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Introduction

Thank you for your interest and support for our AllJ Slots Software!

The AllJ Slots project (versions 1.0 to present) has been a long one, with challenges,
foreseen and unforeseen. Many thanks to everyone that helped to get the product
completed and tested.

It's turned out nicely, and we've produced a very powerful, feature-rich slot machine
software package that can be used for a number of purposes, and is even a lot of fun!

The primary driving force behind the creation of AllJ Slots was always customizability.
We thought it would be great if you could put your corporate logos on the reels, some big
trade show prize, or even funny pictures. We knew this type of thing would really liven
up the slot machine experience.

We also wanted to be sure that we strived for realistic reel spin and locking action, as
well as the ability to integrate touch screens, real coin & token hoppers and acceptors. |
think we've pulled that off as well.

This user guide not only helps a user manage the software’s settings, but it also helps
show the many features that are integrated with the software.

Thank you again for your interest, and enjoy AllJ Slots 2.2!

Note: The screenshots used for this documentation may or may not be up to date.
We're always updating and improving the AllJ Slots software, and the documentation is
updated soon after any new enhancements are released.

-AllJ Software




Installing AllJ Slots 2.2

Hardware Requirements

The recommended minimum hardware/PC requirements are:

Dual Core Intel Processor or Faster

1 Gigabyte of RAM

256-meg Video Card

Sound Card

15 Megabytes of Free Hard Drive Space

Monitor Supporting at least 1024x768 Resolution
Mouse or Trackball (for installation & configuration)

Optional Hardware Supported:

Touch Screen

Serial Credit Board

Coin/Token Hopper
Coin/Token Acceptor

USB Spin Button

Wireless PowerPoint Controller

Operating System Requirements

Operating System: XP, Windows2000, Vista, or Windows 7
Microsoft .NET Framework 2.5 or later, DirectX 9.0 or later

Installing the Software

Installing AllJ Slots should be easy. If you run into problems, please let us know.

1. Download the software from our web site at: www.alljsoftware.com

2. Click/Run the installer program
3. Follow the steps the installer provides to you

4. The installation process should place a shortcut onto your desktop

If you are re-installing the software, you will need to remove your existing
installation first. Use your “Add/Remove Programs” option in your control panel

for this.




Running AllJ Slots

To run AllJ Slots 2.2, click on the icon that should be on your desktop. The icon
should be a Cherry with the label “AllJ Slots 2.2 Server”.

You may also find the program under your “Start — All Programs” options at the
bottom left of your operating system.

Once the program is loaded, you'll have access to all of the features we’re going
to outline for you below.

Keystrokes

All of the Game Play actions are controlled with computer keystrokes on the
computer you’re using to power the software.

If you intend on using external HAPP/SUZO buttons, pull levers, or any other
controlling mechanisms, you’'ll be mapping those items to the same keys
established here. We’ll get more into hardware integration later in this document.
The keys and their corresponding actions are:

Spacebar Bet Max & Spin

B Bet 1 Coin / Token

S Spin Reels

C Coin Inserted

Q Cash-Out Credits

F2 Login to Your Admin Area

Again, these keystrokes are mapped to specific functions within the software. If
you plan to integrate supported hardware, we outline how to do that in the
section labeled “Hardware Integration”.




Items on the Screen

This document is not going to get into the basic operation and description of
items found on a slot machine. We’ll assume that you know what the reels are,
pay-lines, credits played, etc. We'll outline some of these terms in the Glossary.

The non-standard items you’ll find on the AllJ Slots screens will be:

Administrator Login Icon (top right) %

This icon, when clicked, will bring up your administrator login page. You will
either want to type in your password, or use the on-screen buttons. These large
buttons are there so that you can manage your admin features with a touch
screen. Almost all of the features can be managed from a touch screen.

If you are trying out our “Evaluation Version ”, the default password of “12345”

should be automatically filled in for you. If your copy is a licensed version, your
default password is “12345” until you change it.

On-Screen Button Play Control

If you enable the on-screen buttons for game play (to be used by a touch
screen), you'll see these buttons displayed beneath the reels.

