THIS LIST HAS OVER 70 MACHINES COVERED FOR CHEATS AND WINNING HELP ETC.

PRIVATE
In the order as found on the page: 

· Winner Takes All (Barcrest) 

· Wild West/Force 10 (Ace & JPM) 

· Las Vegas Strip (Barcrest) 

· Up Up & Away (Barcrest) 

· Trivial Pursuit (Maygay) 

· Ten out of Ten (Barcrest) 

· Take Your Pick (Barcrest) 

· Super Pots (Maygay) 

· Super Mario 64 (Maygay) 

· Stars & Stripes (BWB) 

· Star Prize (BFM) 

· Squids In (Barcrest) 

· Sonic The Hedgehog (JPM) 

· Snakes & Ladders (JPM) 

· Screen Play (Maygay) 

· SWP; The Mating Game (Barcrest) 

· Roller Coaster (JPM) 

· Rocky Horror Show (BWB) 

· Ricochet (JPM) 

· Reel Money (?) 

· Red Hot Roll (BWB) 

· Reno Reels (BWB) 

· Pot of Gold (Ace) 

· Pot Black (Barcrest) 

· Place Your Bets (Barcrest) 

· Ooh Ahh Dracula (Barcrest) 

· Motorway Mania (BFM) 

· Monte Carlo or Bust (BWB) 

· Monopoly 60 (JPM) 

· Money to Burn (JPM) 

· Money Money Money (Maygay) 

· Make a Million (BFM) 

· Magnificent 7's (Barcrest) 

· Lucky Strike (Barcrest) 

· Let the Good Times Roll (Barcrest) 

· Las Vegas Strip/2 (Barcrest) 

· Jumping Jack Flash (BFM) 

· Jewel in the Crown (Barcrest) 

· Italian Job (Maygay) 

· Instant Win (Maygay) 

· Indiana Jones (JPM) 

· Great Escape (Maygay) 

· Give us a Break (JPM) 

· Fruit Explosion (Maygay) 

· Frankie Detories 7th Heaven (BFM) 

· Force 10/2 (JPM) 

· Fire & Ice (BWB) 

· Fight Night (Maygay) 

· EastEnders (Maygay) 

· Donkey Kong (Maygay) 

· Daylight Robbery (BFM) 

· Crystal Maze (Barcrest) 

· Crazy Fruits (BFM) 

· Cosmic Casino (BWB) 

· Cool Millions (Project) 

· Cleudo - Super Sleuth (Maygay) 

· Casino Las Vegas (JPM) 

· Casino Crazy (JPM) 

· Cash Reels (JPM) 

· Cash Lines (Barcrest) 

· Cash Is King (Maygay) 

· Cash Bowl (Ace) 

· Nudge Explosion (Ace) 

· Cash Attack (Barcrest) 

· Camelot (JPM) 

· Boulder Dash (Barcrest) 

· Big Bucks (JPM) 

· Big 7 (Electrocoin) 

· Big 50 (JPM) 

· Apollo 9 (Maygay) 

· Andy Capp (Barcrest) 
In alphabetical order: 

· Andy Capp (Barcrest) 

· Apollo 9 (Maygay) 

· Big 50 (JPM) 

· Big 7 (Electrocoin) 

· Big Bucks (JPM) 

· Boulder Dash (Barcrest) 

· Camelot (JPM) 

· Cash Attack (Barcrest) 

· Cash Bowl (Ace) 

· Cash Is King (Maygay) 

· Cash Lines (Barcrest) 

· Cash Reels (JPM) 

· Casino Crazy (JPM) 

· Casino Las Vegas (JPM) 

· Cleudo - Super Sleuth (Maygay) 

· Cool Millions (Project) 
· Cosmic Casino (BWB) 

· Crazy Fruits (BFM) 

· Crystal Maze (Barcrest) 

· Daylight Robbery (BFM) 

· Donkey Kong (Maygay) 

· EastEnders (Maygay) 

· Fight Night (Maygay) 

· Fire & Ice (BWB) 

· Force 10/2 (JPM) 

· Frankie Detories 7th Heaven (BFM) 

· Fruit Explosion (Maygay) 

· Give us a Break (JPM) 

· Great Escape (Maygay) 

· Indiana Jones (JPM) 

· Instant Win (Maygay) 

· Italian Job (Maygay) 

· Jewel in the Crown (Barcrest) 

· Jumping Jack Flash (BFM) 

· Las Vegas Strip (Barcrest) 

· Las Vegas Strip/2 (Barcrest) 

· Let the Good Times Roll (Barcrest) 

· Lucky Strike (Barcrest) 

· Magnificent 7's (Barcrest) 

· Make a Million (BFM) 

· Money Money Money (Maygay) 

· Money to Burn (JPM) 

· Monopoly 60 (JPM) 

· Monte Carlo or Bust (BWB) 

· Motorway Mania (BFM) 

· Nudge Explosion (Ace) 

· Ooh Ahh Dracula (Barcrest) 

· Place Your Bets (Barcrest) 

· Pot Black (Barcrest) 

· Pot of Gold (Ace) 

· Red Hot Roll (BWB) 

· Reel Money (?) 

· Reno Reels (BWB) 

· Ricochet (JPM) 

· Rocky Horror Show (BWB) 

· Roller Coaster (JPM) 

· Screen Play (Maygay) 

· Snakes & Ladders (JPM) 

· Sonic The Hedgehog (JPM) 

· Squids In (Barcrest) 

· Star Prize (BFM) 

· Stars & Stripes (BWB) 

· Super Mario 64 (Maygay) 

· Super Pots (Maygay) 

· SWP; The Mating Game (Barcrest) 

· Take Your Pick (Barcrest) 

· Ten out of Ten (Barcrest) 

· Trivial Pursuit (Maygay) 

· Up Up & Away (Barcrest) 

· Wild West/Force 10 (Ace & JPM) 

· Winner Takes All (Barcrest) 


