ARCadla  SupefsysTem

CONFIGURATION HENU

Your SUPER SELECT SYSTEM has been designed to utillze a
simple, easy-to-use program, whose features can be quickly
mastered by experlenced and 1lnexperlenced ovperalors allke.

Several convenlent Operator-adjustible functions are
handled through the Conflguration Menu. Operators can adjust
the game dlfflculty levels, colnage optlons, volume, etc., as
well as view and clear the game play statlatics and run the
hardware dlagnostics by using the joysticks and Flre button
controls at the front of the machine. This feature lis
intended to improve accessibility over the usual dlp switches
and volume potentiometer on many other manufacturers' PC
boards.

The basic procedure for altering the conflguratlon of
your system s simply to move the red hlghlighted bar to the
line ltem you wish to examine or alter, and press the Fire
button. Changes can be erased or saved when you exit from
the Conftlguration Menu.

Your machine has been programmed with several standard
factory 'default' settings. The following pages describe the
Configuration features, and explalin how you can alter their
default settings In order to customize or 'fine-tune' your
machine to your particular locatlon.

Also, included are a number of hlnts (paragraphs
marked *), which should be particularly useful for new
operators,



l. Enterlng the Conflguratlon Menu

The congflguration swlitch ls located inslide the lower
Eront door of the cablnet, mounted agalnst the left-hand wall
(see Diagram). Fllp the toggle swlitch on and off again
{l.e.- up and down) to enter the Configuratlion Menu.

(Note that 1f you leave the switch up in the "On"
posltion, you will be unable to exit back to normal game play
mode ! )

®# If your machlne does not respond to the Conflguration
gwltch whlle a game 1s In progress, slmply walt for the game
to £lnlsh and cycle back to Demonstratlon Mode, or else
swltch off the power to the machlne, walt a few seconds, and
then switch the power on agaln. Tap the Flre button twlce
when you see the Flrst status screen appear and the machine
will cycle to Demonstratlion Mode. Fllp the Conflguration
switch on and off agaln to return to the Conflguratlon Menu.

You can move through the Conflguration Menu by pushing
the Joystick up or down to hlghlight a partlicular line item
{or, on the Coln Cocunter lines, right or left), and you can
change the values on Indlividual lines by pressing the Flre
buttons as directed (see below).
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2. The Hardware Dlagonostics Menu

Move the Joystlick up or down as necessary to hlghllght
the "Enter Hardware Dlagnostics Menu" line and preass the Flre
button. You will then see the followlng screen:
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Move the Joystick to the line desired, and press Flre.



A. Test Buttons/Joystlcks
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This screen enables you to see 1f your Flre buttons,
Player buttons, coln mechanlsms, Joystlcks and conflguration
button are all working correctly. Each control flashes green
when actlvated (except the coln mechanlsms, whilch reglster
coln drops). Intermittent or "sticky" buttons can be
identifled, and Joyaticks can be fine-tuned for good 8-way
response, and to allleviate Joystick "bounce”.

* The wiring luga connected to the leaf awltch termlnala
can sometimes work loose, preventing proper contact from
belng made. A loose Earth wlre on one swltch can also
dlsrupt other controla. Mote that Jjoystlick leaf springs some-
times become sllghtly stretched or bent, making them either
too senslitlive, or not sensitive enough to control movements.
Banding the steel support tiab next te the leaf sprlng ls
normally sufficlent to adjust Joystick responaivness,

* Joystick "bounce" occurs when the joystick 1s released
from, for example, the "Move Right"™ positlon, and Jumps back
to make contact briefly with the "Move Left"™ posltion before
comlng to reat at the central positlion. This can be very
annoylng to players who wilsh to preclsely posltlon thelr on-
screen characters, and can be £ixed by bending the leaf
support tabs slightly away from the Jjoystlick shagt).

Toggle the Configuration swlitch on and off to return to
the Hardware Dlagnostlcs Henu.



B. Diaplay Intensity Bars.

The next three menu selectlons are useful to adjust the
settings of your monitor. For Informatlon concerning the
location of adjusment knobs for brightness, contrast, focus,
horizontal and vertical hold, etc., please refer to the
monltor lnstructlion manual lncluded with your machline. The
Intenslty Bars glve a good reference screen to adjust
brlghtnesa and contrast. Belect thls ltem from the Hardwars
Dlagnostics Menu by moving the joystlck and press Flre.
Adjust the settingas a=z needed and press Flre agaln to return
to the Hardware Dlagnostlcs Menu.

c. Display Colour Bars.