CASH BET SPIN PLAY
o ONE REELS MAX
CREDIT ||| CREDIT CREDITS

These buttons are large and easy to access using a Touch Screen.

These can be turned on and off in the “Settings” section of the Administrator
Tools.




Administrative Features

The Administrative Features are always evolving, so the images here may
change from time to time. The image below is of the Administrative Features
main menu. The corresponding options are explained below:

System Status | Reel Setup | Pay-Line Setup | Reporting | Settings | PlayLock | About | Help Exit

System Status Screen

The System Status Screen shows up-to-date information on the status of your
AllJ Slots software. Among the items displayed on this screen are:

System Status

Coin/Token Hopper Levels (last 365 days)
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Total Kitty: 1832

Credits Sill Assigned: 500 Simulated Pay Back% Simulated Win%
Spins: 3268, on 6/14/2003 4:07:00 PM Spins: 3258, on 6/14/2003 4:07:00 PM
Tatal Hopper: 2332 pins on B4 pins on B4

GainfToken Hopper: Moritoring Off 9 7 _ 2 % 4 7 _ 3 %

Play hMode: Normal

Logging: On

Hopper Contents

You can establish the initial number of coins/tokens contained in your “virtual
hopper” or contained in your real coin/token hopper. You are able to set this in
the “Settings” section of your admin area.

As the Slot Machine is played, the number of coins or tokens in your Hopper will
go up and down, depending on whether it is paying out more or keeping more
during game play. The graph you see on this screen is displaying the trend of its
contents. A snapshot of the hopper contents is written to a database at startup.




The hopper values shown are:

Total Kitty Total number of available coins/tokens to pay out
Credits Still in Play Credits that have been purchased or won by a player
Total Hopper The sum of the total kitty and credits in play

Coin/Token Hopper Monitoring

This reading tells you if the system is set to monitor the readiness of the hopper
hardware. This setting is established in the Settings section.

If you have not already integrated your Serial Credit Board, Hopper and Coin
Acceptor, you will probably want to leave this option off.

Play Mode

This reading tells you what mode your AllJ Slots is currently in. You may change
this mode within the Settings section. Available modes (described later) are:

Normal, Simulation and Simulation Express
Loggin

This tells you if logging is set to record the hopper levels and various other
statistics available to track.

Simulated Pay Back% (Pay-Out Rating)

This value tells you what Pay Back Rating was determined by the last lengthy
simulation. If you run a simulation for more than 2,000 spins, the system
automatically starts to log statistics established by your current reel and pay chart
setup.

This value is calculated using: (Total Amount Paid Out) / (Total Amount Bet)

Simulated Win%

This value tells you how often the player is “paid” at all. This helps you
determine if the game play is exciting enough to keep the players attention.

This value is calculated using: (Total Winning Spins) / (Total Spins)

NOTE: If you change your reel contents or your pay-line chart, you should run a
lengthy simulation to determine if your new setup is still desirable.




Reel Configuration (Stops)

When you're deciding on the contents for your slot machine reels, you'll need to
decide how many of each item will reside on each reel. This is the thing that
determines your pay-out odds, level of excitement for the players, etc.

NOTE: If the content of the reels is modified, you will need to restart the software
for these changes to be seen. It will need to rebuild your reels.

Reel-l Reel2  Reel3 Audi )
°e o o Hee The item on the left that looks

2 % (3 | 4 v like an “X” is a special reel
item. It's considered to be an
“in-between” (or blank) stop

% 2 & 2w 2 | |Mone i
— that the reel can land on.
3 Including this item affects the
@ c M2 M g Mane b pay-out odds considerably.
5
B
O’ 0w 0 = MNone hd , .
7 If youre using your own
;i custom reel images
g b .
BAR 2 o |2 e Mone v (described later) then your
images will be displayed on
W the screen here instead of
[ 2 @ 2 & [1 & [sound?0wav Y| these standard images.
% 2 ™ 1 [ 1T | |sound]07 waw v

The recommended number of items per reel is between 13-18 items. This is
limited only by your CPU and Graphics Card. More powerful systems can handle
more items per reel. If you're seeing the reels rotate too slowly, there are a
couple of things you can try in the Troubleshooting section of this document that
might smooth the reel movement/spin for you.

