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Tharik youd for choasimyg Arrow felernationad’s Caprlol Bingo Equipment. We are
curfilent that you nrl;fbe completely satisfiod with our high guelity, dirable
bingo equtpmrent, Oner Capitol Binge Equipmnent hias the srost techmofosricatly
advanced efectroics and is designed for ey, retiable operation and noble-froe
witdbitlerurnce by the aperaior.

W; ire prrowd bo annource ﬂnr p hz{w been given design and

safely certification approval on our iprmient from
Hﬁtyﬁuﬁiﬂ’s La.bu:‘?nﬁﬂ, Ine. (UL) ﬂ gﬂﬂdﬂ#n tandards
Assaciation (CSA). Arrow International, Inc. is the only bingo
rﬂ:ﬂrmt mamufacturer that has eamed the UL and C5A approval
c cation. Loak for the UL wmid CSA seal of approval on our

Capitol Bingo Equipment,

Arrone pramufactures the kighest furniture quality, handerafied equipmen
covsoles i the dusiry. Our mﬂn:diﬁlhr.[:u'w itee! conules wre constrached of the
fisesd, heaey-duty materials soailable and are gueranteed to withstand many

vears of use.

This revised bingo equipemuent maveual introduces you o the many new featires of
the Stafesmian™ wof found in competitive bingo systems. 18 usill take you step by
step through unpacking and mstalling the siaten. [F il shiow you oo fo
program aud run gewes sasily, ond kour b operade your nen hingo system. Easy-
to-follony instructions e ilhestrations guide you shep by step through routine
seroice and mintenance.,

Arrow's hurdl ok and dedicetion emable us to offer you o breadth of product lime
Hhat comtimiers to grow, We are prond fo offer w the most extemsive curileble
fundraistng product line consisting of high-parlity, amsy-to-opem Popp-Opens™
tabs; “Top Sheff™ bandad jar tickets; the lurges? series of binge paper u:-ni!:gl'?
(54,000 series) i the fargest oariety iof colors, patferns amd culs fo meel vour
gamie’s moeds; Tear Opens™ : and our popalar Wink® Ink, Ink-A-Dor™
Winmer s Gold™ amd Electra Dot™ Ieigo murkers, This dedicetion to providing
im extensive line of gh-quatihy proshects is acommpenied by opr conmmmbmentdt io
satisfyirg woier product nevds wibl fast and frouble-free seriice,

Wi sl v as i cuastivner arid alusrys eovfoome amad appreciate woser commme s and
suggestions fo help improve our products. Our best suggestions afways come from
ar gare oyperators iind distributors. W ward vou fo wlasres be o satisfied customer,
arnd we il comdivree i dessige aead improve mer prodacts threngh the catuafle
fevdback receroed from you and our onbstiading netiork of Arnse Distrifwfors,

Chnce again, thank you for choosing Arvom International[Capitol Game
Muanufwcturing for wour charitable fumdrasing meeds.

REVISION 6-2:93
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Introduction

foir pew CAPITOL STATESKAN™ Bingo System console was designed
iislng state-ol thie=urt Ini':ll.-l.l;.:'. 15 e |||'-:.'.|| Wi l-!;.!l.l." consak
ind exceptional user convenience have set it apart from the competition
The Statesman features flashing B-1-M-GA0 letters corresponding with the
last pumiber called on the flashibsoard: ome-hondeed pre- qrearmimmed
game patberns; up bo 99 user- programmable game patierns; up to 15
birgo sesslops—each consisting of up to 50 games with up to 5 progressive
gamae patterns; verifier with Armow / Capitol 54000 Series snd Dab-ALl™
18,000 Series: automatic video control; tear open capability; wild-number
entry; real-tme clock; mndom- pumber generstor (optionall; ball tray
memory; sysiem best; and much maor

Digital commumnication from the console to the lashboard eliminates
biilky, romplicated cabling between the two components. Advanoed
fesign techniques make roal-time featuress possible, such as the scrolling
multiple game pattern display. The Satesman Bingo System was specially
designed with the operator in mind |-.'-:|'1.'|:1|r'-|-.' all sy e conin ils &

'r'l Tl

ircruble-free gervice. However, if a '|l:r|'|1lq'|1'| shoviled arise, our gErvioe

on a single control panel. The Statesman will provide years of

persannel will provide timely response on repairs, spare paris and
technical support

This revised manual will guide you through programming, and running
games and sessions with easy-to-follow instructions and illustrations of
the screen displays and console key sequences.

Damage Action Process

Your Capitol Bingo Equipment
contains delicate electronic equip-
ment. It is imperative that you
thoroughly inspect the contents of
the package before accepting

| product delivery from the carrier.

In case of severe damage, refuse
the equipment from the carrier.
Contact your distributor or Arrow
International for immediate
replacement.

In case of damage, make a note on
the bill of lading before accepting,
take a photo of the damage, and
keep the packaging to aid in recov-
ering the amount of claim against
the carrier.

If the product is damaged but
acceptable, take a photo before and
after unpacking as a record of the
damage and contact the carrier's
agent immediately for inspection. Be
sure to obtain a copy of the inspec-
tion report for your records.

If these precautions are nar taken
W CANNO! RESIS] POu 0T ReSOVaNg
it arriaunl of the clarm aocainst e
CAprriar
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|. Getting Started |

A. Unpacking
Arrow International designed your Statesman Bingo System to have a
distinctively attractive appearance, and we used careful manufactur-
ing and assembly techniques to preserve this appearance. Each ‘

Statesman system is inspected for scratches, bumps or abrasions
during packing, and is warranted to be free from defects.

1234567 B9WNIRAUE 3§
BG171819202122 BUBBA NN ..

] 313233 34353637 383040 A1 2 A M4 U5 |
M6 474840505152 SAME5 56 ST S8 5060 .:
1 62 63 64 65 66 67 68 69 70 717273 74 75 od |

FuAM INBERTE

z=r

| CAROEOAND B0 Feuiid INSERTE

1. Fiashboard
The flashboard is banded into a heavy cardboard enclosure
with foam inserts at each end and in the middle. This carton is
marked with various warning labels and stampings. Lay the |
carton flat, observing labels indicating which side is up. Caution; This lashboard weigls
.:|f;lp-'r,:-aug.'.".l'ﬁ-'i:-\.l:.-I 1 75 pownas, Lise
cire and gef assistance before

Before opening, closely inspect the carton for evidence of
shipping damage such as puncture holes, tears, and crushed unpacking and iffing. A mirimum of
edges or corners. Damage to the carton may alert you to Iwio individials is redguired for
damage to the flashboard. If damage is detected refer to the LrpaEking

Damage Action Process section (p. 3) for procedures.

Use scissors to cut all straps. Carefully lift off the carton top.
Cut the tape on the four corners of the carton and lay the
carton flaps down flat. Slide the end and top center foam
pieces off to allow access to the flashboard. To prevent
scratches, make sure the flashboard remains on cardboard
prior to actual installation. Obtain assistance in setting the
flashboard upright.

Do not destroy or discard carton materials until after final
inspection and testing.

Inspect the flashboard to insure that all acrylic panels are in
place and free of cracks or heavy scratches. Inspect the
masonite panels for damage. If damage to your equipment is
evident, or if you have problems in any of the above areas,
contact your area distributor immediately for advice and refer
to the damage action process section (p. 3) for procedures. |

Statesman™ Bingo System Manual 5
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approsimaialy 170 pournas - gef
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Console

The Statesman console is packed with foam protectors in a
cardboard carton and is skid-mounted. Once again, check the
carton for possible signs of damage and be sure to check
inside the console for signs of damage. If damage is detected
refer to the damage action process section (p. 3) for
procedures.

Use scissors to cut the straps from the skid only,
taking care not to cut the straps protecting the
console. With the help of at least one assistant,
carefully lift the console from the skid and place it
on solid flooring. Cut the
remaining four straps
from the console and
remove the cardboard
top.

[H Lo R T
=p

. PO
—F "= EAFATE

Remove the two foam
protectors inside the top
and slide the cardboard

tube up and off the
console. A minimum of
two people are required

to safely unpack the
console. With one person
lifting from the top of the ball-blower end and another
individual grasping the two handles on the opposite end,
raise the console up and out from the carton and foam inserts.
Check that all casters are in place. Set unpacked console on
solid flooring.

At this point you should inspect the console for shipping
damage. All acrylic panels should be in place. Metal panels
and their associated switches and parts should be operational.
If problems are found in any of these areas, immediately
contact your distributor for advice and refer to the Damage
Action Process section (p. 3) for procedures.

The following can be found inside the left door of the console:

(1) Box of Samson balls
(1) Standard 20 ft. data cable (other lengths optional)
(1) Customer parts kit, which includes:

(4) Low-voltage ball switches

(4) #1820 28V bulbs

(2) .1 AMP MDL fuses

(2) 6 AMP AGC/3AG fuses

Open the box of Samson balls, check each ball for damage and
insert each ball into its corresponding slot in the console ball
tray. If a ball has a flat spot, immerse it in hot water. Usually
the flat area will pop out. If it does not, contact your distribu-
tor for a replacement.



B. Warranty Assurance

At this time, please verify the serial numbers located on the output ou IMus b
panel inside the left compartment of the console and on the left side of y complete

To validan? your warrant,

the flashboard. Check them against those shown on the enclosed BY NGRS (VONTI S, eyt
warranty card, please fill out all requested information and return the | UM ". to Arrov
completed card to Arrow International within 30 days of purchase | International, .. withun 31

along with proof of purchase date. ' days of purchase rom you

) | Capitol Bingo Equipmen
A second warranty card appears on the back cover of this manual. We

suggest that you fill out this card and keep the information on hand Distributo.
for future reference.