>From Wugzy@aol.com To: fruit@adastra.co.uk Mime-Version: 1.0 Subject: Winner Takes All Content-transfer-encoding: 7bit 
Here is the original guide that appeared in the digsets written by eddie. 
//-- Winner Take All (Barcrest) ----------------------------------- begin --// By Edward Byard. 
The Basics: If you get any three numbers on the reels, you go into the feature. This is useful if you are given nudges and there is no win in sight, as you may be able to access the feature from just one nudge. Even if you have three 1's on the reels, you're straight in. Skillstops: For the one where the lights on Winner Takes All are dancing around, look at the first 'W', and press start when it comes on. As the human reaction is not as fast as an electronic one, it should stop on the last 'L' of ALL, landing you in the feature. ReelSkill: You'll have to use your own judgement for this one, but remember the three number reel thing. Worth looking out for if there is nothing else worth having. 
Small Tip: If there is a 3 and a 2 on reels 1+2, the hold buttons on just those two will do a very fast flash,, and then go out. Press reels 1 first then 2 and the buttons will flash, letting you hold them, with a trail held, and you've got the feature. 
The feature: I hate this feature. If it is going to pay, it will pay quickly, if not, it'll take you for a ride. For the jackpot when you start the feature, it will almost always give it to you within the first two nudge pot squares. But here is a rundown of the features of the feature: 
Nudge pot: Goes from 1 to 16 Push your luck: The worst. This, I’m sure is rigged. It will almost always give you a Bust of Unlucky. But if you get a Lucky Charm, this will override a bad step once only, useful if you are towards the top of the board. Pools Win: Not very good this one, the wins go up to 3.60. On a roll: Good this one. Quickly count the number of places to a square of your choice (I go for nudge pot), and wait for the Hi/Lo reel to get to that number (1-12), and press start. A day at the races: Not good. Highest win 1.00. But it gives you a repeat chance. Slot machine: Rubbish. Highest win 2.00. Carry on. You can do better. Flutter: More like it. A full 6 can be yours if you land on the last flutter place. Also gives a repeat chance. Lottery Ticket: VERY RARE! If it will payout, NOW’s the time. If someone has been throwing money in, and has lost it, you can almost guarantee it will pay well. Ideally the Silver series of Jackpot repeater is good. Silver series will net you no less than 8.00, where as the jackpot repeater speaks for itself. 
Machine problems: It will hang if you get a 'push your luck' and keep your finger on the 'Push your Luck' button. Mostly gives you holds if you insert a coin, and keep your finger on hold button 3 (right hand side). Useful for numbers, may give a trail held too, but if no success on first attempt, will not do it again for a while. 
To get a decent return from this machine, it needs to have at least 16 pounds put in after an 8 or 10 payout to recoup losses. So stand back and let someone else play and lose it, so you, the possible winner, can really TAKE ALL! 
30 Nov 1996. //------------------------------------------------------------------- end --// 
WUGZY 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Wild West/Force 10 Mime-Version: 1.0 
It's by Ace Coin. 
> Its almost the same as Force 10, Its got the barcode thing > and a reverse barcode thing, with six different features for each = > barcode 
It's exactly the same, except for different graphics, text and sound! The code is the same as the JPM version (JPM and Ace are both more or less the same company, owned by Sega), including the configuration modes, payout logs and volume control. 
Look for random giving loads of nudges or lots of numbers with the bonus on it. Then it is probably playing well. Otherwise, the usual JPM (Ace Coin) rules apply with Cancel and holding reels. 
One thing I would say is that, like Force 10, when you have the nudge gamble (hi/lo), it obviously knows whether to allow a win or not - and if it is letting you go quite high up without offering a win (or a mystery win) then killing you - it's taking the piss. It sequenced the reels so you could think you were winning - but you probably will find yourself losing on a 2 or 11! 
Wild West has given the jackpot on mystery win, 99 nudges on Random (hold Cancel!) and boosted from the bonus to 10 nudges with a good number. 
Finally, if you get a win from nudges - and have a good number on the left, auto nudge and use this to go up the cash ladder. If you have a good number on the right, I often gamble THEN auto nudge. If you have a bonus on the left-hand side (a sheriff badge), auto nudge straight away - don't continue gambling unless there's a much better win to be had. 
Wild West is a great machine; it always seems to pay out for me though that might be because the bouncers at the pub spend most nights on it filling it up. So I tend to go when they are not on the doors e.g. a Sunday and empty it. Lucky 7 means that you can't lose on a 7 one bit of advice for it is that when it gives a lot of nudges with no win on the barcodes may be there so go for that the best feature is Cash Shot which should be about 15ukp although there is several features I still haven't seen so someone might be able to correct me on that 
If you get a 321 or 123 barcode on Force10 and the middle number reel is a bonus choose 213 for fast cash, as it is "slow cash". Guaranteed jackpot repeater. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: Brian Subject: Viva Las Vegas Mime-Version: 1.0 
Well back to the subject of VLV, it's a brilliant machine it's just like all Barcrest/BWB built around that time for example if you get reels like this 
X X Feature 
Feature Feature X 
X X X 
usually the reels will flash and you will be given holds. Hold all 3 and you'll be given a nudge. 
I you manage to get to the A36 keep going and you should get to the last casino which goes to every casino and add up all the wins. I've had 3 repeats of this it is always more than the jackpot. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Comments: Authenticated sender is <shahn@mailhost.dcs.kcl.ac.uk> From: "Neil" <shahn@dcs....> To: fruit@adastra.co.uk MIME-Version: 1.0 Content-transfer-encoding: 7BIT Subject: Up, Up & Away 
I don't know if this has been posted before or not, or how often it works, but it does work on a streak. 
If you get nudges, try and nudge down the horseshoes to get the bonus, and if this is not possible nudge down the centre reel and try for ?nudges. Once you have the bonus stop it and you should get nudges, or hi-lo climb for nudges, then just carry on nudging the centre reel and you should eventually receive 99 nudges letting you drop in the repeater, normally repeats once. 
I've seen this done once, and I’ve done it as well, but I've also tried to build up the nudges for a good 30 mins with no avail. It only gave me max of 6. 
When I did it somebody had taken about #15 out, then I got a jackpot + 1repeat, and about a tenner in small wins after that as well. 
up up and away (barcrest) 
Even with the "reel" guide, it is important to point out that the machine will know what you're trying to do and can still kill you off when you play for nudges. 