As you adjust the number of items on each reel, you can go to the “Pay-Line
Setup” section to see how your changes are affecting the odds of play. These
values are updating dynamically as you adjust your reels and pay-line settings.

The last item shown on this list, known as “item 9” (the “Jackpot” item), is
considered a “wildcard”. This means that it will complete any pay-line
combination if it's used. These types of items are also commonly used as the big
jackpot pay-line in popular casino slot machines.




Note: The probabilities shown do not include the variations caused by using the
wildcard reel items. If you would rather not use wildcard items, just set the reel
content values for that item to zero on each of the reels.

Audio (custom audio for your reel items)

If you would like to establish a short custom audio clip to be played if a specific
item “hits”, you may establish that here.

If a reel stops on an item that has a custom audio clip assigned to it, the audio
will be played immediately.

This is normally used for jackpot items to elevate an excitement level.

For more information on how to make your own audio files available on this
screen, see the section labeled “custom audio events”.

PAYLINE

TOTAL CREDITS WINNER PAID
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Pay-Line Setup

The Pay-Line Setup tool allows you to establish the slot machine’s behavior
when the player hits certain reel item combinations. Things such as item
combinations, pay-out amounts, custom audio and PlayLock (described below)
are all used to establish a pay event.

-@ 4sm - -

~@ -7 - Pay-Line Setup

-@ 6 9 @B

Reel-1 Reel-2 Reel-3 1-Coin 2-Coin 3-Coin %Kitty Audio Event Probability Halts Plap
1 % |any|¥ any ¥ 1 |z v |3 v | x |0 v Default b 33673% ¥

1 B 7 any ¥ 2 | |4 ¥ |B v | x |0 v Default v 6.250% O

1 s 1 - 1 - [ wl la wl l1n wl ~ In - Miafanl - naaaes L

[tem Combinations

To establish or modify a Pay-line Iltem Combination, adjust the values found in
the drop down lists under Reel-1, Reel-2 and Reel-3.

If a pay-line is not empty, it is checked after every time the player spins the reels.
If the pay-line matches the reels (in any order), the Slot Machine looks to see
how much is to be paid to the player, depending on whether the player bet 1, 2 or
3 coins/tokens.

If more than one pay-line matches the reel stops, the Slot Machine will pay the
highest pay-line that matches.

Coins / Tokens Played

You have the ability to pay out different amounts depending on how many coins
the player bet. Usually, with most slot machines, there is more incentive to play
the “max” bet. Establish the desired pay-out for 1, 2 and 3 coins played.

Custom Audio Events

You have the ability to set custom audio for specific pay-lines.

First, you'll need to place a copy of the desired audio WAV or MP3 file in the
proper folder. You will find this folder under the installation folder:

11




<installation folder>\resources\custom_audio_events\
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Once you've copied your own audio files to this folder, they will be available (in
this section) the next time you run the AllJ Slots software.

If a pay-line is “hit”, and you’'ve established custom audio for that pay-line, your
audio will play immediately, one time through. If this pay-line has been set to
“Halt Play” (described below), your audio file will be repeated until the “PlayLock”
is cleared (to keep the excitement level up).

Probability Calculations

As you adjust your pay-lines, and the number of items on the reels, the
probability values are updated automatically. These probabilities are the
chances that, given the current reel setup, these pay-lines will “hit”.

Example: if a probability value of 1.00% is shown for a specific pay-line, there is
a 1in 100 chance that this pay-line will occur.

As we mentioned before, the probabilities shown do not include the variations
caused by using the wildcard reel items. If you would rather not use wildcard
items, just set the reel content values (in reel configuration) for that item to zero
on each reel.

Pay-Line Hit Limits

You have the ability to set “caps” or “limitations” on how many times specific pay-
lines will hit. This makes it possible for you to set the limit for exactly the number
of prizes you have available to give away.