MNote: If pow have an olde

c‘ Boslc COnhols & NTESrr A r SOV, e ll:'l TR
1. Power - This is the ON/OFF switch for the onboard computer. | VR Ry D TS Lompliat
2. Lamp - This is the ON/OFF switch for the mixer-chamber lamp.
3. Blower - This is the ON/OFF switch for the ball-blower motor.
4. Mixer - This is the ON/OFF switch for the ball-mixer motor.
5. Contrast - This is used to adjust the contrast for the LCD graphic CONGOLE INPUT/OUTPUT PANEL
display panel (backlighting). iamea | ™ | 2= ]
6. Volume - This is the volume adjustment for the audible beeper. e | o =i
D. Electrical Instaliation "J;.'_.’."..‘;'.'%'."“ {=. A
1. Plug the bingo console and flashboards into any 110/120VAC R ST RIS
60HZ grounded power outlet. S | e
2. Once the system has been completely setup, turn the "POWER" SRR T O | e
switches on. Use the other controls as needed. T RS
E. Flashboard Installation zo o techl
1. The Statesman bingo system is compatible with the ( -i‘J' ]
following flashboards: = e ILI"IL"-':',rIL::"I "
LI Lur
* Capitol extruded flashboard line. #ows comn t—'d
* Capitol 2001 system flashboards. Ll _.-:]
(See p. 49 for flashboards older than Jan. 1991.) g )
* Capitol Presidential system flashboards. i
(See p. 49 for flashboards older than Jan. 1991.) Tk
¢ Several models from other manufacturers.
Please inquire for specifics. FLASHBOARD DATA CONNECTIONS
2. Connections for regular Bingo flashboards are made with pﬁxgﬂggfgo néﬁéﬁ'ﬁn
the console data output connectors labelled "BINGO." SIDE PANEL FLASHBOARD

3. Connections for Tear Open flashboards are made with the
console data output connectors labelled "TEAR OPEN." All
control of Tear Open flashboards is automatic.

Statesman™ Bingo System Manual 7



."'-l';'ll'l' i ol using a Tear |-__.|...,..

fNashbaang, e eagr Coan odinouls
maEy 08 s or eguvar g

fashixan

Nahe: Hador o diagram L1 afn 0. 45
for Frasigarnira AT A Il'-i gila

MNota 1T LA g Cranitol Binogg

Equipmant wideo componerds

pigase refor af its nme o ihe video

eguaipenerl rrandEl for R i
nstrucinans

Note: If using ruliple monfiors, mn

p catid o e BN eanmadcior

labattad “VIDED OUTPLUTE o the
VIDEDQ INPLIT™ an the firsl monitior
Sl 8l moniiors o Mgl impacancs

with C Restovaton off aycap! fov

e [as! monitor, which s sel i 75
T4

VIDEO CAMERA

(BACK PANEL)
[FIRTA L] . 10
* i TR
i il
CONNECTIONS LEADING | 11HIHI L
TO INPUT/OUTPUT PANEL
(SEEP.7)
-\\‘\
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VIDEO MONITOR

Install the flashboard data cable. When possible, we
recommend using a one-piece cable avoiding splices,
adapters and other mating devices. Wiring to the flash-
board may be permanently installed using a wire mold.
Or, where permanent installation is not possible, install
the flashboard data cable through the walls and ceiling to
an area where the console can be rolled in and easily
connected with all data and power cables. Install it in
such a manner that it will not be subject to undue wear
and tear and will not create a traffic hazard. Avoid
running the flashboard cable next to high-current lines
such as smoke eaters, air conditioners, etc. B
For metal fabricated style flashboards, plug the 3-pin male
data connector into the lower connector marked "INPUT."
For brass-style flashboards, plug the data cable into the
rear telephone jack on the left side of the flashboard
marked "INPUT."

You may have an installation that requires hook up of
more than one flashboard. In such an instance, the second
and subsequent flashboards may be daisy chained by
connecting the data cable to the "OUTPUT" connection
on the first flashboard to the "INPUT" connection on the
second flashboard, and so on.

F. Opﬂonal Video Installation

The BNC-type connector marked "CAMERA

INPUT" is used with any camera having a standard
composite video output. Cameras that are "TV ready"” or
have an RF video output are not compatible with this
system. Use a high-quality RG 59U video cable with BNC
connections, plug one end into the "CAMERA INPUT"
connector on the Input/Output panel, which is located in
the left hand compartment of the console. Connect the
other end to the "VIDEO OUTPUT" connector on the
camera.

The BNC-type connector marked "VIDEO OUTPUT" can
be used with any composite video monitors. Use a high-
quality RG 59U video cable with BNC connectors, plug
one end into the "VIDEO OUTPUT" connector located in
the left compartment of the console and the other end
into the "VIDEO INPUT" connector on the monitor.

If your organization has chosen to use televisions instead
of monitors, an RF modulator is required. Contact your
distributor for a copy of the Capitol Bingo Equipment
Video Components Manual and/or advice.



G. Optional Printer instaliation
1. The connector marked "PRINTER" is a standard IBM compatible
dot matrix printer interface. Simply plug in any PC-compatible
printer power cord and printer signal cable (please refer to the
printer operating manual for proper instructions) and you are

ready to run. Always keep the printer loaded with paper and set
to "ON LINE" to prevent any errors.

2. If you do not use the printer, either turn the printer power off or

unplug the printer from the printer signal connector.

3. When using your printer, always keep paper installed in the
printer and have an adequate paper supply on hand. While an
“"out of paper" error will not lock-up the system, you will lose
valuable game log information if the printer runs out of paper and
new paper is not inserted.

4. Refer to the owner's manual of your specific printer for additional
information.

9-PIN DOT
MATRIX PRINTER

Il. Physical Installation

A. Suggested Number of Flashboard Mounting Assemblies

PRINTER CABLE

A\

Caution: Before attempting any
instaliation, have s gualified,
licansed and bonded rigger or
electrician verify the type of
insinliafion. ln many cases, the
local building nspecior may
requine a parmil as well as an
inspection af the site for
structural stability

SUGGESTED NUMBER OF FLASHBOARD MOUNTING ASSEMBLIES
PART NO. NUMBERS NO. & GAME MNO., GAME INDICATOR
oMLY INCHC ATOR & DOLLAR VALUE
2% Wall Mount 45253 Z 4 3
J Bracket 415805 2 z 3
Eye Boll A6516 z2 7 3
4" Wall Mount A 5254 3 i | 4
J Bracket 415805 3 ] 4
Eye Bolt 46515 3 3 F

Statesman™ Bingo System Manual
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Caufforn: Do not suspand e
Rashboaras using the handhas, Tha
handles are o be used for hanaling
PLDOSEs onfy

WALL MOUNT
J BRACKET

416"

WALL MOUNT
TUBULAR
BRACKET

| B. Wall Mounting Preparation for Flashboard(s)

Before attempting to mount any flashboard to the wall, you must first
determine the type of wall construction. For hollow walls, we recom-
mend that the flashboard mounting brackets be fastened directly into
wall studs. For concrete, brick and cinder-block construction, the
mounting brackets should be fastened using a bolt and anchor method
(moly bolt). If other methods of wall construction are used, consider
ceiling mounting or consult the Capitol Bingo Equipment service
department for advice.

1. 2" and 4" aluminum extruded flashboards
Use J-brackets or tubular brackets mounted to either a hollow
wall or masonry (solid concrete or cinder-block construction)
wall. Or, mount it to the ceiling. Eyebolts are available upon
request.

. Wall Mounting Instructions

For hollow-wall construction use 3/s" x 3 /2" lag bolts. Fasten brackets
directly to wall studs. For masonry construction, use a 3/s" or larger
lag-screw expansion shield with suitable-length lag screw.

1. Wall-Mount J Bracket
(2" & 4" aluminum extruded flashboards)

Supplied with the flashboard are four J-shaped wall brackets.
Each bracket has four holes for 3/s" bolts. Choose a height that
allows easy viewing and mark the location on the wall. Then,
measure in 8 !/2" and 9 7/s" from each end of the flashboard
and mark the vertical center lines. Next, from the top of the
flashboard, measure up 2" and 3 3/s" from the horizontal
center lines.

Before drilling any holes, check for possible electrical or
plumbing interference behind the mounting holes and make
sure that the flashboard is level from side to side. Next, space
any additional brackets equally between the previous brackets
and locate the mounting holes, again checking for level. Drill
the proper clearance holes for the method of mounting
appropriate for your wall as described above.

2. Tubular Bracket (optional)
(2" and 4" aluminum extruded flashboard and fabricated
flashboard with tubular mounting brackets)

Choose the proper height for easy viewing and mark the
location on the wall. This mounting bracket supports the
flashboard from the bottom and may be used to mark the
mounting holes. Locate brackets 9" from each end; make sure
the brackets are level; and check for possible electrical or
plumbing interference behind the mounting holes. Equally
space the remaining brackets between the end brackets
insuring that all supporting surfaces are level. Drill the proper
clearance holes for the mounting method appropriate for your
wall.

10 Statesman™ Bingo System Manual



D. Celling Mounted Flashboards
In any ceiling mount application, the chain or wire must be attached
to the steel building frame or girder. In addition, check with the local
building inspector for local codes governing weight restrictions and
o mounﬁng methods. Node: Saa Capifol Bingo Eguiprmisea!

. . 8% & 12° Alurriinum Exridad
There are two different methods for suspending these flashboards from Flashboard Manual for acditional

the ceiling. | information on these products
1. Chain:
Use a high-quality */s" minimum-diameter chain link made of
high-strength alloy steel grade 80 or its equivalent. Bolt the
chain together with a 3/s" 18 NC 1 3/4" bolt with two
flatwashers, a lockwasher and a hex nut.
2. Cable:
Use a high-strength '/s" minimum-diameter 19x7 strand
steel aircraft cable or its equivalent and appropriate cable
clamps.
EYEBOLT LOCATIONS
FLASHBDARDS MEASURED FROM LEFT END
4" Dhollar Valus 22" da" a4 hkh LI,,
4" Game Indscakor 22" 98 ¥, 55 A" T2
4* Numbars Only L K 48" TE"
A i 3 i e 4 EVYEBOLT FOR
2° Dollar Valwe 18 36 48 CHAIN MOUNT
2" @amd Indicator 18° 4 (ARROW PART #46515)
2* Numbers Only {2 l 44" |

E. Flashboard Stand (optional)
A flashboard stand allows for easy mobility and storage
of your flashboard. Capitol offers a triple upright
flashboard stand for the 4" dollar-value-style flashboards
and a double upright flashboard stand for all other 4"

and 2" flashboards. These stands may be ordered
through your distributor.