Basically, it's a QUICKER way of winning - with far less opportunities for the random generator deciding to kill you on the board for being greedy! 
So many times I've played recently (probably now everyone knows the way to play) it's taken me to one nudge from the jackpot - after playing all the reels around. 
With the guide, you can see that if you start with horseshoes right at the bottom - you'll probably not make it all the way unless you get the "extra" bonus where you can select your own bonus from the list. 
> So there's gotta be something in it - a possible program bug? It wasn't > even in a good mood last time. 
It's not a bug. The machine was designed this way to provide a little more skill to regular players. The flyer for the machine even stated about the "Auto Nudge" button saying, "Could you do better?" or the like. 
The machine will not give 99 nudges that often, so even armed with the reel guide - don't expect to be able to do it that often. The fact that you could means it's probably good for a reasonable "Barcrest" streak.. i.e. 30 quid or a little more. 
If you get over 50 quid on it, then you were VERY lucky (or the people before you were very stupid!). 
-------------------------------------------------------------------------- I have tried playing Cash Attack (identical to UU&A) this way and it works a treat. 
I had: 
-3- --- UUU 
-=anything 3=3 nudges U=horseshoe 
and I got two nudges from the bonus. I nudged down the 3, and saw a horseshoe two above. I nudged that in, and as I already had 1 nudge, I was guaranteed to get at least 2 (for a win I could see) but no - it gave me three for 4 nudges. I carried on nudging the middle reel down, and sure enough, every horseshoe was worth three or four nudges, and the ? nudges was too. Eventually I got 99 nudges - not bad for starting with 2! However, it will NOT necessarily work if you need all your nudges to nudge the bonus in - then it can give you 1 only - ouch no win. 
This has worked 4 times for me on the SAME machine over the last few days - so there's gotta be something in it - a possible program bug? It wasn't even in a good mood last time. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: Chris Challis ESE <chris@sys.uea...> To: fruit@adastra.co.uk Subject: Trivial Pursuit MIME-Version: 1.0 
I don't think I've come across a machine that throws you on the feature so many times in a few plays (sometimes up to 3 features in 3 credits). Why does it do this? Sometimes it offers wins, other times it doesn't let you collect anything, and there's no garauntee of a streak even if you carry on. 
Another thing, does Triv have Barcodes? I've not played it long enough to get into that situation, but I suppose it could have been made at around the time they started putting them in. 
Getting Gold Pot is not necessarily good, I've had Big Money give 4 to 26 quid, 4 quid repeat for 20 quid, but most often end up with 1 or 2 pound repeaters which give 2 pound. 
When on the board and you land on a wedge square, check to see if the line you're on has 1 or 2 Wrong Answers. You tend to get a better deal from the line with only 1 Wrong Answer on it, Duh! 
The one in our local never seems to give any of the features, just Gold Pot or Wrong Answer. Any reason for this? 
Cheers, 
Chris C 
Quick tips: On Maygay's Trivial Pursuit (works better on 8 version) when you get the wedge always press the 1-2-3 for 'Super Match' and step down. 9/10 gives three pink for the jackpot, otherwise always 6 notes. Also, the TP logo in the top-left corner goes red when invincible and will always offer Big Money. If the last colour wedge is the jackpot (about 5=B0Clock on the board) then always take this instead of exchanging for Big Money - the next go you're back on with another red board. Finally, on the 8 version, a good way to get the wedge is to hold the blue bar below it and go for the barcode. When you get the 321 just press the first hold for super hold and bring in the wedge. Also from super hold you can hold 2 reels then press cancel while pressing exchange for a 'mega hold' which steps the reels further (sometimes takes a bit of doing!). 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Authentication-Warning: one.astraweb.com: coollist set sender to fruit@coollist.com using -f To: fruit@coollist.com From: Neil Sherriff <cs94nss@brunel...> MIME-Version: 1.0 Subject: Ten Out Of Ten (Barcrest) 
For all of you out there who have access to a ten out of ten (toot) machine 
A little Christmas present.... 
This, as always, depends on the mood of the machine but as long as it is not in fuck you over mode it should be good for twenty - thirty quid profit. 
Play as norm 
When you are offered a win from nudges - collect them and allow it to transfer to the cash side. (ie a one pound win) 
Now gamble to two pound and shuffle back to one pound Keep doing this and it will eventually come up with the "You can do it old boy" and offer skill select for the features 
Even when in a good mood this can take around ten to fifthteen to achieve but it is worth it. 
Obviously there is a tenner repeat (feature no. 15) but personally I select mega cash (no. 12) as it seems to give a little more. 
If you do select mega cash and it gives you a fiver first, with or without repeat selection, then it sould offer the skill select within another five quid and usually will give you a better amount. 
If you have problems understanding this mail me or the list and I shall explain again. 
Neil. 
Another very rare feature on Ten out of Ten is when the cancel light flashes. Press it, and you'll get a bonus win - which although I presume could be ANY amount, has always given me no less than blue sevens. 
Other times, you get "Enter Sequence".. Pressing 1,2,3 or whatever then gives an advance up the cash ladder. I can't remember if it was 1,2,3 or 3,2,1 for 8 quid (and I am unsure if there is one for the jackpot)? 
Barcrest machines have quite a lot of nice hidden features, which happen all by themselves and involves no special skill or play to get. What confuses me is how a Barcrest machine that gives lots of "true skill" bonuses can still kill you all the time.. and can pay great wins on nudges without ever giving a good sign. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Take Your Pick Mime-Version: 1.0 
The Machine is called 'Take Your Pick'. The best features are, in descending order, 
GOLD SERIES
SILVER SERIES
MYSTERY REPEATER
NUDGE REPEATER
SUPER CASH LINK-UP
SUPER GRAPHIC CASH
SUPER STOPPA
CASH LINK UP
GRAPHIC CASH
STOPPA 
I would suggest collecting anything with SUPER, SILVER or GOLD in front of it as the other three are pretty shit. If you have lots of keys 4,5 or 6 on anything up to =A34 then use your keys but never use your last key on the Cash Side as it often gives =A31 or =A32. This key used on the other usually achieves just over =A32 but with a reasonable chance of a super-something and occasionally Gold or Silver Series. If you have anything above a fiver apart from if you've got 5-6 keys then collect it. 
BONUS 
I don't believe it lets you slow down the bonus with the cancel. Boost is usually crap but once in a blue moon it gives you 5-6 nudges usually only allowing you a =A33 win. Collect this as a shuffle will fuck you down to a quid. Stoppa is normally bad stopping on 6-7 on the trail or at the most 3 nudges. Numbers in view doesn't come up much but is 50/50 on success rate. Add again is shit. Skill Stop is good but it usually awards most on the first run up the trail. Try and be quick. 
