAPTER

9.0

9.1

Servicing & Cleaning

General Cleaning

9

Monitor Touch Screen
First, turn off the touch screen. Apply rubbing 
alcohol on a soft, clean cloth and gently rub 
the screen to remove greasy finger prints.  
CAUTION: Do not pour alcohol, water or any 
other liquid directly on the screen.

Console Painted Metal Surface
Use a mild soap solution or mild cleanser 
on a soft cloth.  Harsh cleansers or solvents 
may damage the paint or lettering.  Follow 
cleaning with an automotive style polish for 
additional protection.  CAUTION: Do not pour 
alcohol, water or any other liquids directly on 
the surface of the console.

Console Laminate Panels
Use a mild soap solution or mild cleaner on 
a soft cloth.  Harsh cleaners or solvents may 
damage the laminate surface.

Camera Lens
Use vacuum cleaner to remove dust and 
debris and wipe the lens with a soft cloth.

Console and Flashboard Acrylic Surfaces
Use only a mild soap solution such as a liquid 
detergent solution on a clean soft cloth.  Do not 
use solvents, aromatic spirits, mild cleansers 
or paper towels since they may scratch the 
surface.  CAUTION: Do not pour alcohol, water 
or any other liquid directly on the surface.

Bingo Balls
Clean with a soft cloth and mild soap solution 
such as a liquid detergent and warm water 
(not hot water) or a solution of 25% rubbing 
alcohol and 75% warm water.  Harsh cleansers 
or solvents may damage the finish or lettering.  
Dry the balls thoroughly using a cloth towel.  
Do not submerge the balls in liquids or use 
automatic washing machines.

Recommended cleaning agents and methods for the console and the flashboard are as follows:

Regular cleanings are the best way to extend your equipment’s life and keeping it look new. 
Periodic servicing of your bingo equipment should include cleaning, polishing, and light bulb 
replacement.  Doing so will increase trade in value, and reduce breakdowns.

The  frequency of cleaning should be based on the number of sessions played, climate, pollutants 
and contaminants that affect the quality of your indoor environment. Regardless, daily wear and 
tear is inevitable and during cleaning you should inspect your console for potential problems. If 
you notice an issue with your console, please contact your local distributor for service.
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CHAPTER

9.2

9.3

Replacing the Blower Air Filter

Cleaning Ball Tray Chamber

9

The air filter is located under the blower 
chamber. Slide each air filter locking retainer 
away from the filter then pull filter up to 
remove. Air filter should be replaced with 
the filter specified in Appendix B. Air filter 
replacement interval varies depending on hall 
air conditions and number of hours played. 
Check filter once a month. A dirty filter can 
cause motor overheating and poor ball action.

Call your authorized distributor for all 
ball chamber maintenance needed.

CAUTION! Check to make sure that 
the console power switch for the 
blower motor is in the off position 
before servicing the filter.

FOR ALL OTHER SERVICE 
NEEDS CONTACT YOUR LOCAL 
DISTRIBUTOR OR CAPITOL 
REPRESENTATIVE.
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CHAPTER

10.0

Hall power not available
Check hall fuses or circuit 
breakers

Power cord not plugged  
into hall power

Plug cord into 120 VAC, grounded 
power source

GFI circuit breaker tripped
Press the reset button on the 
junction box circuit breaker

UPS power switch not ON Depress power ON switch

UPS circuit breaker tripped
Depress UPS circuit breaker 
button on the back of the UPS

12VDC power supply AC cord 
unplugged 

Plug in power cord as shown in 
the Section 2.2

Operator Monitor AC cord 
unplugged 

Plug in Operator Monitor AC cord 
as shown in the Section 2.2

Operator Monitor turned off
Depress Monitor ON switch on the 
front panel of the monitor

Blower motor AC cord not 
plugged in

Access filter compartment and 
verify AC cord plugged into AC 
socket provided shown in Sect. 

Blower motor switch OFF Place motor switch to ON position

UPS defective or battery  
pack worn or defective

Call for service to replace the UPS

Low AC line voltage Specification in Appendix
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CHAPTER

1010.0
Touch panel calibration

Calibrate the touch panel using 
Utilities provided

Touch panel defective Call for service

Touch panel cable unplugged
Plug in cable to computer and/or 
Monitor as shown in Appendix

Computer defective Call for service

Monitor data cable  
is unplugged

Plug in cable to computer and/or 
Monitor as shown in Appendix

Display defective Call for service

Computer defective Call for service

Monitor audio cable  
unplugged from computer

Plug in cable to computer and/or 
Monitor as shown in Appendix

Monitor speakers defective Call for service

Computer defective Call for service

Data Router software

Exit program and do an orderly 
shutdown of the computer. Shut 
off UPS with the UPS OFF switch.  
After 15 seconds,  power the UPS 
back ON. If still not operating 
properly, call for service.

Data Router hardware Call for service

Computer defective Call for service

Program mis-operating

Exit program and do an orderly 
shutdown of the computer. Shut 
off UPS with the UPS OFF switch.  
After 15 seconds,  power the UPS 
back ON. If still not operating 
properly, call for service.

Excessive noise on the  
AC power line

Use cleaner AC power to system

Corrupted hard drive
Reload Operating System 
Reload Application 
Load last console backup data

Individual flashboard driver  
fuse blown

Transfer flashboard cable to an 
unused connector, if available. If 
not available, call for service
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CHAPTER

10.0

Clogged blower air filter Replace filter

Low line voltage Specification in Appendix

Excessive static
Use a new set of E-max balls 
provided with console

Ball extraction tube  
misaligned

Check for proper length and 
straightness of ball extraction 
tube so that it is centered over 
blower hole properly

Defective blower motor Call for service

Ball Tray cable unplugged  
from Data Router or  
Cable Adapter Board

Plug in cable as shown in  
Section 2.2.

Data Router or Ball Tray  
software

Exit program and do an orderly 
shutdown of the computer. Shut 
off the UPS with the UPS OFF 
switch.  After 15 seconds,  power 
UPS back ON. If still not operating 
properly, call for service.

Defective Ball Tray interface  
Inside the Data Router

Call for service. In the meantime, 
use the touch panel on the 
Operator Monitor to call and reset 
balls

Defective Data Router or 
Computer

Call for service

Cable(s) unplugged Plug in cable(s) to USB hub

Defective equipment Call for service

During a given game, the  
system disables all repeat 
actuations of ball tray switch

System OK. The switch becomes 
active again on Next Game.

Defective Ball Tray or  
Data Router

Call for service. In meantime, use 
the touch panel on the Operator 
Monitor to call and reset balls

Defective or broken Call for service
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CHAPTER

1010.0

Video cable is unplugged
Plug in the video cable to the 
camera input.

Camera defective Replace camera.

Flashboard cable not plugged  
into the Data Router/Computer

Check cabling is plugged into the 
correct RJ connector on the Data 
Router as shown in the Appendix

Data Router problem
Check Data Router 
troubleshooting procedures 
shown above

Computer problem
Check computer troubleshooting 
procedures shown above

Flashboard type not  
compatible with new Console

Call for service

Program is not on the main 
Operator gaming screen 

Use touch panel to display the 
main Operating gaming screen

Camera lens is blocked by  
foreign material

Remove material from the  
camera lens area

Data Router Camera switch  
is incorrect

Top switch should be set to 
Analog Camera

Video cable not plugged into  
the Data Router/Computer

Check video cabling as shown in 
the Appendix

Defective Data Router 
or Computer

Call for service.

Dirty ball holding chamber Clean or call for service.

Console not level Level console

Improper ball tray return  
spring tension or dirt 
accumulation

Call for service.
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