TRIPLE UPRIGHT
FLASHBOARD STAND

Statesman™ Bingo System Manual 11



|
lll. System Programming

A. Keypod Programming Reference Guide

STATESIVIAN

G i

—

FPEEMH ExXIT ] [T |

Cagiilid B Faquripemen) by @ Arioe

FUNCTION

KEY SEQUENCE

Clear All Memory

Select Constant Timer Mode

Select Ball Activated Mode

Ramndoam Number Generator {optiomal)

Save Tear Open Game

Eecall Tear I._1'I|'I-'n L
Test Flashboards
Wild-MNumber Entry

St Timme

et Diate

Leave Sessgion or Resumie Manual Mode

Cancel a Call

Instant Came Paitern

Special — Cancel /' Clear — W

.‘;l|‘l-'l'1nl| Avutn — Enter: Albernates w)/ Ball-Activated Thmer
Special — Aubo — Enter; Allernates with Constant Timer
Special — RMG — (number of balls to be called) — Enter
Special — Save — Enter

Special — Recall — Enber

Special — Test

Special — Wild # (st options) — Hrrcncm[ — Exii

Special — Clock — Enter — (hour) — Entor — (mimuites) —
Enter

Special — Clock — D' — {month) — Enter — (day] —
Erter — {yvear — Enter

hpn‘.‘l.'i.:ﬂ — Exit — Ender (fo leave session)
""["ll't'lﬂl Exit — Cancel fClear (bo résimme currenil sesiion b

Cancel /' Clear — {number of ball to be cancallisd) — Fntir

Lame Matl. — Enter — Igame pattern keya) — Enter

12  Statesman™ Bingo System Manual




FUNCTION

KEY SEQUENCE

Verify
Standard Face
Dab All Face

Win Tally

Program Session
Came Pattern Select
Mext Garmne
Ball Timer
Dallar Value
Leave Program Session
Mt Mattern

Riin Pre-Progrommed Session

Program Individual Pattern

Program Grouped Mattern

— Fnber

Mext Game — Enler

Mot Pabtern

— Enler

Verify — (free-space number) — Enter
Verify — D — ifree-space number) — Enter

Verify — W — Enter (default ® of winnem)
Vierily = W — (pumber of winners)—Enter loverride defauli)

Prog, /Group — (session number) — Enter — {game mumber)

Came Palt. — (game pattern number) — Enter

Ball Ttmer — (number of seconds) — Enter
Bollar Value — (dollar valued — Enter

Specinl — Exit — Enter

Run Prog. — {(session number) — Enter — (game number}

Prog. Patt. — Enter — (game patiern number} — Enter —
{garme pattern keys) — ['rog, Patt.

Prog. Patt. — I"rog. /Group — (game pattern mumbser] — Enter
— (garme pattern number) — Hnter — Prog, Patt,

Turn the "POWER" switch on.

The display will read:

e MAMUAL GAME ; 5

PATT: B= |BIMGO
& IvT s
-
@ Sl
&  f.....
LAST CALL: @] TIMER
# of BALLS: Bl= @

Press the "ENTER" key

Thie display will reasd:

Maote: Whean the flashboard is
furrmsd @, M spsiam will Subimal
cally perform sequental saif feat

(o)

MNote: Bold rumbens on fuluns
SCreens are for example only

Statesman™ Bingo System Manual 13



PROG.
PATT.

Note: You may program game
patterns numbered from 101-199
only. Game patterns (1-100) are
already programmed for you. (Refer
to the diagrams and descriptions for
patterns 1-100 starting on p. 20.)

D

Note: If the indiviauai pattern nas
been previously programmed as a
grouped pattemn, the display will
read: "You have selected a
grouped pattern - Press 'CAN-
CEL' to quit or 'ENTER' to over-

write the old game pattern.
PROG. |
PATT
ore! [ pyou wWish 10 piay winh rmore
i P VI SRy Ol TR, SrERE

ha "NEXT PATT." ey and dasign

i noxt game patfarr, T oeay De

repeated - L 1o

U eOmINnSoms

3
FROG
PATT, |

Note: If you press the wrong button
on the bingo face keypad, simply
press the same button again to
erase your mistake.

B. Creating a Game Pattern

1. Programming an Individual Pattern (1-20 combinations)

‘a. Press the "PROG.
PATT." key.

The display will read

b. Press the "ENTER"
' Eez.

PRESS " PROGSGROUE
KEY T COMBIMNE PRE
PROGEANBAED G AM]

PATTERNS OF FPFRESS

c. Selecta game

~ pattern number,
then press the
"ENTER" key.
Refer to note.

| AT VST
ol iviclua] Earms
PWELLEETI LESLNEr f
LTI [RELEETTT
s behies o L
Jakngal P
Ki '.:.'.I.I

Fefer to note

| Pal TEREMN PMLUMEEH

"ENTER" T0O PROHGRAR
AN THDTWTDLIAL G
PATTERMNLS}

EMITEHR & LCuAME

FHIM § 181 e

FHESS HLIMNGO FALL
KEYS T CREATE A
LAME PATTEHRM

HLET AT Ll

i
PATTERMZ: 101

e. Press the "PROG. PATT." key to save the new pattern.

f. Program session (refer to section C, p. 15, Creating a
Session), or enter the game pattern and begin the game
(refer to section IV, p.28, Running Individual Games and

Sessions).

2. Programming a Group Pattern
A "group pattern" is a list or group of individual patterns with
multiple winning combinations. This function can be used to

create large groups of
patterns. There are up to
400 winning combina-
tions possible.

a. Press the "PROG.
PATT." key.

The display will read:

PRESS 'PROG/GROUP’
KEY TO COMBINE PRE-
PROGRAMMED GAME
PATTERNS OR PRESS
'ENTER' TO PROGRAM
AN INDIVIDUAL GAME
PATTERN(CSD

1 4 Statesman™ Bingo System Manual




EMTER A PATTERM #
FROM C181-31997:

b, Priss the "PROG./
GROUP key.

The display will read:

PATTERN HUMBER 181

L) L] a a
L) L] @ @
Ly L) ] @
L] L] ] L]
5] L] ] L]
EMTER PATTERMN 1!

¢ Enter a game pattern number.
d. Press the "ENTER" key,

The display will read:

(101 is used as an example
in this game patbem)

¢.  Enter your game pattern numbers either from the boilt-in
patterns (1-1000 or From individual game patterns you've
created (101-199). Refer to note.

f. Press "ENTER® after each pattern number is entered.

g FPress the "PROG. PATT.” key to save the patterns

Lise the "Prog,/Group” function ko program game patterns

with 21400 valid bingo combinations by combining
individual game patterns from those supplied by the
factory or created by yourself. Refer to note.

C. Crealing a Session

Thiz system allows you o program 15 sessions. Each session
allows you 1o program up to 50 games. For each game in 2

FLEASE EMNTER A
SESSION MLMEER
FROM 1-15:

BERLiON, YOU may program up o
5 different patterns to be played
on the same card. This is also
called a "Progressive Game.”

1. Press the "FROG./
GROUP" key.

Thee display will read:

PLEASE EMNTER A
SES5I0M HNUMBER
FROM 1-15:

PLEASE ENTER A
GAME MNUMBER
FROM 1-58:

2. Enter a session number
{1=15,

3. Press the "ENTER" key

The display will read:

4 Entera game fumber

|EROG.
GROUP

MUMERIC

KEYPAD

@ [

Mata: If the selected group patiem
nirmber has been previously
prograryned a8 an nahrdual
pattemn, the display will read: “Your
selection is not a grouped game
pattern. Press the 'CANCEL"® key
fo guil oF press ‘ENTER' o

overwrire, "
PROG,
PATT.

Norfe: The system does nol allow
the grouping of previously grouped
patterns any game patterm wilft
mare than 20 winping combing-
tigns} with odther patierms. For
exampla; Pafterri # 36 (Doubile
Hingo-a grouped paniem) cannod
be grouped with Pattern # 69
{Postage Stamp).

MNUMER-

KEYPAD

HUKERIC

KEYPAD

Statesman™ Bingo System Manual 15



|EHTEH|

Press the "TENTER

PATTERNS: 1 Q<

2 (%]

3 (%]

4. (7]
Py 6. Press the "GAME emememmao22_0 ____
PATT." key. DOLLAR VALUE: _ _©__
il ¢ BALL_TIMER: @~~~ "~

The display will read: ENTER A GAME

key ShpsTon: 1 Sohecs
FAlT TERNS: 1 [
Thee display will resd 3 ::
1 &
__________ A N,
DOLLAR VALLUE : @

HALL TIMER: ©

SESSION:1 GAME : 1

PATTERN #:

NUMERIC

KEYPAD 7.

| ENTER | 8.
GAME | (ST EHTEFI]

BALL | (TR EHTEHI
| TIMER | KEYPAD | 10

DOLLAR| [AVINTCTT !
ENTER
| VALUE | KEYPAD
MNEXT
GAME

;

[SF'EEFM] _EXIT 11.

16 Statesman™ Bingo System Manual

Enter a game pattern number either from the built-in list
(1-100) or from the game patterns you have created on
your own (101-199).

Press the "ENTER" key. The cursor "<" will move down to
the second pattern to be programmed. (If you do not want
to program a progressive game, skip to step # 10 now.)

To program your second pattern of a progressive game,
press "GAME PATT.” key again and type in your next
pattern number. Press "ENTER" and continue program-
HHW[MJHmM|wh|ﬁ"nlpnnl"hu'h4|nuunlm
thal jrame

To enter the "BALL TIMER" and "DOLLAR VALUE" data,
press the corresponding key on the keypad, enter the data
and follow with the "ENTER" key.
For example: To select a dollar value of $50, press
"DOLLAR VALUE," press "5", then "0", and then
the "ENTER" key.
Another example: To select ball timer, press
"BALL TIMER," enter a value from 1t0 99,
followed by the "ENTER" key.

Program additional games (up to 50) for that session by
pushing the "NEXT GAME" key and continuing, starting
with step #6.

After completing your last entry, press the "SPECIAL" key
followed by the "EXIT" key to save the program and
return to the manual mode.

Once the session is programmed, it is retained in memory
and may be changed at your discretion



D. Quick Reference Guide
- Programming an individual Game pattem

1.

2.

o

10.

11.

12.

Turn the "POWER" switch on.

Press the "ENTER" key.

Press the "PROG. PATT." key.

Press the "ENTER" key to program individual game pattern(s).

Enter a game pattern number between 101-199. See note
and proceed to step 6.

Press the "ENTER" key.

Using the BINGO face keypad, type in the desired
pattern. See note.

Press the "NEXT PATT." key to enter up to 20 possible winning
game pattern combinations.

Using the BINGO face keypad, type in the desired

pattern. See note.
Press the "PROG. PATT." key to save the created pattern.

Record your newly created game pattern on your pattern work
sheets (pp. 24-27) for future reference.

To view or review previously programmed game patterns,
press "GAME PATT." key followed by game pattern
number and the "ENTER" key.

EXAMPLE: Creating a "CRAFY T multiph win pathemm

1 Presa the "PROG. PATT." key

2 Press the

ENTER" Jory

1 Enter a game pattern number between 101-199. See note

and proceed to step 4.
i ;ress the "ENTER" key.
1. Press in""T "pattern on the BINGO face keypad.
1. Press the "NEXT PATT." key.

Press in "~ "pattern on the BINGO face keypad.

5. Press the "NEXT PATT." key.

% Pressin"] " pattern on the BINGO face keypad.