NUDGE GAMBLE 
Always check how many nudges you need for a win (by looking a the reels) as you can sometimes gamble without having to worry about loosing the nudgable win. There is no skill involved unless it says TRUE SKILL. Go off the music as well as the lights on stopping it and only gamble when TRUE SKILL has stopped if you have excess nudges otherwise collect. 
HOLDS AFTER NUDGES 
This works best on Green Bars or mixed Sevens but not very much. 
OTHER THINGS 
On getting the Jackpot repeater, The reels spin to the jackpot. This sometimes holds after you lost the repeat. If the machine is in a very good mood, the repeat changes from on-off to a kind of skill stop on the R E P E A T lights at the top of the machine. This is normally good machine to play. It's not too greedy and you can often walk away even. However I once put =A350 in it without a single feature. 
Take Your Pick plays quite predictably, so you usually know when to play and when not to. 
Basically, if it always screws you on the nudge gamble - or you always get 1 or 2 pound wins with dodgy numbers, or no keys, it will rob you blind. I've never seen it jump from this mode to suddenly paying the jackpot repeater. Obviously it could change moods, but you're taking a big risk. 
If on the other hand, you're getting keys, bonus numbers - or winning gambles to get higher amounts.. it's good. 
If you get one more nudge than you need to get a win, you can gamble without losing everything - so do it!! However, because of the sequencing of the reels - you'll notice that sometimes it can give lots of numbers and yet only offer a pound. The jackpot or red sevens may seem to be very close because you can see two clearly above the win line - however, Barcrest are clever by putting loads on R1 and R2, but very few on R3! There are always loads of pounds - but even these can be sequenced to be a long way away. (Usually when you get TRUE SKILL on nudge gambles). 
When taking keys, I usually go for cash. I know some people will say go for features - because you can usually get at least 2 quid against a possible pound on cash but I find it's a better gamble. Most features may give two pounds, but it's often hard to get MORE than that. At least with taking a cash gamble, you have the chance of high wins. 
Other advice; 
If you have a win of 4-5 quid, consider taking the cash - not risking ending up with a pound. 
The machine cannot offer the same cash/feature twice - so if it starts with all the low amounts, great. If you get 4 quid first time with one more chance - it will usually give a quid the next time. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Superpots Mime-Version: 1.0 
> I have found a strange SP - rechipped, yes - but does some=20 > strange things : >=20 > The first time............" 
I suspect this is just another re-chip on top of the previous re-chip, as Maygay seem to issue many in quick succession. I watched an SP over 3-4 days in an arcade last December and people were coming and going trying for the 4+/LFS but it didn't budge - it was killing regularly on 2/11's - as the original re-chip does anyway. All it did was pay a 'normal' Maygay run. It seems strange, but the 6 and LFS still seem to be free - you'd think Maygay would just fill in the look-up table/fix their C so that they register - and leave the rest of the game alone! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Authentication-Warning: one.astraweb.com: coollist set sender to fruit@coollist.com using -f To: fruit@coollist.com From: jonmorris@cix.... Subject: Super Mario 64 (Maygay) Hints, Summary Review & Questions - all in one Mime-Version: 1.0 
Okay this is the latest machine from Maygay, with the jump from 3.00 to 5.00 following the change in law on cash payouts on token machines (i.e. 5 cash and 8 tokens). Not really applicable to all cash payout machines, but goes to show how Maygay software seems to work. 
Anyway - invincible now is bollocks.. It causes the initial trail to flash between yellow and red - but you can still die. I really cannot work out the point of this. However, if it goes red from the start - you cannot lose and it will advance all the stars (10) to the Jackpot repeater. I didn't get a repeat on two occasions, so it may still have a bar. 
When it streaks - you don't instantly know about it.. and I've not had a barcode (it may not have them at all, but if it does they have probably made it a LOT harder to get like on Fruit Explosion and Apollo 9). 
If you die on the feature early on, it will often spin a win (1 pound) which can be gambled/exchanged. 
If it spins in a win by itself - I noticed that you couldn't gamble even on seemingly good numbers. Of course this may not always be the case, but I now think it's worth collecting it and not risking a gamble even on 2 or 11! 
The third feature (cash run?) lines up the reels (usually with mixed sevens) and you slow down the reel with Cancel to hit a number - which is how many times the reels step around. Just like the N64 analogue controller - the reel slows down gradually and speeds up when the cancel is released.. NEAT! However, the thing that isn't neat is there are 16 fruits on the reel and it usually has the jackpot just underneath (i.e. too far away). In which case, the best you can get is 3.00. However, after a red mode - I got the jackpot from 12 (it was 4 below the win line).. so it IS possible. 
Didn't try the other features.. 
Nudges will go up. 
Bonus life usually results in death (losing the life) within 1 or 2 spins. 
The usual "bar" seems to make the machine kill you if you try to go over 2.00 or 3.00 when it's in "piss take" mode. Advance the cash accumulator to 3.00 and you will die on the next spin. If you die without it allowing a win over 1.00, then it's really sick! 
Oh and when you get the jackpot - there's no sample - it just gives you a tenner and then the repeat chance. I didn't get it from nudges though, so perhaps it does one then? Or else, they ran out of memory with all of the N64 samples! 
It's nice - and appears a little different to the other game software. It borrows ideas from Great Escape/Italian Job, Fight Night/Cleudo, Donkey Kong/EastEnders and Apollo9/Fruit Explosion. If this machine needs a pair, then I am sure they're working on it right now! 
I'd love to know what to do when you get "Invincibility" though.. I wondered if (as it toggles between red and normal every second or so) whether you had to advance when it was on red.. Sounds too silly though, but I just can't see what the point of it was - as I still died without any win. Taking a feature early on just gave me a quid on the other time, which didn't please me! 
Jonathan 
Find out hints/tips/news on Fruities: http://www.demon.co.uk/buss-srv/fruitmachines/ 
-------------------<< Advertisement >>------------------- Superior connectivity. World class hosting. 
Astra Labs WebHosting - http://www.astraweb.com --------------------------------------------------------- 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Stars 'n Stripes Mime-Version: 1.0 
also with this shit machine if you exchang high wins (5,6,7,8)quid for a feature it blows you out 
anyone know any different ? 
ps. the top feature has gone fore 2ukp only..a few times this must be a sign for something 