Proceed as with Intenalty Bars, for adjustment of colour
saturation and hue. Press Fire to exlt.

B, Display Grld Pattern.

The grid pattern 1s used to align the horlzontal and
vertical poaltion of the dlsplay, and te adjust the overall
slze of the image. oOptimally, the grid should be centered

about 1/2 Inch inside the plcture tube borders. Press Flre
to exit.
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E. Teat Game ROMS.

Select thls ltem and press Flre to check the status of
the indlvidual game cards. The system software wlll verlfy
the data contalned In the game program chlips, and report the
status of each MEGABOARD game card inatalled In the system.
Empty slots wlll be reported as "No Game Present"™, and non-
functionlng cards will be deslgnated as elther "No Game
Present", "Falled: Check Sum Error", or "Invalid Data in Game
Header™. Worklng game cards wlll be reported as "OK".

* In the event of an error measage, try plugging the
faulty MEGABOARD lnto another slot. DO NOT REMOVE OR INSERT
MEGABOARDE WHILE THE POWER TO THE MACHINE IS SWITCHED ON, AS
THIS MAY DAMAGE THE MACHINE! S8wltch off the power, walt a
few seconds, remove and/or insert the MEGABOARDS, then switch
the power back on. Any néew or re-posltloned MEGABOARDSE 1n
the system will be reported as "Inltiallzed OK". Non-
functioning MEGABOARDS wlll contlnue to show error messages.
This test procedure wlll have taken you out of the
Conflguratlion Menu, into the normal satart-up seguence. To

continue the System Conflguratlion, you will have to re-toggle
the Configuration Menu swltch, as described above.

If you have not switched off the power to your machlne,
move the joystick to select Exit Dlagnostlcs, and presas Fire
to return to the Maln Conflguratlon Menu.
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3. Game Statlstics.

Belect the Enter Individual Game Statistlics ltem from
the Maln Menu, and press flire. you wlll see the followlng
SCEean:
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Thls screen glves you detalled informatlon on each
game's performance and enables you to adjust the dlfficulty
level of any lndivlidual game Iln order to achleve optimum
performance In your particular locatlon.

The "All Games" line shows the Average Time , Total Time
and Total Plays for the whole system since the last re-set
(see secticon 4 below). This Informatlon ls then broken down
for each individual game and the current difficulty level
setting for each game Is glven, on a scale of 1 (easlest) to
5 (hardest).

Average game tlmes are often Jjudged to be about right in
the two to three minute range, with fast, exclting games
usually needing less time, and gulet, strateglic games needing
somewhat longer to provide a satlisfying game-playlng expe-
rience to the player. After reviewlng the statistics, 1£ you
suspect that a particular game ls not belng played very much
because 1t 1ls too hard (l.e.- the average game time may be 1
minute), you can set the game to an easler dlfflculty level
by moving the highllighted cursor to the approprlate llne with
the joystick and presslng the Flre 1 button and/or Flre 2
button (for the units and tens value respectively) to select
a different value.



*+ For example, 1lf one week a game ls averaglng 1 mlnute
game time at diEElcultH level 4, and ls not belng played very
much, try decreasing the difficulty level to 2, to see If the
game time and the frequency of plays will increase the
followlng week! ©Or, 1f your reqular players start to become
used to a game, and often achileve long game play times, try
increasing the dlfficulty level by one or two polnts, to see
1f thls creates a new challange, and prolongs the longevity
of the game,

® HNote that some Super Belect System games are played for
a flxed amount of time, regardless of the dlfficulty level
settings. Time-based games, such as Golf, Darts, and Table
Hockey can be set at varylng difficulty levels to change the
quallty of game play, but this will not affect the average
playing times for these games. GSee Sectlon 9 below for
Instructions on alterlng game times for time-based games.

When you have £inlshed examining the Individual Game
Statlstlecs and/or altering the difficulty levels of
Indlvidual games, move the joystick down to select the Exlt
to Main Menu line, and press Filre.

The Main System Conflguration Menu lists the totallzed
game statistlea, withant the Individual game hreakdown, FfFor
gulck reference.



4, Clear Game Play Statlstlcs,

If you check your Game Play Statlstics on a weekly
basis, you can erase the current statlistics by moving to the
Clear Game Play Statlstics llne, and pressing the Fire button
to change the value to Yes. Leave thls new setting in place,
and move to the next line with the joystick (see Exlting the
Conflguratlon Menu below). Leave thls line set at No 1lf you

do not wish to clear the Game Play Statistica. Each time you
re-enter the Configuration Menu, this value resets itself to

the default value 'No'.