POWER

1
PROG
[EHTEH] [ g } [EHIEH
A
NUMERIC | ST
KEYPAD

Mara: i Fou ave ssecied 8
!,,l.'.'Jl_.L:ll,lr_.' paltem. Fross "LANCGEL®
fo quit ov "ENTER" fo ovenwrie the
oid game patfarn

PATT

NUMERIC
KEYPAD

GAME
PATT

Aafa: Y arlinrg & game pathern wilh
up fo A0 multiple winming paiems
T POSSIENS WInmng commianalons
must be enlered al this ime, For
Quime pafferms with more ifan 20
mulfiple winning game pahems,
plogse rafer o Section B2- Pro
grarmming 8 Group Patlern (p. 14)

PROG.
ENTER
MLUMERIC
KEYPAD sraldagd

MNEXT
FATT.

NEXT
PATT

el
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NEXT
PATT.

BINGO

PROG
PATT.

RS

Mote: If vou have selecled 8
grouped pattermn, Press "CANCEL®
fo guit or "ENTER® o ovanwmie ihe
thed Gamna paEitam

H enren [Prog
-

L_F‘A'I'I'
POWER

[ F'F“-"GJ | ENTER |
GROUP

NUMERIC
KEYPAD

HUMERIC
KEYPAD

PROG
PATT

e =

I GAME
PATT.

HUMERIC ENTER

KEYPAD

@ 0

MNoda' Game pallem maman

cannal axcdod 400 possible |'"'||.;-e:
combinations. Praviously grouped
garma pailterng such as 36 37, 80
and 81 in the game paitern
{op. 20-23] may not be grouped

10. Press the "NEXT PATT." key.
11. Press in "} " pattern on the BINGO face keypad.
12. Press the "PROG. PATT." to save the patterns.

E. Quick Reference Guide
-Programming a Complex Game Pattern

1. Turn the "POWER" switch on.

2. Press the "ENTER" key.

w

Press the "PROG. PATT. " key.

b

Press the "PROG. GROUP" key.

5. Enter a game pattern number between 101-199. See note.
Note: Your selection is not a grouped game pattern—press the
"CANCEL" key to quit or press "ENTER" to overwrite.

6. Press the "ENTER" key.

7. Enter numbers between 1-100 from Statesman pre-programmed
game patterns pp. 20-23 or those that you have previously
programmed (game patterns #101-#199, pp. 24-27).

8. Press the "PROG. PATT" key to save the created pattern.

~

9. Record your newly created patterns on your game pattern work
sheets on pp. 24-27 for future reference.

10. To view or review previous programs, press the "GAME PATT."
key followed by the game pattern number and the "ENTER" key.

18  Statesman™ Bingo System Manual



F. Quick Reference Guide

-Programming a Session

1. Turn the "POWER" switch on.

2. Press the "ENTER" key.

3. Press the "PROG./GROUP" key.

4. Type in your desired session number between 1-15.

If you are programming a new session, enter "1" to begin with the
first game in that session.

5. the "EMTER" ki

6. Tvpe L vour desived pame nuwmiber between 1-530. See note.

7. Press the “ENTER" key

B, Press the "GAME PATT." kev. See nole.

9. Twpe in g pame pattern number from 1-1949

10 Press the "ENTER™ kv, See nole

I. Press the THILLAK VALUE key

12 Type in vour payout (L e. for $50.00 payout, type "S07)

13. Press the "ENTER" key

14 Press the "“BALL TIMER" kiry
Type In the desired time interval between ball calls from 1-94

16. Press the "ENTER" by

|7 Press the "NEXT GAME" key to program the next game in your
session.

18. If you are programming a progressive game (one that has more
than one payout and/or pattern), each pattern must be entered
now. Go back to step 8 and continue until all patterns are pro-
grammed.

19. Press the "SPECIAL" key to save your programming.

20. Press the "EXIT" key to exit the session. Your screen will return to

the manual game screen.

Statesman™ Bingo System Manual

-

B HUMERIC ENTER
KEYPAD

HUMERIC | ¥ 53]
KEYPAD
GAME
PATT
NUMERIC |RST e
KEYPAD

DOLLAR
VALUE

o

NLUMERIC ENTER
KEYPAD
|
BALL
TIMER
HNUMERIC | ENTER
KEYPAD

NEKT
GAME

———

SPECIAL}-| _EXIT

Note: The dollar value that you enter
is not progressive. In other words,
the last value entered will replace
values entered for previous pat-
terns. The system will prompt the
caller to update the value as needed
for specific patterns by flashing the

dollar amount.




| |
Letter H

11

®s

I
Lelter M

G. Statesman Pre-Programmed Game Patterns 1-25
4

Later C Lesttas F
7 8 9
L)
] ® %i
Lefter | Lefter J Lefter K
12
@
Letter N Letter R
18 19

20 Statesman™ Bingo System Manual

Crazy C
(4 possible
combinations)

] | e _®
. | )

L ® @

Lelier W Leftar X
23 24

|

[ )] I
S A

Crazy H Crazy L

(2 possible (4 possible

combinations) combinations)

0@
Lefter L

Lttesr Y

Crazy T
(4 possible
combinations)



Statesman Pre-Programmed Game Patterns 26-50

Any Horizondal Any Vertical Anchor
(5 ible (5 a
combinations) combinations)

Block of Nine
(9 possible {or Blackoul)
combinations)

39

Double ingo Double Bingo DPerm 1 * DParmm 2 * DPerm 3 *
w/0 4 corners wilh 4 comers (Any 2 lines) {Any 2 lines) (Any 2 lines)
(68 poss. comb.) (80 poss. comb.)

DPerm 4 *
(Any 2 lines)

Double Plus Diamond Diamond
(2 poss. comb.) (Large) (Small) -

* THESE GAME PATTERNS ARE USED TO BUILD THE DOUBLE PATTERNS 36 & 37

Statesman™ Bingo System Manual
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22

Statesman Pre-Programmed Game Patterns 51-75

51 55
- 1| —— -1
Foul Cormers Inclian Siar

56

Insi Corners Kite (Small) Crazy Lg.Kite Crazy Sm.Kite
(4 possible (4 possible
combinations) combinations)
63 65
. |09

4 s |
:_.!: :'?.
[ X ]
—
Layer Cake Lucky 13 Ploid
66 70

x ——
Plus Sign Picture Frame Picture Frame Single Post. Stamp Double Post. Stamp
(Large) (Smail) (Comers, 4 poss. (Corners, 6 poss.
' combinations) combinations)

71 72 FE

Tric'ple Post. Stamp Crazy Regular Bingo
(Corners, 4 poss. Pyramid (with 4 corners, :
combinations) (4 poss.comb.) 13 poss. comb.) poss. comb.) way, 18 poss.

combinations)

Statesman™ Bingo System Manual



Statesman Pre-Programmed Game Patterns 76-100

Single plus Standard Bingo
4 comers (No 4 comers,
(12 poss. comb.) 12 poss. comb.)

n—
Trllale Bingo 1 Triple Bingo 2 Tp2* Tip3*
with 4 corners No 4 corners
(286 poss. comb.) (220 poss. comb.)
89
Trip 7 * Trip 8 *
21 95
Trip9 * Trip 13 °*

Trip 14 * Tip 18 ° T-Bird Xmas Tree

* THESE GAME PATTERNS ARE USED TO BUILD THE TRIPLE PATTERNS 81 & 82

Statesman™ Bingo System Manual
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H. Operator's Worksheet Game Patterns 101-125
101 102 103

106 107 108
15 1 =
m 112 113

121 122 123 124 125

24 Statesman™ Bingo System Manual



Operator's Worksheet Game Patterns 126-150
128

126 127

_ 132 133

. 1_38 139 _ 140
Lﬂ _ 143
144 147 148

Statesman™ Bingo System Manual

25



Operator's Worksheet Game Patterns 151-175

152 183 154 155

161 162

168 169 170

173 175

26 Statesman™ Bingo System Manual



Operator's Worksheet Game Patterns 176-199

174

Ly

178

181 182 183 184

™1 1972 194 175

196 197 198

Statesman™ Bingo System Manual
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Nota: When placing bails in the ball
tray, be sure to pross the bal down
urtti you hear an audible beap.

=B

POWER

s

| I

MNUMERIC

Mate: The numenc disglay an fhe
flashboard will show the game
nurmber between gamas and will
avtomatically switch fo the fofal
numibrer of balls called wilh fha
calting af the first ball.

IV. Running Individual Games and

Sessions

Al Manual Game

1. Turn the "POWER" switch
on.

2. Press the “ENTER" key.

The display will read:

suwm MANUAL GAME : ;I
DOLLAR VALUE :

You may now enter the data
for the game patterns, dollar
value or ball timer via the
numeric keypad.

3, Toenter any data, press the "GAME PATT,,” "DOLLAR VALUE"

PATT: ©= |BINGO
&
o
- S il
5]

LAST CalLL: @a)TIMER

.....

# of BALLS: O)= 5

or "BALL TIMER" key and select the desired value or pattern

using the numeric keypad.

4. Complete each selection with the "ENTER" key.

B. Programmed Session

1. Turn the "POWER switch
on.

2. Press the"ENTER" key.

3. Press the "RUN PROG."
key.

The display will read:

4. Enter the seasion number
using, the numeric keypad.

3. Press the "ENTER" key.

The display will read:

ENTER THE SESS5ION
MUMBER C1=152:

EMTER THE GAME
HMUMEER (1-5@70:
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PATT: 78 < BINGO
37 R

7. Press the "ENTER" key.
67 |1iit:

SESSION: 1 GAME: 1 6. Enter the g.ame number using
DOLLAR VALUE: $100 the numeric keypad.

MUMERIC

KEYPAD

] ENTER

-
N

LOWER

Note: If "NEXT PATT." is pressed
too many times, continue pressing

g <@ The display will read:
;Ai-; g:tt; . IIME; (The numbers shown here
are examples.)
8. Turn on the "MIXER" switch.
9. Turn on the "BLOWER"
switch.
SESSION: 1 GAME: 1
DOLLAR WALLIE : 81 10. Begm the game. [ HEXT
PATT: 78 BINGOD PATT
3?’ 3 L] - - - |
&7 - - 11. Use the "NEXT PATT." key to
B e move the cursor to the next
@ .. = game pattern.
LAST CALL: TIMER
# of BALLS: = i3 The display will read

.

The game pattern number display will show the cursor next to
the game pattern number currently in play and the screen will
display the game pattern selected.

12. You may elect to change the dollar value to correspond to
the progressive game pattern at this time: select "DOLLAR
VALUE" enter in the desired dollar value using the numeric
keypad and press "ENTER."

