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Electronic Jupiter software manual

- Jupiter Menu

To work with the Jupiter Menu you need to know filmections of the 3 push buttons.

PB1 and PB2 are situated on the PCB.(see Photmd jhe front plate button on the coin acceptantfpdate
(see Photo 2.)

PB1 has the ‘ENTER'’ function

PB2 has the ‘NEXT’ function

The front plate button has in combination with BRI TER’ button a ‘CHANGE’ or a ‘CONFIRM’ function.
These functions are not always available. To geee¢he function the front plate button has to bshed and
kept activated. While this is done, you have tohpile ‘ENTER’ button. After this, release all thattons.

Push PB1 and PBaimultaneouslyto get into the Jupiter Menu. From version 1i4 th possible all the time.
The ‘JUPITER MENU’ exists out of 3 sub menus: ‘SMATICS’,TEST','SETTINGS’ and a ‘RETURN'’ to
get out of the menu. When you want to execute dtieese menus you need to press the ‘ENTER’ buitoire

one of the menu names is displayed.

In the * STATISTICS’ menu you will find the following items:

LAST COIN: -> last coin that was accepted in the g ame

COUNTER:0000000 -> counter will be incremented each Euro that is inserted
This counter can not be reset

€1 0= 0.0 ->#coins and subtotal(€0.10 * #coi ns)

€2 0= 0.0 ->#coins and subtotal(€0.20 * #coi ns)

€5 0= 0.0 ->#coins and subtotal(€0.50 * #coi ns)

€1 0= 0.0 ->#coins and subtotal(€1 * #coins)
€2 0= 0.0 ->#coins and subtotal(€2 * #coins)
EURO TOT: 0.0 ->total value of all coins

FP BALLS: 2 ->free play ball counter(only disp layed when counter is
not zero
DATADUMP -> Press ‘ENTER’ to select the item
ARE YOU SURE ? ->‘CONFIRM’ if you want to send t he statistics to a
serial printer or PC.
Interface type is RS232. You need a ‘NULL Modem’ ¢ able!

The setting that are used are:
BAUDRATE: 9600

DATABITS: 8
STOPBITS: 1
PARITY: NONE
FLOWCONTROL: NONE
DATADUMP BUSY ->is shown when transmission is i n progress
CLEAR STAT. -> clear statistics. Press ‘ENTER’ to clear
ARE YOU SURE ? -> ‘CONFIRM’ if you are sure, ‘NEX T if not
STAT. CLEARED -> shows up for a second
EXIT JUP. MENU ? -> ‘CONFIRM’ to return to the g ame, ‘NEXT’ or ‘ENTER’
if not.
<< RETURN -> press ‘ENTER’ to leave the statistics menu

In the ' TEST' menu you will find the following items:

MOTOR TESTS -> press ‘ENTER’ to enter the menu

MOTOR FORWARD -> press ‘ENTER’ to dispense one bal I
MOTOR FORW.BUSY -> is shown when command is busy

MOTOR BACKWARD -> press ‘ENTER’ to start motor in opposite direction
MOTOR BACKW BUSY-> is shown when command is busy (short time only)

CLEAR OUT BALLS -> can be used to replace the old balls. Motor keeps on
running until the ball sensor is not activated for 10
seconds. ATTENTION: the ball tray of the Starlight is to
small to hold all the balls. Use ‘MOTOR FORWARD' to clear
out the balls.

<<< RETURN -> press ‘ENTER’ to leave the ‘MOTOR TESTS’ menu
SENSOR TEST -> press ‘ENTER'’ to test the sensors



GOAL L ° R°BALL °->the ‘' will color dark when the sensor is acti ve
COINACCEP. TEST ->press ‘ENTER’ to start coin-acce ptor test
COINCODE: ->when a coin is inserted in the acce ptor and it is
recognized by the acceptor as a valid coin, it wil | be
accepted or rejected corresponding with the coin bl ock
settings of that coin type. If it is blocked then a ‘B’
will be displayed in front of the identification on the
display. The coins that are accepted are not counte din
the statistics.
DISPLAY TEST -> press ‘ENTER’ to perform the displa y test. The
display is showing 16 characters with all dots
activated. Press ‘ENTER’ or ‘NEXT’ to return to the

menu. (It's normal to have 1 or 2 pixels defective ina
display)

<< RETURN -> press ‘ENTER’ to leave the test menu

In the * SETTINGS’ menu you will find the following items:

JUPITER TYPE -> press ‘ENTER’ if you need to change it. It is only
used to display the correct Jupiter type in the fre e
running menu.