For example: If you have 20 T-shirts that you'd like to give away at an event if
your players hit three oranges (or a custom image of a T-shirt), you could set the
pay-line limit to 20. Once the system hit that specific pay-line 20 times, that pay-
line will then be avoided in future spins. If this value is set to zero, there will be
no limit set. NOTE: You may reset these counters at any time.

12




Halts Play (PlayLock)

If you are offering the chance to win a large prize, or even just a really big pay-
out, you would certainly not want the player to “spin again” after winning this
jackpot. This would remove the proof from the screen that they’d actually won.

In addition, if you're offering pay-outs that you know are larger than the quantities
held in your hopper, you’ll want to use this feature.

With this in mind, we’ve created a “Halts Play” option for each pay-line. Normally
these are used for the biggie jackpots.

If a pay-line hits that has the “Halts Play” option selected, here is what would
typically happen:

1. Any custom audio associated with that pay-line is repeated. We do this to
keep the excitement level up while they wait for you (an attendant) to
come and award them the big prize or pay-out.

2. A *“Lock” icon blinks at the top right of the screen.

3. Game play is locked (this is called PlayLock), and a message is displayed
on the screen if the player attempts to continue to play.

This message pops up for 3-5 seconds if the
player tries to spin again. All bet, cash out, spin
and play max functions are locked at this point.

4. You, as the administrator, will need to login to the administrator area,
choose the “PlayLock” tab, and clear the prize/jackpot. This will subtract
the credits won on this jackpot, and will set the game play back to normal.
Game play will resume once you logout of your admin area.

13




Reporting

Currently, the reporting option is used for system monitoring of its initialization
processes. We plan to expand on the reporting features in the near future.

Settings

The Settings screen provides you with the ability to set values that will be used
during game play, communication with your hardware, etc.

Event Logging: This option turns on the logging of various events during game
play; Wins, losses, stop history, etc. This data will be available in the reporting
section soon.

Hopper Low Threshold: This value determines when the system will notify you,
as the administrator, that the number of coins or tokens in the hopper has
dropped below a comfortable level. An indicator will appear on the screen, and
an audible warning will sound.

Hopper High Threshold: This value determines when the system will notify you,
as the administrator, that the number of coins or tokens in the hopper has gone

14




above a certain level. An indicator will appear on the screen, and an audible
warning will sound.

Spin Factor: This value is used when the software is “spinning” the reels. It's a
variable that determines the increments that the imagery is moved by as it moves
from one spot to the next. Some systems may not be as fast or powerful as
others, so this value may need to be adjusted to smooth the appearance of the
reels spinning. If you think your reels are not spinning smoothly, try adjusting this
value slightly.

Total Hopper Contents: This value represents the actual number of coins/tokens
contained in your hopper. If you're using a hopper, you’ll want this number to be
accurate, especially if you're using any progressive pay-outs. You can use the
“Hopper Count Tool” described below.

Immediate Coin/Token Pays: If you would like to have the amounts won
automatically paid out, instead of it simply adding it to the player’s credits, enable
this option. If this is enabled, the system will not retain any credits, and will pay
the amount won immediately.

Use Idle Nag Events: The system has a number of attention getting “nag events”
that are used if the system sits idle for more than 10-15 minutes. This is a good
way to get attention back to the system in a busy environment.

Eject 8 Coins/Tokens: This tool will eject 8 coins/tokens for you if your system is
connected to a coin hopper. The hopper contents are adjusted properly when
this option is used as opposed to just reaching into your hopper and removing
the coins/tokens and throwing off the hopper count.

Hopper Count Tool: This tool will run a count of the entire contents of your
coin/token hopper by ejecting all of its contents. It will eject the coins/tokens until
it receives an error from the hopper saying it's empty. Once it receives that error,
it will ask you if you'd like it to set the hopper contents to that value. You will then
need to pour all of your coins/tokens back into the hopper.

Change Password: Use this tool to change your administrator password. You
will be required to enter the current password in order to establish a new one.

Enable Keyboard Functions: This option is required if you are utilizing the
computer keyboard or mapping buttons to these keys for game play.