---------- > From: Jonathan Morris <jonmorris@cix.compulink.co.uk> > To: fruit@adastra.co.uk > Cc: jonmorris@cix.compulink.co.uk > Subject: Re: [fruit] stars 'n stripes > Date: Friday, March 27, 1998 01:00 > > In-Reply-To: <199803262057.UAA09539@post.griffin.co.uk> > > i did try to roll it before after someone lost a hundred in it .... i put > > in 160quid then it rolled for 70 > > beware its a strange on for a different kind of player > > While it would HAVE to pay out eventually (after 2000 plays = 500 quid), it > seems to want to save up for a red hot streak. Therefore, you'll rarely win > any decent money. > > The best way is to collect small amounts, like 1.20 - or take things like 
> Money Belt which you can then gamble up. Take anything semi-decent if you 
> have a repeat chance and bear in mind that when you get the extra life - > you'll probably lose that AND the game before getting anything you could > collect! > > I only keep alive and win anything by constantly taking small amounts - as > this machine LOVES to kill you (like Fruit Explosion) on 2's and 11's if the > exchange is level with you straight away - even at 1.00! > > Jonathan 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Star Prize Mime-Version: 1.0 
Star Prize - ---------- 
When the machine is in "suck mode", it will play awful. Not allowing any wins over a quid or two. However, when the top left goes green - you can't lose. Don't worry about not being able to get a repeat. This is because there isn't a repeater on it. Whether you get the cash to the tenner, boost the features to the top, take nudges or take the Golden Shots (which will advance to 12, so you can't NOT get the jackpot) there is no repeat chance. 
When this machine rolls, it will give you lots of "Wheel of Fortune" prizes. Four times in a row it gave me the Tic Tac Toe style feature, which paid between 8 pounds and the tenner. 
Just to confuse you, I went on a machine that had paid a tenner - hoping it was buzzing. It sucked 8 pounds off me, without a feature exchange or win. Then on entering the feature, it went green. Afterwards, it killed me on the features until it went green again. THEN it played even worse. I ended up walking away with two "easy" Jackpots but even, or down. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: Brian.Hyndman@UK (Brian Hyndman - SUN Scotland) To: fruit@adastra.co.uk Subject: Squid's In Mime-Version: 1.0 
Often holding two of a kind gives 'find the fruit' where the other reel slowly does a skill-stop for the third and flashes when it's on the win-line. If you miss it by one, don't worry because it gives an extra step. This seems to happen mostly with yellow bars for 3 quid. 
If you can nudge down enough numbers to get you up to the money on the trail, do it, as long as it doesn't leave two of a kind on the win line, and more often than not you'll get to hold the numbers. eg you've got a 1 & 4 on the win line, it flashes x amount of nudges, nudge down the other reel making sure you don't have 2 like symbols (if this is the case then nudge the 1 off the winline cos you only need 4 to get up the trail) and it'll usually let you hold the numbers. Remember that you've always got the help of the nudgebuster. 
When on a 1 pound win, and the hi/lo number is 8 (which more often than not it seems to be), it will usually go lower if it's not getting you on the board at the 1.20, often to a 6 but it's an extra quid because it rounds it up. Going hi on a 4 does likewise. 
'Squids in' has an invicible mode where the squids eves light up WHILST you're on feature. 
Subject: RE: [fruit] squids in 
On the nudges 'arm' of the squid, the nudges will autonudge in either direction, so if it offers you a lowish win from lots of nudges, it may be worth using some nudges on the 'nudgebuster' (barcrest button) to bring a better win (for instance jackpot symbols) around the winline. 
In my case, I had 7 nudges and it offered yellow bars, but I used the nudgebuster to bring down all the reels together, and I manually nudged one of the reels. That brought 3 jackpot symbols down, some above and some below the winline. The 'possible win' then flashed 10quid and I hit collect. 
There are two versions of this machine. A normal 20p/25p play version and a dual stake version (which is 20p and 30p). 
If you play on 30p, you get three win lines - although the sequencing of the reels makes it just as hard to win then as it does on one win line. I presume you can get more than one win, but as you can only win a maximum of ten pounds in any play - the reels must be mixed up to stop this. 
The reels seem to be similar to Boulder Dash in their positioning.. Build up enough numbers to enter the feature and you then play the game which is very similar to Jolly Gems or Lucky Strike. However, you now have silly fish-related names for the features, such as PIKE A WIN. Groan! 
When I played the dual stake version, I played only on 20p after I realised it was sucking me dry very quickly and got the jackpot repeater on two knockouts. This is very similar to Lucky Strike which used to do this when it was in a good mood. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Sonic Mime-Version: 1.0 
Sonic the Hedgehog 
1) This machine is designed very well. It always gives loads of features and holds after nudges (Sometimes 2 or 3 per ?1!!) and then promptly=3D skanks it all back off you on the feature board!!! 
2) You only get a no-lose gamble after spinning after nudges. (Spin sonic spin). A no-lose gamble will occur on the second gamble if your win was ?1. On the first if it was ?1.20 
I thought the no-lose gamble only happened if you had enough numbers to enter the feature (and therefore will enter the feature when you lose on the gamble). As a result, it usually makes you lose almost immediately. 
3) Always exchange any win of ?2 or less for the feature as it usually offers at least ?2 before conning you. 
4) On the feature board, if you get a question mark and then "Extra life" this will shield you against landing on a lose square AND will also let you survive a hi/lo gamble!!!! Great stuff if you want to gamble on a dodgy number!! 
5) If you get a skill stop off a question mark just before the second "Lose" square and if you have a 4 or below always stop it on loop the loop and gamble higher for "Super Sonic" It will let you win the gamble about 70% of the time. 
6) Holding in cancel works on Random Stop, Skill stop. 
7) When you have mega-hold, always get an arrangment of numbers in the window that give you enough to start the feature if it awards numbers in view. 
8) You can hold a respin along with any accompanying numbers. 
9) I`ve found that when gambling up to ?2, if you have a "5" you can quite often gamble higher and it will give you a six. (Giving you ?3) 
10) This machine is very nasty with nudges when you`re in the feature and you`ll frequently find that the best win from 12 nudges is ?1.60!!! 
11) The features: =3D20 
Mega Hold: Complete crap, always ?2 
Fast Cash: I love this one!! Nearly always ?2 BUT it is TRUE skill. No suspect dodgy cons on behalf of JPM!!! I find that I can get ?5 on 2 out of every five attempts!! 
Loop The Loop: Great feature. If you get this far and don`t have a gamblable number, then collect it. If you get ?4 it will award you a repeat chance. You can always get ?3 or ?4 on this and sometimes a repeat chance. 