[X] GOLDSTAR -> press ‘CHANGE’ to select the corr ect type

[]SILVERSTAR
[] STARLIGHT

[17 STAR
[]EUROSOCCER
<<<RETURN -> press ‘ENTER’ to leave this submenu
ID NUMBER -> can be used to identify your table foo tball. It is
only numerical data (no characters). It is also sen t
together with the statistic data to the PC. When yo u
enter this feature, the old id” is shown. Standard it is
set to ‘00000000'. It can be changed. Press ‘ENTER’ to
change the ID#. The cursor will blink on the positi on
where you can change. Use the ‘NEXT’ button to incr ement
that digit. It will go from ‘0’ to ‘9" and incremen t by
each push. If the value is ‘9’ and you push the ‘NE XT
button it will go back to ‘0.
ARE YOU SURE? When the last digit is entered the guestion will be asked
if the number is OK. You will need to ‘CONFIRM’. If you
press ‘ENTER’ or ‘NEXT’ the new ID number will not be
stored.
CLOCK -> press enter to change clock/date setting S
TIME: 13:52:25 -> press ‘ENTER’ to modify the time settings
Only hour and minute settings can be modified. Seconds
are set to zero. It is always in the 24h format.
P.S. The current time is displayed as you scroll tr ough
the menu. It is not updated constantly.
DATE: 14/05/20073 -> press ‘ENTER’ to modify the date settings
<<< RETURN -> press ‘ENTER’ to leave this submen u. Next to display
the time again.
COIN BLOCK EUR -> press ‘ENTER’ if you want to make changes to the Euro
settings.
[TALL € COINS -> press ‘CHANGE’ to change thi s setting. If this
setting is set then the individual coin are not
displayed
[1 0.1 EURO ->press ‘CHANGE' to change this s etting.
[1 0.2 EURO ->press ‘CHANGE' to change this s etting.
[1 0.5 EURO ->press ‘CHANGE' to change this s etting.
[1 1EURO -> press ‘CHANGE’ to change this set ting.
[1 2EURO -> press ‘CHANGE’ to change this set ting.

<<< RETURN -> press ‘ENTER’ to leave this subme nu



OPERATING MODE -> press ‘ENTER’ if you want to mak e changes to the
operating mode settings.
[1PRICING 2 ->When ‘PRICING 2’ is selected y ou use the more
expensive setting (see table)

STANDARD
PRICING PRICING 2

€0.10 1 BALL 1 BALL

€0.20 2 BALLS 2 BALLS

€ 0.50 7 BALLS 5 BALLS

€1.00 15 BALLS |1 BALLS

€2.00 31 BALLS P3 BALLS
COMPETITION MODE €4.00 80 BALLS

€6.00 150 BALLS

€8.00 250 BALLS

[X] COMPETITION -> Makes the game even cheaper for intensive players.
The player needs to insert 4, 6 or 8 Euro to get th ese
‘SUPER'’ bonuses. This setting is only possible when
‘PRICING 2’ is disabled.

<<< RETURN -> press ‘ENTER’ to leave this subme nu

If the ‘ALL EURO COINS’ setting is set then no csiare accepted and ‘FREE PLAY’ mode is enablegouf
leave the menu structure press the front platebutt get a ball. You can press the front platédouagain to
get an additional ball. Each time that you makeal the next ball is dispensed automatically.

The arrows in front of the ‘RETURN’ in the menul] §®u in witch level you are in the menu. The mievel is
level 4.

If the game is blocked because it's not over aedetlare no balls in the ball tray then you neealdih money to
get (a)new ball(s). In this case the remaining(bdtom the previous game will be added with the gau paid.