Enable Touch Screen Buttons: If you are using a touch screen, you may want to
have the game play buttons displayed on the screen. These buttons were
described earlier, and allow the player to simply touch the screen (if a touch
screen is used) to bet, spin, play and cash out.

15




Enable Pause/Play/Reset: If this is enabled, you will have the ability to use both
the keyboard functions and a Wireless PowerPoint Controller (listed in the
hardware section below) to Pause Play, Resume Play and to Reset Player
Credits. This works with the keyboard functions as well as the PowerPoint
Controller signals.

Enable Jackpot Button: If this is enabled, the game will secretly respond to either
the F5 key on the keyboard, or the PowerPoint controller. If either of these sends
this signal to the game, it will “toggle” (on/off) a “Jackpot Next Spin” mode. This
means that the very next spin will award the highest paying jackpot that you have
setup in your pay-line chart. In addition, when “Jackpot Next Spin” is engaged,
there will be a light gray square shown at the bottom right of the screen. Once
this causes the jackpot to hit, the game play automatically goes back to normal
play mode.

Hopper Communication Settings

We'll describe how to integrate hardware with your slot machine later in this
document. This section assumes that you already have the hardware integrated
and working.

Monitor Hopper Heartbeat: This option tells the system to monitor the heartbeat
of the hopper controller. All controller cards (described below) send a periodic
“pulse” code to the system to let it know that it's on-line and ready to perform
actions if needed. If the hopper is off-line or experiencing a problem, AllJ Slots
will not receive its heartbeat, and you will be notified with a warning at the top left
of the screen.

The hopper is monitored continuously for its
“heartbeat”. If it stops being received, the system
considers there to be a problem and issues a
warning.

Once the hopper is brought back on-line, that warning message will go away.

Game play can still continue if the hopper is off-line, but the player will not be
able to cash out until the hopper is brought back on-line.

16




Slot Machine Modes

Normal Mode

Normal Mode is simply the mode in which your players can play and enjoy the
slot machine game play.

Simulation Mode

The Simulation modes are used to try out your reel contents and pay-out
amounts and probabilities. A simulation will run on its own, submitting the
maximum bet per spin, while providing information about your pay back levels.

There are two modes available for simulations: Simulation and Simulation
Express. Simulation Mode plays the slot machine with all reels spinning, bets
being placed, and winnings being displayed. Simulation Express Mode (shown
above) generates statistical feedback at a rate of about 4-5 spins per second
without spinning the reels.

17




If a simulation is run for 2000 spins or more, the Pay-Back Rating is saved in the
system and displayed on the main status screen when you login to your
administrator section.

It is important to run a lengthy simulation after making changes to your reels or
pay chart.

To pause or resume a simulation in progress, click on the icon contained inside
the Simulation Progress window.

Simulations help you
determine if your reel
setup, odds, pay-line
settings are favorable

The values shown in the Simulation Progress window are:

Spins:  The number of spins the simulation has performed for you. There is no
limit to the number of simulated spins the system will perform for you, as long as
it does not run out of credits. It starts with 5,000 credits.

Wins: The number of times the simulation has “won” during the spins performed.
In the example above, the simulation player hit a pay-line 27 times out of 56, or
48% of the time, the player had won something.

Paid/Bet: “Paid” is the actual sum of the player’s winnings, and “Bet” is the total
amount the player bet to play.

Pay-Out%: Also known as “Pay Back”. This is the ratio of the amount paid vs.
the amount bet to play. In the example above, the data is showing that the
system is paying back 88.7% of what is being bet, over time. This also means
that the system is keeping 11.3% (known as Hold Percentage).

Rating: This is a quick-glance measure of how your system is paying out. The
terms “tight” and “loose” are defined later in the glossary.

Highest Credits: This shows the highest amount of credits the simulation player
had during the simulation. The simulation starts with 5000 credits.

Lowest Credits: This shows the lowest amount of credits the simulation player
had during the simulation.

18




It is very important to run a lengthy simulation to be sure that you're not letting
people play using settings that will yield unexpected results. Usually you're going
to strive for a pay-back percentage of about 95%-97%.

To stop the simulation, click on the administrator login icon in between reel spins,
login, go to the Settings page, and return the slot machine mode to “Normal”.