* You may wish to copy the weekly statlstlcs to a note pad
before erasing all the numbers. 1If you keep your weekly
report sheets, you can monltor the performance of iIndlvidual
games over a long perlod of time, and better ldentify which
types of games sult your location best.

5. Clear All Games High Scores.

Many games lncorporate a Hlgh Score Table, where top
players can enter thelr name or Initials opposite their best
scores. The machlne retalns these scores in memory until
they are surpassed by other players, and displays the High
Score Table perlodlcally, elther during the Demonstration
Hode, when the machlne is not being played, or at the end of
a top-scorlng game.

These scores can be cleared from the machine by pressing
the Flre button to select Yes. Leave thls value in place,
and move te the next line. Leave the value set at Ho 1f you
wish to retaln the Hlgh Bcores. Each time you re-enter the
Configuration Menu, thils value resets itself to the default
value 'No'.

* Some players llke to wrlite offenslve or obscene words in
place of their names. These can be erased by using the Clear
High Scores functlon. Also, periodically clearing the High
Sceres wlll glve less experlenced players an opportunity to
appear ln the High Score table.



6. Left coln counter / Right Coln Counter.

U.K. models of Super Select System are dellvered with a
standard confliguratlon of one mechanlcal coin mechanism
(Left), which Is set to accept 10p colns, and an Electronlc
Coin Mechanlism (Right), which 1s factory set to accept
dlfferant denominatlion colns. This configuration awards 1
play for two 10p colns, 3 plays for one 50p colin, and 7 plays
per. L1 coln. THE ELECTRONIC MECHANISM REGULATES BOTH COIN
ELOTS, AND CANNOT BE ADJUSTED FROM THE SUPER SELECT SYSTEM
CONFIGURATION MENU ! Thus the setting for both Celn Counters
should be kept at 1 coin eguals 1 play.

The Electronic coin mechanism ltself can be adjusted for
different coln optlons by altering the switch settings on the
PC Board attached to the rear of the mechanlsm. Detalls are
providaed in the Diagrams aesction af thla Manmal.

Most European and U.5. modela of Super Select Bystem are
fitted with two Independent mechanlcal coln mechanlams,
allowling the number of colns and the number of plays to be
adjusted separately for each coln mechanlsm. Each value can
be set between one and ten, to determine how many colns will
be required for an individual game, and to award extra games
for large-dencominatlon coins.

For example, 1f one mechanlam ls set at two small-
denominatlon colna per play, the other mechanlsm can allow 3
plays for a large-denomination coin.

To change the settings, move to the Left Coln Counter
line of the Configuration Menu, and the 'Colin' box will be
highlighted. Press the Flre button and yovu wlll see the
value change to 2,3,4,...10, and then back to 1. Move the
joystick to the right, in order to highlight the Plays box,
and press Flre to cycle through the numbers. You may select
any number of colns, between 1 and 10, for any number of
plays between 1 and 10 : 1 coln /7 2 plays, & colns / 1 play,
8 colns / 7 plays, etc. The Rlght Coln mechanlam can be
separately adjusted in a simllar fashlon.

If you wish to use one coln slot for small denominatlon
coln=, and the other for large denomlnatlon colns, the
11luminated coln alot should be marked with the approprlate
label, and you will need to verify that the coln chute
adjustor ls set to accept colns of a particular dlameter.

When you have finished selecting the coln optlons, leave
the deslred values in the 'Coins' and 'Plays' boxes, and move

to the next menu ltem.



7. Attractlon Sequence Audlo.

While the machine 1s not belng played, lt, repeatadly
cycles through the "Attract" or Demonstration Mode. This
shows the animated Super Select System title screen, the main
Game Selectlion Menu, and a brief self-playing demostration of
each game.

The repetltive sound effects and muslc can become
tedlous for anyone who spends many hours worklng Iln the
vicinity of the machlne, and thus an option has been included
to silence the machline while it is not actually being played.

To switch off the Demonstration Audlo, move the Jjoystick
to highlight the Attractlon Seguence Audlo line, and press
Fire to select Off. Leave this value In place, and move the
joystick to select another menu ftem. This value will not
reset untll you manually change it.