If the display is not showing anything and thekbigtt is off too, then the board is in a low poweode. To get
it out of that mode you can do 2 things:
- insert a coin. (that coin will be rejected, but bward will restart)
- remove the main power for at least 15 seconds. ddnigot be done by switching the light off and
on ! You have to unplug the power plug.
If the board is still not starting up you needésat the processor by connecting the 2 pins offéd& second.

Use the ‘P1’ trimmer on the board to change thdrashof the display.
P.S. if there is a powerdown situation when you are in the menu, and you

made changes to the coin blocking settings, those a re not stored. They are
only stored when you leave the menu.



ERROR MESSAGES:

1) DISPLAY IS NOT WORKING

- DISPLAY HAS BACKLIGHT BUT DOES NOT SHOW TEXT

Possible cause and solutions:
Contrast is not set correctly.
- Use trimmer ‘P1’ on the controller board touwsdjthe contrast of the display

- DISPLAY HAS NO BACKLIGHT

Possible cause and solutions:
Connector ‘J1’ inserted on board- and display side
If the display is not showing anything and thekbigt is off too, then the board is in a low
power mode. To get it out of that mode you can dairys:
- insert a coin. (that coin will be rejected, but beard will restart)
- remove the main power for at least 15 seconds. ddrnigot be done by switching the light

off and on ! You have to unplug the power plug.

If the board is still not starting up you needésat the processor by connecting the 2 pins of
‘J3’ for a second.

2) 'BALLS MISSING'
‘BALLS MISSING’ ‘CALL ATTENDANT' ‘OR’ ‘PRESS BUTTON'’ -> The ball sensor in the ball collector
did not see a ball within 10 sec. This is a abndcoadition. Press the front plate button to stastor again for
10 sec. This can be done a couple times do léattieball blocking system’ do his job. If the pilein stays,
manual intervention is needed. The error will resesoon as a goal is detected.
LED 'D8' on the main board shows the status obtikesensor .
Possible cause and solutions:
- Do you hear or see the motor rotating ?
-NO -> - Is the motor plugged in (connector 'J5")?
- Bad connection in motor connector?
- YES -> Are there balls in the system?
-NO -> Add balls
-YES -> can't they access the ball collector?
NO -> - To many balls in the system will cause framet to time a difficult condition to get the
balls unbleckat the access of the final tube. 8 to 10 balthé system will be optimal.
- Clear the system. Parts of old balls and afldlirt can block the balls.
- YES -> Does the ball collector disk rotate while yardéthe motor?
- NO -> the motor has a broken gearbox -> replace thi@m
- to check the gearbox you can apply a little éongth your finger on the disk while it is
rotating. If there is a problem you will feéht the disk will rotate but stops at some
places. (partly broken gearbox)
P.S. Broken gearbox happens by wrong manual miatipo of the disk. Always be carefull when
handeling de ball collector disk. Use the 'MOTORSTTS' menu to manipulate the disk.

3) 'BALLS BLOCKED'
- motor overcurrent occured. LED 'D11' goes onlevhiotor tries to rotate. After 3 attempts thiseis
generated. Press the front plate button to réttlie problem stays manual intervention is needed.
Possible cause and solutions:
- look if there is a blockage of a ball at therante or exit from the ball collector. Remove tladi(s) and
push the frontplate button again to start again
- Nothing seems to be machanicaly wrong. Replagertotor.

4) 'GOALSENSOR(S) DEFECT"
- The goal sensors are tested with the start df game. There should be nothing in between theosgens
during this test.
Possible cause and solutions:
- Is there something in between the sensors? (IR-* IR_E1 or IR_E2 <->IR_T2)
- YES -> remove it. To manny balls (20 or more) in tietem can cause this failure. 8 to 10 balls in
the system will be optimal.
- NO -> - go into the 'SENSOR TEST' menu to see whétser doens't work. LED 'D6' and 'D7' on
the main board will be lit if the lightbeam rgerrupted.
- blow some clean air in the sensors to cleamthe
- measure the voltage over the IR_T1 or IR_T2démg on which sensor failes. The voltage
should be lower than 2,5V. Normally it's only ®/2 Volt. The trigger level is 3 Volts.
- Replace sensor or send board back for repare.