PlayLock

To release the “PlayLock” that has been triggered by a jackpot or prize pay-out,
you'll go to the PayLock section of your administrator menu, and click on the

large button below.

This will do two things:

1. It will subtract the number of credits paid for this jackpot from the player’s
credits. The credits paid represented the jackpot prize, which you may or
may not be actually awarding in credits.

2. It will return game play to normal once you logout of your administrator
area. You will notice that the blinking lock symbol goes away.

19




Custom Imagery

When you decide to customize the reel imagery, you will need to abide by a
couple of guidelines, such as size and format.

You can use any image editing software that
can open and save a JPEG image. Adobe
Photoshop is simply shown here as an
example.

The reel items must be 250 pixels wide, and 200 pixels tall, and must be in JPEG
format.

We've included a template Adobe Photoshop file (template.psd), for you to work
with. This file is already set at the proper dimensions, and has a guide
established for you to use to set the middle of the image.

You can also copy one of the existing JPEG files and make modifications as
needed with any graphics editing software package.

The images you’re going to replace are located in the folder:

<installation folder>\ resources\reel_images

Custom Background

If you would like to customize the background of the slot machine itself, we've
added that capability. The system now looks for an image called
custombackground.jpg, and if found, will use it as a background for the entire

page.

The image needs to be the same size as the resolution of your screen, and it
needs to reside at: <installation folder>\ resources\custombackground.jpg

The “Layout” tab on the menu will give you the detected resolution of your
screen.
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Hardware Integration

If you are going to be integrating additional supported hardware with the AllJ
Slots software, please review the sections below. They outline some of the
approaches that will save you lots of work, research, time and effort.

Touch Screens

If you're shopping for a touch screen, whether you're looking on E-bay, ELO
Products or somewhere else, you'll want to find a screen that is natively
1024x768, or at least supports that resolution.

For various projects, we've found touch screens new and used for around $200

USD, and they've worked out great. You just have to research a little.

Buttons (Bet, Spin, Play Max, Cash Out)

Many of the buttons, and various other slot machine
parts you might want to use can be found on the
Suzo-HAPP web site: http://www.happcontrols.com

These particular buttons are called IGT buttons.
Integration with buttons and a lever/handle is as
simple as mapping them to the same specific

keystrokes that the software expects.

We've included, within the resources folder, a small third party tool called
JoytoKey.exe. You can find the latest Windows7 compatible version online.

This program is very useful when it comes to mapping a game controller circuit
board (Logitech game pad for example) to specific key actions. All this tool does
is help you “map” a specific button on a USB controller to a keystroke.

Once AllJ Slots receives the keystroke from the system, it handles it just like any
other keystroke.

This enables you to utilize external buttons with the software.
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Serial Credit Boards

ALLJ Slots will work with a number of credit boards, but the one that has proven
to be the least expensive, and most effective, is made by a group in the UK:

Thomas & Anca Club Supplies
http://www.thomasandanca.co.uk
Contact: Ben Gibbs

Their Coin+RS (shown on left) board is the board
we’ve used, since we were looking for a board that
would handle a coin acceptor and a coin hopper at
the same time. This card does that via a Serial
connection (USB to serial in this case).

The card communicates at 1200 baud, and AllJ
Slots is already programmed to talk to it.

They have other cards that handle bill acceptors.

This group was very helpful, preconfigured our
cards, had the proper connectors for our specific
hoppers, etc.

Coin / Token / Bill Acceptors

It is important to find a coin/token acceptor that will work with
your Serial Credit Board. If you do choose to go with a
Thomas & Anca board, they are happy to discuss supported
hoppers with you.

Some of the variables to consider are: horizontal vs. vertical
coin drop, channeling the coins/tokens to your hopper, coin
type, etc.

Microcoin is a known manufacturer of reliable and affordable
coin acceptors. They offer both vertical and horizontal coin drops, and they
integrate very easily with the Thomas & Anca boards.
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Coin / Token Hoppers

It is important to find a coin/token hopper that will work
with your Serial Credit Board. If you do choose to go
with a Thomas & Anca board, they are happy to discuss
supported hoppers with you.