Quick Shot: Not a bad feature, usually ?3 max, and sometimes a repeat chance. 
Nudge Spinner: Again, quite crap. Usually ?2, about 1 in 5 times ?3, ?4, ?5 or ?6. 
Strike it rich: EXCELLENT!!!!! ALWAYS take this. ALWAYS. It`s completely up to the machine how much you get!! Minimum ?3, Maximum ?15? Just keep hitting start!!! 
Super Sonic: VERY EXCELLENT this feature is tops. Hi/Low gamble and adds up the cash. On this feature, ALWAYS gamble on the most likely result. Lower than an 8. Higher than a 5, etc If you do this it will take you to ?5 or ?6 guaranteed, and from then on, it`s purely a matter of luck!!! Lowest payout from this feature: ?5, highest: ?22 (Highest I`ve seen) 
Super Looper:I presume this is the same as on the other JPM machines where the reels spin around and you stop it on a win. You then have the chance to make it drop down and win that amount etc. etc. ??? 
Jackpot repeater: Speaks for itself! I`ve had ?30 off of it. :) 
Notes: This machine loves giving you the feature. It will literally do anything to give you it. (Including not bothering to hold a respin and watching the machine give you enough numbers to take you into the feature!) Beware the question marks. Especially the two at the top. They are complete cons and will always do their best to fuck you up. example: I`m on ?6, the next square is 12 nudges (?1.60 guaranteed ((WOW))) the next is Super Looper, then ?, then ?7 then ?, then Jackpot repeater. I`ve got an extra life stored. So I gamble. It spins a 3. (Surprise Surprise) Puts me on the first ?. "LOSE". Ok, I carry on. It spins a 2. Guess where I land, on a big fucking question bastard mark, that`s where. And what does it give me? Go back 2!"!! Back to the other fucking Question Mark. What do I get? Bonus Number. (How absolutely orgasmic) I spin again. A "2". Oh look, I`m on the other fucking question mark again. Guess what I get, "Back 2". Oh lookee here!! What a surprise. I`m back on the first question mark. What does it give me? "LOSE!!!!!!!!" Talk about a masochistic cunt!! This happens nearly all the time. Oh well, never mind, hey, it`s only money! 
I was also playing Big Bucks earlier and I had a red seven with a 2 on it, another red seven above the second reel and a red seven with a 2 on it on the third reel. I held them, all to take me to 3 nudges, to nudge in 8 quid. BUT, the bastard machine decided to give me The feature trail instead of the nusge trail!! Usually if you get onto both trails it lets you choose which one you want. This time it actually made a "laughing noise" and took my ?8 away! The number was a 2 so I gambled it and it span a "1" At that point I got up and left. Big Bucks has just lost my business for good. 
If it gives you spectacular loses like that, I find it is nearly always because there is a very nice win available on the nudges. I would guess that you could perhaps move up, exchange, and win something big if you had won the gamble. Therefore, it made you lose! 
It's a real bastard, but I try and use it to my advantage if I realise the machine is playing silly buggers - by checking the reel and not gambling if I know the nudge will go from 1.20 to 10 quid! 
>This is an occasional feature. When you have a win and are being offerred a >Hi-Lo gamble, it will sometimes say "no lose gamble." This means that you >can go higher than 11, for example, and guarantee a 12. 
NO IT AIN'T!! Watch out for the "REEL" profitable combination! Every time you get offered a no lose gamble, look at the reels, and you will see it's exactly as laid out on the win plan on the side! 
Also, being able to go higher than an 11 and win shows how controlled Sonic is. For example, did you know that Maygay only control=20 numbers 4 -9 ? The rest are supposedly random... 
Also, watch out for hi lo gambles on features, i.e. getting Super Hold allows a hi lo gamble to Nudge Spinner, and Loop the Loop to Super Sonic, and Quick Shot to Strike it Rich. Alas, not allowed on Fast Cash or Super Looper. 
A quick tip for Super Looper. When you collect it, the reels align on the JP and spin fast, but not full speed (I think it's 70RPM as opposed to the usual 105RPM of a normal reel spin) anyway, you can count the symbols as they pass, and count to 15 from when the reels start spinning, and press start. Hey presto, a =A31 win. It will step again and give you the JP, and maybe step=20 again a few times. If you miss the 15, count to 30, if missed 45 and so on... 
Also, look out for hi lo gambles on cash amounts, e.g. =A31 to =A31.60, etc etc.. 
find it's hidden features and it could be very Profitable! 
ed 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: Richard.James...(Richard James) Subject: Snakes & Ladders To: fruit@adastra.co.uk Mime-Version: 1.0 
Hello All 
Machine: Snakes And Ladders Cost: 25P Jackpot: œ10.00 This Is A Good Machine For Getting About A Tenner Up You Will *Very* Rarely Get The Jackpot And Even Rarely The Snakes And Ladders Feature, With This Machine You Have To Win Money Via œ3.00 + Wins Lots Of Features Pay In The Region Of œ3.00 And Repeat 
Features Worth Taking: 
Sidewinder: This Is Usually œ3.60 -> œ5.00 Stop The Snake When The œ1'S Row Is Lit Which Is Easy To Do. 
Sands Of Time: If You Are Good You Can Get œ5 + But Generally It Is Easy To Get œ4 By Nudging The Jpm In One Reel And Then The Rest Because You Don'T Risk Winning œ1.20 Hit The Sand When It'S At The Top And Nudge The Right Reel First. You Get Unlimited Nudges But A Time Limit - The Reels Go Really Fast Which Is Why Its Hard To Get The œ5 œ7 œ10 Wins And Usually Result In A œ1.20 Win So I Normally Go For The œ4 Win To Make Sure 
Crazy Spins: X Crazy Spins 3+ Crazy Spins Is Worth Having , If You Take Two Spins Sometimes You Get œ5+ Pounds Win Come In And A Smaller Win But Normally Maximum œ2-3 Per Crazy Spin 
Big Money: When You Roll A 3,5,7,9,11 You Get Exchange For Big Money This Is The Only Way I'Ve Won The Jackpot You Get A Gamble œ4.00 / œ10.00 Usually œ10.00 Sometimes œ4.00 This Is Well Worth Taking 
Snakes And Ladders: This Is About œ20 + Loads Of Wins Repeater 
Good Luck!! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Screen Play Mime-Version: 1.0 
Screen Play.(Maygay) 
Best machine ever made. On getting a win press green diamond shaped button to reveal feature at no cost. If it's: 'Knight time' - collect. True skill -£3. **Don't focus on each of the four doors, but relax focus and gaze into middle of screen as knight jumps around** 'Cash grid' - usually worth around £1.60 - no skill 'Scratch card' - luck again, any win possible, although a fruitie mate reckoned there were only so many memorizable patterns and you could get £3 at least every time. 'win series' - usually £2 - £3 'Duck Shoot' - lucky if you get more than £1 'Concentration' - can't always garauntee £3. Play with a mate. One remember top line, other bottom line. Match the pairs. Practice is advisable. (£2 with skill) The clapper board segments light up with respect to bars on win-line. i.e double lights 2, single 1. Getting 7(or 8?) gives 'Spotlight'. Pressing holds in different order gives different feature. Take 10 nudges if you can get double bars or 7s otherwise take Knight time. It never seems to give flash holds. 