If you wish to retaln the Attract Sequence Audio, leave
the value set at On.

B. Game/Damo Valums .

You can adjust the volume of the machine by using the
joystick to select the Game/Demo Volume line, and pressing
the Fire button to change the value. Each game normally has
Eive volume steps (includlng the 'off' position, which is
step 0), and you will therefore need to increase or decrease

the value by one polint in order to move to the next wvolume
step.

1f the range of volume adjustments is =tl1ll altogether
too loud or altogether too =oft, you will need to adjust the
two (stereo) volume pots on the Audlo/Coin PC Board, which is
Included in the main PC Board Assembly (see dlagram).

The normal recommended setting procedure 13 as follows:

L. 5et the Conflguratlon Menu value to 4.

2. Rotate the volume pots on the Audle/Coin PC Board
until the two sound channels are balanced, and the

music is the loudest you would ever like to hear 1in
your locatlon.

< B8 select normal operating volume (1.e., level 1,2, or
3), and proceed to the next menu iltem.



9, Max Game Play Time.

Some Super Select System games can be contlnued until a
certaln number of lives are lost, or until a minimum level of
'energy' 1s no longer maintalned. Other games, such as GOLF,
DARTS, and POOL, are structured toc last for a flxed perliod of
time., Some of these time-based games wlll award extra time
at the end of the game, based on the player's good perfor-
mance .

The flxed time limit for all time-based games can be
adjusted, In Increments of 10 seconds, between 0 and 16
minutes 30 seconds, by selecting Max Game Flay Time from the
menu, and preassing the Flre Buttons to set the deslred time.
Three minutes is the standard factory setting.

10, Free Play Contlnuocus.

A Free Play optlon 1ls provided, and can be activated by
selecting the Free Play Contlnuous line, and pressing the
Fire button to change the value to Yes. Thls value will not
reset untll you manually change 1t.

Free Play ls not used for normal commerlcal game operatlon,
but can be useful for demonatration purposes, or for private
use,

11. Exltlng the configuration menu.

Move the Joystlck to "Exlt Without Saving Changes" or to
"Exlt and Save Changes", and press Filre to return to Game
Flay/Demonstratlon Mode.

You would normally select Exlt and Save Changes, unlesa
you have made many confuslng changes, lost track of where you
were, and declded to start over agaln. Exlt Without Saving
Changes undoes everythlng you have changed since entering the
Conflguratlion Menu.



MAIN PRINTED CIHCUIT BOARD ASGEMBLY
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1. Adapter Printed Clrcult Board
Z2s A=200 Amlga Printed Clrcult Board
3. Audio/Colin Printed Circuit Board

Arrows Indlcate wiring harness connectlons



A-500 AMIGA PRINTED CIRCUIT BOARD
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AUDID/COIN PHINTER CIRCULT BOARD
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26-posltion dual row header/connects to Adapter PCE at JP4.

4-pln slngles row header/connects to A-500 audlo Jacks(RCA).
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Budlo Left
Ground
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Volume potentlometer pots.

Stereo/Mono jumpers(x3). MNormally set for stereo; move all
three Eor mono.



ADAPTER

Harness to Left
(Player 1) Controls
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(Player 2) Controls

Harness to Coln
Mach. Area

Harness to
Speakers

Harness to Power
Supply

To RGBE Monltor

BRINTED

CIRCULIT BOARD

ZJ

3,

JP5 %
o Lok
"g_.-
IF6 g :
gl

[ ]

-g'.
g .

Je7 3
_l'l

‘ L

:
¥

Je8 3
2k
' 0 1=

g
3 )

JEBY O
ki

)]

:

1

A

p

.

i

2

| 1

A-500 Joystick 1-CN1
JE1

A-500 Joystick 2-CN2
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A-500 Parrallel
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From A-500 Video-CHN9
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Sea followlng page for pln-out informatlion.



FPIN QUT/WIRING SPECIFICATIONS

FOR ADAPTER PRINTED CIRCUIT BOARD
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BOARD

INTERFACE PRINTED CIRCUIT
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Megaboard slots 1-10

1.

(Wormal operatlon - Both <DEE>)

Dip Swltch settlngs:

2.

Disables Super Selecf Bystem,
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Enables single game board slot.

<Off> Enables Super Select System.

Bingle game board must be removed.

Disables auto boot feature for

testing .
<0ff> Enables normal game cperation

<On>

SW2

allowing auto boot.

Momentary Switch - Press to re-start system.
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