Some of the variables to consider are: ejection speed,
how many coins/tokens they will hold, can you change
the coin/token type, etc.

USB Single Click Button

If you would like to offer a simple way for people
to “spin” at a trade show, or any other event, The
“Griffin USB Button” is a nice option. It's easily
configured, and is available online at:
http://www.griffintechnology.com

be sure to set ALL functions to emulate the
SPACEBAR keystroke.

Wireless PowerPoint Controller

If you would like to be able to PAUSE play during
an event, or if you would like to enable the
JACKPOT MODE (to make the next spin pay the
jackpot), then a PowerPoint controller would work
for you. You can order one of these at:
http://www.tripplite.com

Be sure to buy a model that supports the ESC and
F5 commands.
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Future Development

We are always adding new features, so please check the web site now and then
for version releases and patches.

This User Guide will be updated regularly, and we will be sure to note any
scheduled releases and anticipated feature additions here.

http://www.AllJsoftware.com
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Troubleshooting

Symptom: Sound effects seem clipped or unclear.
Cause/Solution: Your sound card could be too weak, or you're using on-board
sound hardware, and your system is too slow. Try freeing up system resources.

Symptom: The reels spin slowly, and the reel lock/wobble is slow.
Cause/Solution: Your system speed is too slow. Try adjusting the “Spin Factor”
value described in the settings section. If you increase this value, the small
incremental movement the system uses to move the reels is increased. This
may increase its performance.

Symptom: Software crashes at startup. Error displayed complains about “date”.
Cause/Solution: There is a known issue with international date formats. Try
setting your date format to English-United States format.

Symptom: The reels spin for too long.

Cause/Solution: You've added too many items to one or more of the reels.
Check with the documentation to see what the recommended number of items
per reel is.
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Technical Support

If you need help, have questions or any suggestions, please feel free to contact
us at: support42@alljsoftware.com or call (804) 835-6646.
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Glossary

Slot _Machine: A slot machine is a reel-based machine that's fun to play. The old
machines are called “One Armed Bandits” because they had a lever you pulled to start
the game. Today, video slot machines are the new breed.

Hold Percentage: This is a casino term for the amount of money a slot machine will
make for the house. For example, a slot machine with a 4% hold will make the casino $4
for every $100 run through the machine over time.

Loose Slots: When a slot is “loose”, it's primed to win. Every slot player on earth is
looking for a loose slot machine to play. Loose slots are also those that offer great
payback percentages.

Tight Slots: Tight slots are a no-no for the slot player. These slots don't like paying out.
They have poor payback percentages and are there just to take your money.

Payback or Pay-Out Percentage: This is the amount of money the slot machine is
designed to payback over the course of time. For example, a 95% payback machine
means it will return $95 for every $100 run through the machine. This is over many
thousands of spins.

Pay-Line: The pay-line is a line that the machine pays on. Slot machines can have one
pay-line or one hundred.

Pay Table: The pay-table shows you how much you will be paid for specific
combinations. The pay table can be located right on the glass of the machine or in a
menu on video slot machines.

Progressive: A progressive slot machine is hooked up to a bank that logs how much
money is wagered on all connected machines. The more money wagered, the higher the
progressive jackpot. When playing a progressive slot machine, you win the progressive
jackpot when you get the required combination.

Reel: A reel has the “stops” on it. The traditional slot machines had three reels. Today,
slot machines have any number of reels. In video slot machines, these reels are virtual.

RNG: This stands for Random Number Generator. It's a chip that stands alone in a slot
machine. Its job is to cycle through possible combinations all day long. The second you
push play or pull the handle, the RNG spits out the combination it was on. This
combination will either be a winner or a loser.

Stops: A stop is any point on the reel that a slot machine can stop on. If the stop
contains no symbol, it's called a blank. The number of stops on a machine help
determine the number of winning combinations (and losing ones).
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Symbols or Items: Symbols or items are the pictures on a reel. They could be of a
cherry, boat, money sign, 7 or anything. All slot machines pay when specific symbol
combinations show up.
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