The spotlight feature on Screenplay is controlled by the amount of bars on the winline, i.e a double bar is worth two spotlight letters and a single is worth one etc. When (Rarely) the spotlight is completely lit you have to hit the hold buttons in sequence to get a feature - I always used to take 10 nudges if jackpot was about otherwise I would take Knight Time (can't remember the code) which was a guaranteed 2.40 + Repeat. 
On Spotlight, there should be a wee clapper board thing on the screen. Every time a single bar drops in, a portion of the board lights up. Double bar means 2 portions. Get 7 for Spotlight. 
>What is it exactly that fills up the clapperboard - and how is it >that sometimes a "trivia" question pops up to give cash - I've >managed to do the above tip before but by chance (not by knowing >which symbols light the clapperboard) > 
The trivia questions are just random and the clapperboard symbols relate to the bars on the winline i.e. single bar = 1 symbol and double bar = 2 symbols. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: james@adastra... (James Berry) To: fruit@adastra.co.uk Subject: SWP 'The Mating Game' MIME-Version: 1.0 Content-Transfer-Encoding: 7bit 
Having just come in to university and read around 70 e-mail messages, and found 2/3rds were slagging one bloke off, I think it's time to change it. 
Right, a guide for the SWP 'The Mating Game' 
If anyone has played this quite amusing SWP then they'll know what I'm on about. Firstly, I tried about a fiver in this without much success, but I have found that the skill games are well 'ard to do. The questions, depending on how thick you are can be straight forward, but the time you get to answer them runs out rapid. The trackball on the machine is bobbins and it takes about =A33 to get the feel of it, 'cause you'll need it for the final bit. My tip is to try the skill ones and questions mixed, straight forward q's can be a task and half to do. Find your way around the maze, getting as much 'passion' as possible, as it's used up as time on the game and end bit. My advise to anyone daft enough to think they'll win at this game is to get the 3 objects req'd FIRST. Then, go around collecting more passion to replenish the timer as it's well down after going for 3 objects initially. After collecting about 2 or 3 hearts, proceed to get the coins. These can be picked up at anytime along the journey as well, so try and get at least a fiver's worth because it's pointless playing. I've seen people get these first, thinking that's what they're going to win, but then what happens is they run out of time and sadly fail. Also get all bonuses along the way, as invariably they are passion as well. Right, onto a couple of the skill games: 
1- Backwards missing letters- EASY! Just look at the names and put the missing letters into them within the time allowed. Make sure you can handle the trackball as it's quite hard to pick the letters up to move them. 
2- Woman & Bloke cartoon bouncy thing- HARD! This is like something out of Road Runner! You have to bounce each other off a see-saw thing and get as much stuff out of the trees as possible. This is hard and the trick is to move the see-saw to the exact place, or you'll lose miserably, flattening each other. It takes practice and no wonder the machine seems to always give you this. 
After doing the above, the final task is to find the woman/man you're after. You should keep to the original track you've followed and retrace the steps taken. Use the little map in the bottom left corner to help. If you see them on your travels in the maze, take note and remember the location! 
FINAL BIT- The last part of the game determines if you win the money you've collected. I can't remember if the time accrued goes towards this bit or not. Anyway, it's best to have plenty for it. This part has you shooting arrows from cupid into red and blue hearts. The principal is identical to the Crystal Maze game and if the machine don't like you, then it will always go less than 50 in total. I found the best way to do this is to shoot everything rapidly and then slow off and 'aim 'if you can at the red hearts. It goes so slow that you think you're in with a chance but try it and se ! I got 60 odd red and about 15 blue, giving me a total of 40 odd, just less then 50 anyway. If you aim from the start and do well, it just puts more blue ones on the screen to make it harder. 
If anyone else knows anything about this, do tell. Be warned, it can get addictive at times. 
Jay. 
-- Adastra Software Ltd, Edmonton House, Park Farm Close, Folkestone, Kent Tel: 01303 222700 Fax: 01303 222701 24-hr support: 0701 0702 016 Specialists in call handling for GP Co-operatives www.adastra.co.uk 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From superpots@f Subject: SUPERPOTS CHEAT FINAL To: undisclosed-recipients:;@adastra.co.uk@sunuk Mime-Version: 1.0 
The principal behind playing this machine is that the 6.00 win and the feature Lucky For Some are completely free. The trick is knowing how to get to these wins. The first step is to get the machine happy so that it will offer you 4.00+ on the nudges on the right hand side. This can cost up to 20. When it is offering this you must carry on gambling for more nudges until you have a number that will let you gamble to the 6.00 win. When you hit collect you will nudge in 4.00+ on a 1, 3, 8 or 12. This will guarantee you can reach the 6.00 (if you never get one of these numbers then it is probably rechipped). If you are on a 3 or 8 you can exchange the number and hi-lo to the 6.00. If you are on 1 or 12 you can usually get to the feature Lucky For Some. When you go higher than the 1 or lower than the 12 you will get either a 5, 6, or 7. If you get a 6 you must collect but if you get 5 or 7 do the following: Press exchange, swap to feature trail, press exchange again and you now have a 1 or 12. Hi - lo to the feature and collect. Hold down the cancel button and stop the feature on the cash jackpot. Sometimes you will not be able to get 4.00+ on nudges so it is worth collecting a smaller win and seeing if the swaps are lit on 4.00+ and 6.00. If they are you can get to 6.00 if you are on a 5 or 7 when you climb to 4.00+. One of the best ways to get nudges is to hold the treble bar with a 3 on it. This often rolls in and you can use it to get the blue sevens near. The machine does like to give you 1 nudge from these holds. All these wins are free so as you are playing the machine will be getting very happy. You must finish playing the machine by collecting normal wins (4.00+ for example) and bring it down to a normal level. You can only judge this with experience. The cashpot is also completely free. It will either not repeat or it will repeat 3 times so be careful with the amount of money you have in the bank and what is left in the machine. There are other chip changes but they are not common. The most likely will be that you are not offered a good number when gambling the nudges. 
These are the instructions for playing the later rechipped SUPERPOTS. 