13. When you are ready to move to the next game in your session,
press the "NEXT GAME" key, followed by the "ENTER" key.
(Refer to the illustration for

the proper procedure to
PLEASE CLEAR THE return balls to the mixing
BALL TRAY NOW chamber. You may press the
AND OPEN HBALL GATE "CANCEL" key to resume
PUSH *‘ENTER' TO your current game if the
CONTIMLUE "NEXT GAME" key was
DR "CANCEL® TO EXIT pressed in error.
The display will read
= 14. Begin the next game.
PRESS 'ENTER' TO
CANCEL THE SESSIOM . :
OE ANY DTHER KEY To exit the sess'uon, press
TD RESUME THE GAME the "SPECIAL" key followed
by the "EXIT" key.
The display will read

the "NEXT PATT." key until the
cursor corresponds with the desired

game pattemn.
| {pOLLAR EMTER
| | vaLuE

Note: If "NEXT GAME" is préssed in
error, press "CANCEL" to return to
previous game.

[
H MEXT ENTER
GAME

ALY T
pesesssaReRRRRReR]
NESSSSSROOREERRS
GCeSSsSORRRRRRRRS
LA LITTI TR LY L

MUMERIC
KEYFAD

Note: To clear the ball tray, push the ball
tray release tabs fully forward and open the

l gate to retum the balls to the mixing
chamber.

|5PE Elnt\ EXIT _

Note: If you choose to push the
"ENTER" key and exit the
session, the system will return to
the manual game screen display.
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CANCEL
CLEAR

=

NUMERIC
KEYPAD

ENTER

Note: Changing of pre-programmed
data is a temporary change of data
and will display pre-programmed
data the next time the pre-
programmed session is called up.

GANE
FATT.
o NUMERIC
RN P AD
ENTER
, T———

. ” —
BALL |DOLLAR|
TIMER | VALUE |

A

Canceling a Ball

If a ball has been inserted in the wrong numbered slot:

1. Remove the ball from the
incorrect ball tray slot.

2. Press the "CANCEL" key.

In:nqimtﬂ“huc

3. Type in the number of the

ball to cancel using the numeric keypad.

4. Press the "ENTER" key.

i : I
| hax dbispiay will read

The incorrect number will
disappear from the flash-
board and the total number
of balls called display will
decrease by one.

SESSION: 1 GAME: 1
DOLLAR Wl L £100
PATT: 78 . BIMGOD
3? ELat T Tl
&7 T
@ .
(5] A
LAST CaLl o TIMER
M of BALLS Tk ]

The timer will begin to countdown.

5. Insert the ball into the correct ball tray slot.

6. Resume game.

Changing Pre-Programmed Data

The pre-programmed data may be temporarily changed at any time.

1. To enter a new pattern, press the "GAME PATT." key.

2. Enter the new pattern number using the numeric keypad.

3. Press the "ENTER" key. The screen will display the new pattern.

The same may be done for the ball timer and dollar value

amounts.
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VERIFY OPTIONS: E. Verifying a Bingo

0 = DAB ALL PERM When a player calls "Bingo:"
W o= WIN TALLY

o CANCEL o |:.|u1r

1. Press the "VERIFY" key.
ENTER ANY STANDARD

FACE HUMHBER The disgilay will resd:

| Mots: The Statesman system will
autommatically vty a8 BINGO from
| slandard papar Lnless you choose

— | "D for Dab-All ™ paper
VERIFY QPTIOMNS N 2. Enfer the free-space mumbser using |
e p— the mamierc keypad friom the card | .
o = ETEI: TH_l ¥ aof the perion who called "BINGO." | NUMERIC

EMTER ANY STAMDAHD
FCk

NLBEHE T | 5"}”

Fhe disgilny will remd:

W fuslgn
or CANCEL to guit KEYPAD
T
L
!

3. Press the "ENTER" key.

The |Ii-=.pl.1.\.' wrill read
BII[N[G[ O] .
11 (2331 | 51 I (This winning bingo face is used Mota: N the systam only vediies 1
132221 73] N as an example.) 27000 sevies, 1-36 000 seres or 1+
e N 45000 senas papar, call your
6 |30 _'5.,“ 61 E The screen will flash the word mistribeior for & Capiol bingo 54,000
2 /A a3sa8l70| R/ "WINNER" if that free-space sovias pevm upgrade ki
= 27|33|56|75 number is indeed a winner.

| JFES, SPACE = sA000 ’

- 4. If you have another bingo to m
VERIFY OPTIOMNS: verify, press the "ENTER" key.

D = DAB ALL PERM The display will return to the
W = WIM TALLY

” . k4 "
or CANCEL to auit Verify Options" screen.

Motg: If 2 valid bingo &5 dedeciad
ENTER ANY STANDARD Yhe display will read anly the valid garne pattern baks will
FACE WUMBER: e be higivigiied. I no winner is

You may continue to verify other | JEfEcied, all halls called an ihe
bingos by entering additional free- | ©/70% fasE Wil b fughigiited on fhe
space numbers. Refer to steps 2 & 3 | 574r®

above.
CURRENTLY © 2 5. If'you lTave more than 1
WINNERS DETECTED- WIRnET In a game, you may
IF DIFFERENT, ENTER press the "W" key and the
MEW NUMEER OF "ENTER" key to calculate the
WINNERS ¢

payouts to each winner based
on the dollar amount previously |
entered for the game.

I b disgibay will rewmd
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MUMERIC
@) | \

Note: If you choose to enter more
than one game pattern, simply press
the "NEXT PATT." key to move the
cursor to the next pattern to be
entered and then continue starting I
with step 3.

|
CAMNCEL
’—- [;'”E“| [CLEHH] '

%
POWER
| EnTER
— —,
| GAME NUMERIC
ENTER
PATT KEYPAD |
i P | R—
r‘_‘_‘-\.
DOLLAR E‘é‘::iﬁé': ENTER
| VALLE ,
= R —_—
| BALL LV A3 | ENTER |
| TMER | EHIEET | ] |

MIXER BLOWER

NUMERIC
KEYPAD

If your total number of
winners does not correspond
to the systems total, enter
the new number of winners
before pressing the
"ENTER" key.

EACH OF THE 2
WINMERS GETS £50.00

EEY TO
TD YERIFIER

FHESS ANY
HRETURN

This di: |'|.|'. will read

6. To exit the verify mode,
press the "ENTER" key and
then press the "CANCEL" key.

F. Quick Reference Guide
-Running a Manual Game

1. Turn the "POWER" switch on.
2. Press the "ENTER" key.

3. Press the "GAME PATT." key, then enter your game pattern
number using the numeric keypad and then press the "ENTER"
key. See note.

4. Press the "DOLLAR VALUE" key, enter the dollar amount using
the numeric keypad and then press the "ENTER" key.

5. Press the "BALL TIMER" key, enter the value of time using the
numeric keypad and then press the "ENTER" key.

6. Turn on the ball mixer switch, then the blower switch.

7. Begin the game by calling balls and inserting them into the ball
tray.

8. After a valid bingo has been detected, refer to section H, Verifying
a Bingo (p. 33), and when the game is over, press either the "NEXT
GAME" key followed by the "ENTER" key to proceed to the next
game pattern. Or, if you wish to exit the session, press the
"SPECIAL" key and then the "EXIT" key.

Quick Reference Guide
-Running a Session

1. Turn the "POWER" switch on.
2. Press the "ENTER" key.
3. Press the "RUN PROG." key.

4. Type in the session number (1-15) using the numeric keypad and
press the "ENTER" key.

5. Type in the game number (1-50) using the numeric keypad, then
press the "ENTER" key.
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6. Turn on the ball mixer switch, then the blower switch. [ — |

7. Begin the game by calling balls and inserting them into the ball
tray. ‘ |
: ! I |I |
8. After a valid bingo has been detected, refer to section H, Verifying o | a—
a Bingo (p. 33), and when the game is over, press either the "NEXT MIXER BLOWER
GAME" key followed by the "ENTER" key to proceed to the next

game pattern. Or, if you wish to exit the session, press the
"SPECIAL" key and then the "EXIT" key.

H. Guick Relerance Guldn
-Varitying o Bingo

VERIFY
Press the "VERIFY™ L |

- I l-. A
2. Enter the free-space number from the bingo card face of the person MNUMERIC T |
whio called "BINGCL” then press thie "ENTER” kry KEYPALD I| -
| | TER" ks LEmAm 0L g fneEdl o weErly other ng ‘
called 1n thot gamme | EMTER

I. Press the "W" key to calculate the payout to each winner, followed

-

by the "ENTER" key. @ [ ENTEA
5. To exit the verify mode, press the "ENTER" key followed by the — -
"CANCEL" key. i (FNTEFI ~ |CANCEL|

V. Special Functions =

A. Entering a Wild Number -
N |91=Ecm'|.
1. Press the "SPECIAL" key.
1

]

r_w_lE T e 2. Press the "WILD #" key. I WiLD & |
. & A S R R
= ENTER NUMBER 4 i 1 I PR AL - -
. ::Ir ‘D" |:}: { !.-:'|'~ Note: Another way to enter a wild
T : : 3. Wild number options: number is to press the ball
YERTTT 70 RESUME ENTRY - - switch(es) with your finger. Keep the
' a. Use "W" before a single digit ~ switch depressed until you hear a
to call all balls ending in that ~ beep. The number will light up on
digit. the flashboard. Continue to press
For example: (W3 =3,13,23, additional ball switch(es) as needed
33, 73) for multiple wild numbers.

b. Use "W" after a single digit to call all double-digit ball
numbers beginning with that digit.
F le: 3W =30, 31, 32,.......39 .
or example: ( 30,31,3 ) Note: The wild-number feature may
¢. Use "D" to call all odd numbers. be temporarily used to override a
defective ball tray switch.

d. Use"S" to call all even numbers.
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ENTER

SPECIAL m
0

4 (4

Note: Tear Open flashboards will
retain balls called while Bingo
flashboards will clear for it
regular game.

SPECIAL

ENTER

HEXT
GAME

SPE

RECALL

ENTER

8D EEE Bl

e. Enter any 2-digit number for a single wild number.

4. Press the "ENTER" key. If multiple wild numbers are desired,
enter as many numbers as you want and then press the "ENTER"

key.