- Are the sensors still good in place? They rtedae aligned well in order to function
correctly. Glue them to the board with instaluieg

- Using wrong tools to mount/unmount the main ldozan damage components that are related

to the sensors. Check the areas around the stoesheck for missing components. Send
board back for repare (if possible).
Attention!!! The optical sensors are not always powered. @ipggnsors are only powered
when used. This means during the game or whe8ENSOR TEST' mode.

5) 'BS STAYS ACTIVE'
- The ball sensor in the ball collector stays\actb long while the motor is rotating.
- If the motor runs there is a maximum time tinet ball should and can be between te sensorsitithe is
to long the error is generated.
- If this condition was not generated they géballs for free if the sensor is not working.

Possible cause and solutions:
Reset (power off, wait 10 sec and power on agéie board to clear the error !!!
- Is there a ball between the sensor?
- YES -> go into the 'motor tests' menu and see wherdgoa 'motor forward' command
- is the disk rotating? Do you hear the motor?
- if you hear the motor but the disk is not timig then the gearbox is damaged. Replace the
motor
-NO -> - go in the sensor test menu and check is#resor functions by putting your finger between
the sensors
- is the connector plugged in correctly.
- are all the wires connected to the conned®r '

6) '12C ERROR'
- Communication between the processor and the EXMPRiemory is generating an error
Possible cause and solutions:
Reset (power off, wait 10 sec and power on agéie board to clear the error !!!
Replace the main board If it happens again and gdrack to JGC for repare.

7) 'COIN STRIMMING'
- code generated by coin-acceptor. If they putikda coin that is attched to a string this messetide
generated.
- Coin is stuck at the underside of the coin-acme@mpty out the coin-box and remove the coin ihat
possibly stuck in the coin-acceptor.

This happens only if the used coinacceptor edad this condition.
The output code shouldbe: 123456
111001
- the coinacceptor is disabled for a couple obaeds to prevent invalid coincodes

8) 'COIN JAMMED'
- code generated by coin-acceptor. If a coiamsmed in the acceptor this message will be gerterate
- Push the reject button of the coin-acceptorwptotimes. Remove the coin by hand if the probienot
solved.

This happens only if the used coinacceptor ead this condition.
The output code shouldbe: 123456
011101

NEVER MANIPULATE BALL-DISK (MOTOR) BY HAND. (THIS CAN DESTROY THE GEARBOX OF
THE MOTOR) USE ‘MOTOR TESTS’ MENU TO UN-BLOCK BALLS



MENU STUCTURE:
* JUPITER MENU *
> STATISTICS
LAST COIN:
COUNTER:
E.lx 0= 0.0
E.2x 0= 0.0
E.5x 0= 0.0
Elx 0= 0.0
E2x 0= 0.0
EURO TOT: 0.0
DATADUMP
ARE YOU SURE ?
DATADUMP BUSY

CLEAR STAT.
ARE YOU SURE ?
STAT CLEARED
EXIT JUP. MENU ?
<< RETURN
> TEST
> MOTOR TESTS
MOTOR FORWARD
MOTOR FORW. BUSY
MOTOR BACKWARD
MOTOR BACKW.BUSY
CLEAR OUT BALLS
CLEAR OUT BUSY
<<< RETURN
SENSOR TEST
GOAL L° R° BALL®
COINACCEP. TEST
COINCODE:
DISPLAY TEST
<< RETURN
> SETTINGS
> JUPITER TYPE
[X] GOLDSTAR
[] SILVERSTAR
[] STARLIGHT
[]7 STAR
[] EUROSOCCER
<<< RETURN
> |D NUMBER

ID NR.: 00000000
ARE YOU SURE ?
> CLOCK
>TIME: 15:24:56
> DATE: 20/02/2002
<<<RETURN
> COIN BLOCK EUR
[]1ALL E COINS
[10.1 EURO
[10.2 EURO
[10.5 EURO
[11EURO
[12 EURO
<<< RETURN
> OPERATING MODE
[1PRICING 2
[X] COMPETITION
<<< RETURN
<< RETURN
< RETURN