} 5. When finished, press the

i "SPECIAL" key and then the e e
"EXIT" key to exit this mode. DOLLAR VALUE: B
The display will read sl ﬁ il r:'”'“
i @
@
L g
LAST CalLR 3] TIMER
# of BALLS: #]= @
B. Tear Open Save and Recall
1. Saving a Tear Open
Game
After calling a specified
number of baus (40_50): TEAR OPEN GAME SAVED
" . PHESS ANY KEY
a. DPressthe "SPECIAL 'O COMTINUE
key.
[ Presa the "SAVE" kiy
The display will read;
The game will be
saved.
¢. Press the "ENTER" key.
d. Press the "NEXT
GAME" key.
. Press the "ENTER® kev
2. Recalling a Tear Open
Fame TEAR OPEM GAME
Press the "SPECIAL RESUMED
kery PRESS AMY KEY

10 COMTIMNLUE
b. Press the"RECALL"
key.

The display will read

c. TPress the "ENTER" kew

All data will be restored and
all flashboards will display
the Tear Open game information.
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; Mofa: Time and dale DrograrmiTimg
PRESS 'D" FOR DATE C. Time & Dale Progromming | s guaiatie only in the manual mode

OR:'*ENTER" FOR: “TIME | ar at the ime of power-up.
1. Programming the Dale

a. Press the "SPECLAL" ke, |

b |'1'|_-_\-|'\1||1|' CLOCK! Ilﬂ'.
Thie display will read -I
c. Press the "D" key for date
and the system will
prompt you for the
following: Mate: Enfar data as 2-digit nismbers,
Month for exampla, "01° or "90. " Whan liwa
Day seqpiience 1§ complala, e spsham
Year will resfiirn fa the game manual

SCrean

d. Use the numeric keypad to enter the requested
information.

| MNUMERIC

e. Follow each entry with the "ENTER" key. | KEYPAD
2. Programming the Time [
a. Press the "SPECIAL" key. ‘

b. Press the "CLOCK" key.

c. Press the "ENTER" key for time and the system will
prompt you for the following:
Hour (use 24-hour military time) MUMERIC
Minute KEYFAD

d. Use the numeric keypad to enter the requested
information. - ENTER

e. Follow each entry with the "ENTER" key.

Nofe: Time and oate are appropnate

All values that are entered are permanently saved and iy i umwg 9 priniar oplion

automatically updated with time in the system memory. Opera-
tors may change or reset the time and date at their discretion. ‘

D. Auto Call or Random-Number

Generator (optional feature) !
When this mode is used, the computer will randomly choose a

selected number of balls. (This is a no-charge optional feature. Please
consult your distributor for legal restrictions.) .
. £

1. Press the "SPECIAL" key. ‘

fMate: If the sysiem prompls you with
8 massage " ivs aotion not avainr-
atve, " press any kay D el
Consull your disinbutor fo onder ffws
ophon ¥ is legal in our junsmehon

2. Press the "RNG" key.
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MNUMERIC
KEYPAD

AUTO

1]

S

F,

Slaresrman Bingo Syster: npg_qrrr_'ln.-
Smxxion: 3 Oame: B Time: 8:21 Do 2-28-93

AOT BALL TEERGT BALL TIMEROT BALL TiME®IT BALL Tim
REE M OEn I n o o oen
kR E el EEL Y M B3 N M KR

i M BEE WM O EM U Odn B iy H M

T M BRSO T R 1S A B M BN
L I M oA ERMCIB MY BET R M N
Rl ¥ B ORI M) HLE B (]
VEREFY B:28 Foos 4500 W LRI Y
P _ A ] PATTERH
i i ['=- el ] - — —
' - = L__ N N N N ]
44 E -
oo + 8 8 8 @
1 H I - -
B H

The :‘|I*—-P|.'|'.' will repad-
- EMTER TOTAL NLMHER

. == OF BALLS TO CALL
. Enfera mamber from 1-75

EMTHRY :
Preus the "ENTER" kev, The
syetem will now randomly call
the mumber of balls yoi've
chosen., Call speed is
determitied by the ball timer

Changing the Ball Timer Mode

When the power is turned on, the Statesman system is automatically
set for the ball activated timer mode. The timer will reset only when a
ball is inserted into the ball tray. The ball timer mode is changed
between constant and ball-activated modes by pressing the
"SPECIAL" and "AUTO" keys.

e

1. Constani limer mode COMSTANT TIMER MODE
SELECTED FRESS ANY
HKEY T HETURM

i Pross the “SPECIAL

L‘.1-'|'
b. Press the "ALUTO key

The 'I"'F'I"" werll e

Press the "ENTER" key

2. Ball-octivaled mode
BALL ACTIVATED MMODE
A, U'ress the "SPECLAL SELECTED PRESS AMNY
KEY TDO RETLURM

Ilu.'_l.
Press the "ALITOY key
The display will read

g, Press the "ENTER” key

Printed Audit Trail and Summary of Balls Called
(w/optional Printer)

1. Audit Trail: Prints out all vital game statistics.

a. Be sure the printer is installed with an ample supply of
paper, the communications cable is installed properly, the
power switch is on and the printer is "ON LINE."

b. The printing of Audit Trail is automatic with play of the

bingo session.
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2. Summary of Balls Called: Prints out the frequency of
each ball called during the current play of bingo.

a. Press the "SPECIAL" key. |5 F‘EC‘AL|

b. Press the "PRINTER" key. The

= summary is valid for the PRINTER
duration that the machine is

on. Each time the system is

turned off the ball summary

memory is cleared.

i
|

Mote: This funchion is only avafable

The -‘1.--"'-1.|', will read
in (he manual modes

The hard copy will print

G. Testing the System

DIAGHOSTIC MMODE by
HIT ANY KEY TO EXIT 1. Press the "SPECIAL" key. SPECIAL
Press the "TEST" key. s

All flashboard lights come on. _TEST
Ihe display will read Ig‘
Ir'_"\-\.

| ' Press the "ENTER" to leave the ENTER

g test. ——

H. Speed Bingo LTI IS,

VI. S€rvice
A.

AES T TR R LR Y T

1. Drop the balls. MIIITIIITTITTTIY Y p
CeSeReNOORBEREN iE‘-F'E“{:IM
2. Press the "SPECIAL" key. infhabethok shehedogedade s Sty
L Npts- To cvesr tha hail ngy. push fhis ba 1
3. Press the "RESUME" key. frimy releane laba Akl fonsard ani apen e [HLEUME

Jabs o hedur B Dl [0 e Madifig
fambes L -

This feature is used when the same game parameters are used
several consecutive times.

Cleaning Your Statesman Bingo System
Periodic servicing of your Statesman Bingo System should include
cleaning, polishing and light-bulb replacement. Recommended

cleaning agents for the console and flashboard are: Caution: Always unplug the

Statesman console and flash-
Console, Wood Surface b;’” dlbtefore performing any type
Use any high-quality wood and furniture polish. Liberally of malnenance.
apply with a clean soft cloth. Polish frequently.
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Console, Painted Surface

Caution: Always unplug the Use a mild soap solution or mild cleanser. Harsh cleansers or
Statesman console and flash- solvents may damage the paint or lettering. Follow with an
board before performing any type automotive-style polish for additional protection.

of maintenance. Console and Flashboard Acrylic Surfaces

Use only a mild soap solution such as liquid detergent with a

— clean soft cloth for best results and protection of the surfaces.
Note: Old English furniture polish

may be used to cover or hide any Flashboard, Painted Surface

minor surface imperfection. Use a mild soap solution or mild cleanser. Harsh cleansers or
solvents may damage the paint or lettering. Follow with an
automotive-style polish for additional protection.

Caution: The front of the flashboard

acrylic is a painted surface. Bingo Balls

Clean with a mild soap solution such as a liquid detergent.
Harsh cleansers or solvents may damage finish or lettering.
Dry the balls thoroughly using a towel. Insert towel-dried
balls into a paper bag with a small amount of talcum powder,
agitate the balls and shake off the excess powder.

Static Treatment
Lightly spray anti-static aerosol compound over the blower
base pan foam and inside the blower chamber windows to
eliminate static. (Caution: Be sure not to apply anti-static
compound to ball-catcher acrylic tube — this may cause the
ball tube to shatter.) Perform this treatment every few
months or when you notice balls sticking together or to the

71/2'S 120 VOLT BULB windows.

B. Changing the Mixing Chamber Light bulb

1 Open the mixing chamber access door.

TR 5120
VOLT BULB 2. Remove the acrylic panel covering the
L1

lamp by turning the two plastic tabs for clearance.
3. Turn the light bulb counter-clockwise to remove it.

. 4. Insert the new light bulb and turn it clockwise until
it is snug. Do not over-tighten the light bulb.

" 5. Replace the acrylic cover and lock it into position
with the two plastic tabs.

y ACRYLIC COVER

o i

ACRYLIC COVER . Changing Light Bulbs in the Flashboard

1. Metal Fabricated Fiashboards
a. Low Side Light Bulbs(B-7):

Remove three Phillips screws from the front of the power
pack panel, swing the hinged panel to the left and slide
out the acrylic panel approximately 6 inches. Firmly grasp
the acrylic panel in the center of both ends and gently
bow out. (See drawing A on the following page.)
Change the light bulb(s) as necessary.
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b. High Side Light Bulbs (8-15):
Remove the metal trim from the right end of the flash
board removing the five Phillips screws. Gently slide the
acrylic panel to the right. (Refer to drawing A.) Change
the light bulb(s) necessary.

c. Game Pattern Indicator:
Remove three Phillips screws from the front of the power
pack panel and swing the hinged panel to the left. Gently
slide the acrylic panel out to the right. (Refer to
drawing A.) Change the light bulb(s) as necessary.

2. Brass Annodized Aluminum Extruded Style Flashboards
a. 2"and 4" large numbered flashboards:

1. Remowve the reialning strip next to the vertical bing
lamips, This is sccomplished by gently pushing in
this lovw sldde acrsili lr1.|||-." while gr B Lthe retaining
sirip and gently pulling itout and o the right. (Refes
drawtne Bl Unoe tha strp is remove d. slide the acrvli
panes o gaim access o [he lght bualbs meeding
L i

N

. Change the light bulb(s) as necessary.

i

Slide the acrylic panels to their home position.

NN

. Re-insert the retaining strip.
b. 8"and 12" large numbered flashboards:

1. Open individual acrylic panels by locating the two
turn fasteners for each panel and twisting each '/4
turn counter-clockwise. Note: Power pack/game
indicator sections require the use of a Phillips
screwdriver. (Refer to drawing C.)

N

to release.

3. Change the light bulb(s) as necessary.

=

lock the velcro tabs.

5. Lock the acrylic panels in place by gently pushing in
and twisting the !/4 -turn fasteners clockwise.

¢. Tochange light bulbs:
1. Gently push light bulb in while turning counter-
clockwise. Socket is spring loaded and only requires

'/4 turn to release light bulb from socket.

‘2. Remove the light bulb from the socket.

. Gently open the acrylic panels allowing the velcro tabs

Caution: Always unplug the

| Staiesman consale and fash-

board before performing any fype
of malrtsnance,

Caution: Always turn the power
off when changing light bulbs.

de

)

#1820 28-VOLT BULB

. Close the acrylic panels and apply gentle pressure to | =55
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#1820 28-VOLT BULB

OLD STYLE BLOWER ASSEMBLY

CAGE BLADES

CAGE BLADES

4-FiIN POWER PLUG
{FEMALE RECEPTACLE]

4-PiN POWER PLUG
(MALF RECEPTACLE)

olatesman™ Bingo System Manual

3. Insert the new light bulb by gently pushing in and
turning clockwise. Twist !/4 turn to secure the light
bulb in place.

4. Additional light bulbs may be purchased from your
Arrow distributor or a local electrical or electronics
supply house.

When ordering replacement light bulbs for 2" high
number-style flashboards, ask for #1829 28-volt
miniature bayonet light bulbs.

When ordering replacement light bulbs for all other
electronic flashboards, ask for #1820 28-volt miniature
bayonet light bulbs.

. Servicing the Blower and Mixer Base Pan Assembly:
The blower motor and mixer motor should be lubricated
every four months or every 200 operating hours.

1.

f F"IH 1 [GAEEN) GRAND
FiM 3 (WHITE) EL_UWT;H MOTOR PIN 4 (BLACK) NEUTRAL

Unlock and open the right-hand-side blower
compartment door.

Disconnect the power plug located below the blower base
pan and pull the tray out of the console.

Lay the removed blower base pan assembly upside down
on a flat surface, remove the four Phillips screws (two
from each side) from the protective guard, and flip the
protective guard on its side.

Put a few drops of 20W oil into the two oiling ports
located on the top side at each end of the blower motor.

Oil the mixer by removing the two /4" bolts from the rear
plate of the mixer motor. Oil the felt pad, replace plate
and reinsert the bolts, being careful not to overtighten
them.

Check the blower motor squirrel cage blades for debris. If
dirty, loosen the cage from the shaft with an Allen
wrench and remove from the shaft.

Clean the blades with a small stiff brush, using soap and
water and towel dry. Reinstall the squirrel cage and check
that the blades are free wheeling and not binding.

Re-assemble and carefully slide back into the console with
the mixer arm pointing towards the front of the console.

Miake siire o re-compect the o i e 1l

FiIMN 2 {(WHITE] MIXER MOTOR



E. Troubleshooling

Before referring to the troubleshooting table, please check to see that
the following conditions are met:

1.

Check that all power and data connections to the system
are properly installed. Look for loose connectors or
broken wires. Do not attempt to service the control panel
in the Statesman console. Only trained service personnel
are qualified to work in this area.

If flashboard difficulties arise, check the power and data
cable connections to the flashboard. If power is being
supplied to the flashboards, either the vertical BINGO
lamps or the horizontal lamps for the game number
display should be on. If these lamps are not on, check the
primary power to the flashboards.

If flashboard primary power is present, run the TEST
function (refer to section G, p. 37) at the Statesman
console. When TEST is selected, the system will
illuminate all light bulbs on the flashboard. On the newest
Capitol flashboards, a diagnostic self-test runs at power-
up.

Consult the Troubleshooting Table (pp. 41-46)

If further difficulties arise, consult the factory service
center or an authorized distributor as listed on p. 59.
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Statesman Console Troublesooting Table Part 1

* Linit not phisgged
= Bad garvice ouflet

PRROBLEM CAUSE CORRECTIVE ACTION
# No consols power + Tripped service braoker * Resel service breaker
= Blown primary fuse = Replace with §-AMP AGC-3AG style fuse

* Plug system into 120V AC groundad wall outlet
» Have olectriclan repair unit as in desmed necassary

« Dipléctive mixer molor
» BlpwiEr conneclor loose

# fo Blower action = Blowmr motor swilch off # Turn blowsr motos swifch on
* Blgwn G-AMP fuse * Replacs fuse with B-AMP AGL-3A(G style fuse
& Dipdnatie blowar motor = Raplaoe blower motor with Annow part #1620
* Blower connectar loose = He-sani connecton (Rafer to section O p. 40)
# Digtective blower gwilch = Replace biower switich with Arrow part # 42523
# Mo mixer aftion = Mizer motor switch off = Torn rni=er miotor switch on

= Replacs tha mixar molor with Arrow parl #41630
» Ae-2ail conneclods (refer o section O, p4d)

» Prlrmary fuse blown » Bad fuss * Replace fuse with 6-AMP AGC-3AG styls fuse
¢ Defective blower motor + Raplace the blower motor with Armow parl #41820
= Defective mizar moto = Replace the mixar motor with Arrow part #41630
* Powier luse biown « Bad luss * Raplace fuse with 1-AMP MDL style fuss
* Detective PCB = Haplace ASX PCB
* Shorted transarb * Replace transorh with Armow parf #48927
» N compular power = Powier suiich aff = Tisrn pewer Svitch on
# Dietectiva Switch = Raplace switch with Arrow pan #42523
* Wiring harmess loose = Fg-seal connectors

* Mo kiypad response:

« Kayvhoard nod plugged in

= Kayboard hamess loose

* Inoparative kaypad switchies)
« PCB defective

= He-seal keypad connectar (reler fo p. 48)
= Re-soat keypad connectar (refer to p. 48)
= Raplace keypad

= Raplace ASYK PGB
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Statesman Console Troublesooting Table Part 2

PROBLEM

CAUSE

CORRECTIVE ACTION

= N flashboard operation. = Bystem sel fof In-process lask = Finish oparation
{e.0., TIME and DATE set)
« PCB defective = Reploce ASK PCB
* No LCD display # Cantrast adjustmen) down » Turm comirast up
» LCD conneclor loose = Ra-zanl connector {refer o p, 48)
» Computar not functoning * Raplace ASX PCH
= Datactive LCD display = Roplace LOD panal with Arrow pari #41987
* Mo hesper: = Voluma adjustment down = Turm valume up
= Bapper connecior loose ¢ Re-spal connactor (reter 1o p. 48)
« Dplective beoper = Replace besper with Arrow part # 49208
* No response to ball # Dielactiva hall tray switch » Raplaca defective switch with Arrow part # 42504
insartion: = Loose ribbon cable connection = Check connectors on switch bars
and the adapier PCB
» Bafl stays called = Dafective ball tray switch = Heplace defectve switch with Armow pari # 42504
after fray oleared;
* Mo video oulput; = Vidao cable defective = Replace or repair cable a5 is desmed necessary
= | pose or defectve connectors « Chack connactian or raplacd conneciod
s Camera failure = Repair or replace camera (refer 1o camera manial)
= Monitor fallure = Repair or replace TV monitor
(refer to TW/manitor manual)
« ideo scrambled: # Dafactive viden cable * Replace or repair cable a5 i degmead necassany
= TV systam driven = |n5erl RF madulalor
with incompatibée wideo signal
= Dpfective AC power outlet « Consudt local electrician
* Verifier not switching # Defective ASX PCB or video relay | = Replace AGX PCB
to camera: = Video connactions reversed

= Switch connections {retar fa p. 8)
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Statesman Flashboard Troubleshooting Table Part 1

PROBLEM CAUSE CORRECTIVE ACTION
= No flashboar power * Powear switch & off # Tirn swatch on (up position)

= Linit nol plugped into ouwtiat » Plug Imto & 120VAC grounded outiol

s Mo vollape at powar oulel » Chack outhat with tost amp or volbmetern, resef
circuit breaker, replace defective fuse or
eonsult plactricion

* Primary fuse defective * Replace fuse with & 4 AMP SLO0 BLO ACG 250 V
lusa

* Defective bridge rectifsar = Test bridge rectifier with & voltmetes, There
Ehdald be & meading of 28V0C betwean tho + & -
ierminils of biidge reéctifier. Replace defective
bridge rechitier with (35AMP BOOPIV)
Ao par] #41040

= [efective power swilch * Replace switch with Arrow part #42517

= Dedective power transformear # Test transformer with & volimeter
28VAL should be resd aoross the
unmarked of A terminals of the brdge rectifkr
it the voltage varies «/'-20%,
roaplace fransformer with Arcow part #42720

» Primary firse detective » Defective fuse = Replace fuse with a 4AMP 500 BLO

ACG 250 V fuse

» Dpfectivie socke? in vartical or
haripontnl bingo lghts

= Dimcannoct the « lsad off bridge ractifier
If fuse quits opening, examing lamp sockets
for sharted sockels or erossad wires.
Wil read about X2 shms f good

= Defective bridge rectitiar

= Haimawe unmarked of AC ieominals from bridge
Do mot |et fermianis todach; 1 fuse guits opening
replace bridge (3SAMP B0OP[V) -
Arrow parl #41940

= Defective power iranstormer

» Remava unimarksd i=rminals from Bridgs
Do not et terminals towch, 11 fuse continues to
open, change power transhommer -
Arrow part #2720
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Statesman Flashboard Troubleshooting Table Part 2

PROBLEM CAUSE CORRECTIVE ACTION
+ BINGO tamips on with = Dofoctrve data cable = Repakr ar replace data cable, Check for koose ar
no responss lnem consok dirty connegtions and frayed or brokan wires
» 1 AMP logic fuse blawn = Aaplace fuse with 2 1 AMP 5LO BLO ACG 250 W
fisge an ACRD PCB (Rafer 1o p. 51)
= Dalective PCB + Replace ACRED PCA in Hashboard
= Mo responsa 10 ball » Lamp failure = Replace mmp In flashboord - e #1820 for 4° ar
insertion in tray #1829 for 2° lashboard (Reder to p, 3B}
= 5CA / Darlington fallurg « Aefar 1o map comesponding to styla of PCH

Change SCR/MDarlington, SCA's must be
gasoidared to be replaced. To replace &
Darlington, use an |G pular or smadl SCraweriver
to gently pry the darlington out of the socket,
Beplace with Arrpw part #1947

» Lamp socket failure s Chack connections on back of lump socket
Use ahm meter to chack for a sharied lamp
socket, (0 ohms) Raplace delecthe sockat,
I goodd, mieter will read about 22 ohms

* ACRD PCB failure = Replace ACRD PCB

» Defechive crimp an ribbon cable * Cheack both ends of ribbon eable,
recrimp cannection or repiace ribbon cabls

& L amip stays (luminated = Dafective SCR/Darfingtan + Refer to approprinte map on p. PP 48-532
whan all tray is claarad Reptace SCRS Darlington with Arrow part # 41947
 Diplective ACRD PCA = Change ACRD PCB
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Statesman Falshboard Troubleshooting Table Part 3

PROBLEM CAUSE CORRECTIVE ACTION
= Flashboarg blinks ar = | nise daka cabils = Chitk both ands of the data cibls for lnise
lights Thcker connections or frayed wires. Replace sockels or
cable a5 necessary
= Incorrect PCA configuration + Reter to Darington map for corresponding PCE
configuration. Sot jurmpers on ACRD PCB for
specific application (Reter 1o p52)
# [pfectve ACRD PCB * Replace ACRD PCB
* Light= dim = Dirty plexiglas * Refer 1o p. 3B for cleaning instructions

= Dedective bridge rechiliar

» Check mabar. Shisild read 28V0C «-20% bebwiin
the + and - termingl. Raplace with 354 BO0IPY
Arrow parl #415940

= Low |ine voiage

« Check grounded outlel with voltmeter,
shoubd read above 105VAC, Consull electrician

+ Group of 30 lights out

= Defective secondary fuse

= Reder io lusa map an p. 57. Rapkace with a
3.2 AMP 510 BLO AGC 250 V fuse
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F. System Power Requirements and Fusing

Console: 120V AC @ 60HZ, 3.0 AMPS
Blower fuse: 6 AMP AGC-3AG 250V
Logic power: .1 AMP MDL 250V

2" and 4" Numbers Only Flashboard: 120VAC @ 60HZ, 3.3 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

2" and 4" Numbers and Game Ind.: 120VAC @ 60HZ, 4.5 AMPS
Primary: 4AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

2" and 4" Numbers, Game Ind. and Dollar Value Flashboard:
120VAC @ 60 HZ, 5.25 AMPS
Primary: 4 AMP SLO BLO 250V
Seconday: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

8" Numbers Only Flashboard: 120VAC @ 60HZ, 5.0 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

8" Numbers and Game Ind.: 120VAC @ 60HZ, 8.0 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

8" Numbers, Game Ind. and Dollar Value Flashboard:
120VAC @ 60HZ, 9.5 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

12" Numbers Only Flashboard: 120VAC @ 60HZ, 9.5 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

12" Numbers and Game Ind.: 120VAC @ 60HZ, 8.0 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V

12" Numbers, Game Ind. and Dollar Value Flashboard:
120VAC @ 60 HZ, 12 AMPS
Primary: 4 AMP SLO BLO 250V
Secondary: 3.2 AMP SLO BLO 250V
Logic power: 1 AMP SLO BLO 250V
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“VII. Wiring Diagrams

A, Console Primary Wiring
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C. Flashboard Data Cable Diagrams
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E. ACRC Darington Map
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G. ACRD Darlington Map
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‘ H. ACRD Darlington Map Detail
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I. 2' FB Primary Wiring Schematic - Numbers Only Only
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M. 2" FB Primary Wiring Schematic - Numbers and Game Indicator
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0. B FB Primary Wirng Schematic - Numbers and Game Indicaior
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Q. 2" FB Primary Wiring Schematic - Numbers, Gl and DV
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$. 8" FB Primary Wiring Schematic - Numbers, Gl and DV
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Capitol Bingo Equipment Limited Warranty

Set out below are the terms of the Limited Warranty made by
Arrow International, Inc. (*Arrow”™) in connection with the sale of
the Capitol Bingo Equipment (the “Equipment”).

1. Limited Warranty

Arrow warmants to the original purchaser ("Purchaser”) that
the Equipment will, for a period of TWO YEAR from the date
of original purchase of any equipment in the "Statesman®
product line from an authorized Arrow dealer, be free from
manufacturing defects in material and workmanship. Pur-
chaser represents to Arrow that no employee, agent, or
representative of Arrow (or of an Arrow dealer) has made any
representation or warranty regarding the Equipment except
as set out herein.

THE WARRANTY CARD MUST BE COMPLETED
AND RETURNED TO ARROW WITHIN 30 DAYS OF
PURCHASE FROM AN AUTHORIZED CAPITOL
BINGO EQUIPMENT DISTRIBUTOR FOR THIS LIM-
ITED WARRANTY TO BE EFFECTIVE. A purchase
receipt or other proof of date of original purchase must be
submitted with the Warranty Card and will be required before
warranty service is rendered.

This Limited Warranty applies to normal commercial use and
does not cover damage which occurs in shipment; failures
which are caused by products not supplied by Arrow, failures
which resuit from accident, misuse, abuse, neglect, mishan-
dling, misapplication, alteration, set-up adjustments or modi-
fications. This Limited Warranty does not cover any damage
to the Equipment resulting from failure to install in strict
conformity with both local fire and building codes and
reguiations, or if installation does not comply with the instal-
lation instructions provided by Arrow.

2. Disclaimer of Warranties

Arrow makes no warranties, express or implied (including,
without limitation, merchantability, fitness for particular pur-
pose, or against infringement of any patent), except as
expressly provided herein. The express warranties provided
herein are in lieu of and exclude all other warranties, guaran-
tees or representations, express or implied, whether arising
by operation of law or otherwise.

3. Limitation of Remedies

If the Equipment supplied does not conform to the Limited
Warranty set out above, Arrow will, at its option, (a) repair or
replace the Equipment, or part thereof, which is defective or
(b} refund so much of the purchase price as Purchaser has
paid for the defective Equipment, less 1/24th of the purchase
price for each month between the date of the purchase from
an authorized Arrow dealer and the date of the discovery of
the defect, provided that written notice of the defect and its
nature is given to Arrow as soon as practical after discovery
of the defect, but in no event later than 90 days from the date
of the discovery of the defect.

4. Limitation of Liability

The remedy of repair, replacement, or refund of the purchase
price is Purchaser's sole and exclusive remedy and wil
satisty alt of Arrow's liabilities, whether based on contract,
nec};\lligenoe. tort, product fiability, strict liability, or otherwise,
iN EVENT WILL ARROW BE LIABLE FOR INCIDENTAL
OR CONSEQUENTIAL DAMAGES, NOR WILL ITS INABIL-
TY IN CONNECTION WITH ANY EQUIPMENT OR SERVICE
SOLD (INCLUDING NONDELIVERY OR LATE DELIVERY
THEREOF) EXCEED THE SALES PRICE OF SUCH EQUIP-
MENT OR SERVICE.

5. Warranty Voided
Any obligations of Arrow under this Limited Warranty will be
deemed to have been satisfied if anyone other than an
authorized Capitol Bingo Equipment Dealer services the

Equipment.

6. Transfer of Limited Warranty
Purchaser may transfer its rights under this Limited Warranty,
subject to the terms and conditions hereof, to a buyer
(“Buyer”) from Purchaser of the Equipment. Thereafter, the
rights under this Limited Warranty are not transferable. For
the transfer by Purchaser of the Limited Warranty to be
effective, the following conditions must have occurred no
later than the 30th day following the date of resale to Buyer:

A. Purchaser must have complied with all requirements to
make the Limited Warranty effective as to Purchaser;

B. The Equipment (as an entire unit and as purchased by
Purchaser) must be transferred to Buyer; and

C. Bu?/’er must have submitted a new warranty card together
with proof of purchase by Buyer from Purchaser.

Upon an effective transfer of this Limited Warranty, Buyer will
be cofnsidered to be “Purchaser” for paragraphs 1 and 4
hereof.

7. Inspection
With respect to any claim that the Equipment is defective,
Arrow will be allowed a reasonable time to inspect the
Equipment, in place. if the Equipment is altered or removed
before Arrow has made such inspection or waived its rigggéo
do s?, the obligations of Arrow will be deemed to have been
satisfied.

8. Limitation of Actions
Any legal action against Arrow for a default of its obligations
under this Limited Warranty must be commenced within two
years from the date the Equipment was sold by anauthorized
dealer of the Equipment.

9. How to Obtaln Service

if a problem with this Equipment develops during or after the
warranty period, proceed as follows:

A. Refer to your Operator’s Manual and follow the Trouble-
shooting Table within the “Service Section.”

B. Contact the authorized Capitol Bingo Equipment Distribu-
tor from whom you purchased the Equipment.

C. Contact the Capitol Bingo Equipment Service Manager at
the most convenient phone number listed below:

1 (800) 321-0757 outside Ohio, but within the U.S.A.

1 5800) 537-3479 within the state of Ohio

1 (216) 961-3500 within the 216 area code or
outside the continental U.S.A.

1 (216) 281-5250 fax number in Cleveland, Ohio

SERVICE CALLS WHICH DO NOT INVOLVE DEFECTIVE
MATERIALS OR WORKMANSHIP AS DETERMINED BY
ARROW IN TS SOLE DISCRETION, ARE NOT COVERED.
COST OF SUCH SERVICE CALLS ARE THE RESPONSIBILITY
OF THE PURCHASER.

Arrow wants you to remain a satisfied customer. If a problem
occurs that cannot be resotved to your satisfaction, please
contact us immediately. Phone one of the numbers listed above
or write to:

Capitol Bingo Equipment Division
c/o National Service M
9900 Clinton Rd.
Cleveland, Ohio 44144

Please be sure to include the name, model number, serial
number, date of original purchase, and the distributor from
whom you purchased the Equipment, as well as any actions
taken to correct the problem.
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WARNING:

You must complete and
return the enclosed
‘'warranty card immediately
in order to insure proper
warranty coverage.

| SAMPLE  CUSTOMER WARRANTY CARD  SAMPLE
CAPITOL BINGO EQUIPMENT OWNER REGISTRATION CARD
Mg Ma PCH Mos), —

Barial Ho. _ Dot Puichased

Demdinbuine Pun:fiaseg Frosm

Flarise ol Dirgaraation —

Al res Frons | |

City Gixle Fdlt]
Chanrmmm

Address Phanina | I =
Ty Siabs Pyl
Addaionn Indormalicn [Dptiorel) ATTACH PROOF OF PURLHASE DATE
Purcfuise Prics Aeragn Allsnidanca

Mo, O Mght Games Played

Time Games Ployoed Average Spendeg Par Parsan _

ARROW INTERNATIONAL, INC.
and our subsidiaries
CAPITAL GAME MANUFACTURING
| METRO GAME MANUFACTURING
9900 Clinton Rd., Cleveland, Ohio 44144
1 (800) 321-0757 outside Ohio, but within the U.S.A.
1 (800) 537-3479 within the state of Ohio

1 (216) 961-3500 within the 216 area code or outside the continental U.S.A.
1(216) 961-3641 FAX

© 1993 Capitol Bingo Equipment Division of Arrow International, Inc.