The SP's that have been fixed with the 2 swap lights out can still be done. This includes the ones in pubs. There is a technique to it though. The 6.00 and 10.00 are still paid for as are cashpots over 4.00. So still chase these on 3 holds and superholds as usual.The technique for more 6.00's - when on nudges, gamble up enough nudges so that you can leave yourself at least 2 bonuses on the winline when the nudges are used eg bonus,4,nothing. Its then down to luck on what the machine gives you off the bonuses but a nudge shot off the first bonus often the machine gives you one less than you need for a #6 win but the next bonus (1 advance) may take you there.On the above combo, with the red sevens 4 short of the win line for example it will often allow you a choose a trail first bonus (choose 7) followed by a respin.Hold them all it thinks you are 1 short of 6.00 but you have the held bonus reel which will advance1 more nudge for the 6.00. Never stop a trail on 8 it will always follow with choose a trail.These are hard work but they can be emptied esp if a handy cashpot drops in at some point. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Roller Coaster Mime-Version: 1.0 
> A plays later and I got NEMESIS (but it only went up to the > 4.00 bars and then killed me). Still, I was up about 25.00. 
How many credits does it usually take to get "Nemesis" ?? AND.. how can I tell if the machine has the bug? I remember something about the display sequence, and "JPM INTERACTIVE" What was it again?? 
JPM Presents is unchipped, JPM Interactive is chipped. (I'm pretty sure it's that way around). 
Roller Coaster - Test your strength - use cancel for an easy tenner + repeat chance. (This has been said before but it's worth repeating) 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Rocky Horror Show Mime-Version: 1.0 
Just a quick tip for Rocky Horror Show by BWB (Genesis 3 cabinet) The more I play this machine the more I like it. 
If you get on the feature board, it usually kills you off on the third spin. 
Frankenfurters Garter Belt feature usually gives around #3.00 + if you wait long enough. This is just a barclone money belt feature. 
Janets grab it is also ok. I've had the Jackpot off this feature a few times - I still haven't got the cancel button to slow anything down. 
This machines also gives wins above + below the winline - watch out for the symbols to flash briefly before it gives you holds. Just hold them all as usual. 
Obviously the last thing, this machine only pays out #1 coins - just the same as most Barcrest Genesis 3 cabinets - so accepting 2.40 on a dodgy high low gamble will give you the three quid anyway. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Ricochet Mime-Version: 1.0 
Subject: ricochet 
I've got the hidden features a few times, but never off 5 trail helds in a row, only of the bonus. 
Cancel works as a slow down, when choosing your feature, but doesn't work in the features (I don't think anyway). 
I've only had three of them, The Chamber, Hit the Top, and Megablast (I think this is what is is called). 
The Chamber lines up the reels, and you stop them with a win, then it is a step repeater. 
Hit the top is quite good, all the board flashes up and down and you must stop it with something at the top - quite easy, guaranteed tenner. The 5/10 pound strips also flash, but I havn't managed to stop those. 
Megablast is shit, just a random stop around the board. 
Also when you get on the board check for nudges as they can advance you up quicker than gambling on hi/lo, Also if you have a high win from nudges and can exchange for superholds from the win you should just to see if there is a better win. 
Subject: Barcode on FightNight/Cluedo 
A little thing I have noticed on Fight night and cluedo... 
When you have the barcode on these machines, pushing the left hand button will give you "superhold". This usually awards you with boxes for a quid, but there is a trick to it. Hold two decent fruits (double bars are usually there), and push the start button. The machine will spin in the third for you. Be careful though, don`t hold two fruits that are boxed as it will give you a quid. Likewise on fight night, don`t get cocky and go for the red sevens as it will spin in a blue for 1.20. It will happily give you treble bars though. On fight night, the start button lights up so MayGay are trying to show the punters, but on cluedo it aint, but it still works. Another thing I noticed is that when gambling these wins on fight night, the machines features are low down the climb. Gambling to 2.40 lights up revolver which is one away from sjp! This is only on fight night however, as cluedo starts climbing the features from the bottom no matter what gamble you win. 
Also, I noticed that the red features on these machines don`t award you with a repeat chance, unless you swap corners, and that repeat never works either. I think it may be programmed not to. I tried collecting 1.60 when on red in cluedo, and every time I have done it I have got the sjp on yellow on my next feature. The bugger still never repeats though. Does it only repeat on streaks? Or has anyone seen different. 
I've only seen repeats on red which have definitely been streaks. That is, if it repeats once - it will repeat a couple more at least. Otherwise, it will not repeat at all. 
Of course, this isn't likely to be a proper rule - just the fact that the "bar" is lifted and Maygay machines can then run free and pay out all sorts of crazy amounts. 
On Cleudo/Fight Night - I was told you can exchange corners to take the Super Jackpot instead of filling the cash ladder (which doesn't have a repeat chance anyway), but so far I've never actually had it stop on a corner to allow me to do this. I'm not convinced it ever does. 
Subject: Re: Reels 
Yeh, but haven't you ever noticed that when you do use 1 nudge to see what's above it its something crap anyway. The machine will only give you winning nudges when it decides. How many times have you had 4 'skill' nudges and nothing to win??? 
Sometimes it's very useful to know a bit about the layout of the reels. Taking the Italian Job as an example. 
1) Sometimes you can get the Supporters Club but you can't quite see by looking round the back. 2) Sometimes you have two red or blue sevens visible and you need to know what colour that next seven is you can see by peeping between the reels. You don't want to pass up the offer of ?6 or ?7 but you don't want to take the risk of it being ?1. On the other hand if you know it's going to be ?6 or ?7 you might want to stop gambling and take a small win because you don't think it's ready for a payout yet. As I'm sure you're aware, if you exchange onto the board with four or five pounds it won't tell you what win you can nudge in immediately. It will wait until you land on a nudge square on the board. Qutie a few times I've been able to nudge in ?6 where I would have taken ?5 had I not known the colour of that last seven. 3) The machine often gives you a number of nudges that will take you onto the board but sometimes there is a choice as to which coloured minis you nudge in. Often there's a red-white-blue sequence waiting there which you have to bring in manually. 
In-Reply-To: <199711191206.FAA03193@cool-relay1.coollist.com> > I do not know much about the actual layout of reels. The amount of > times where I want to know whether there is the third fruit 3 nudges > round the reel where I can't see it bugs me to death!! 
Try filming with a camcorder (with a high shutter speed), this will then enable you to film the reels when they spin. 
> If there is a uniform layout for the reels does anyone have any sort of > "map / chart" as to how they're layed out? 
The layout varies from manufacturer to manufacturer - but the layout is often the same within the same company, or to a certain series of machines. For example - Barcrest's Cash Attack has the exact same layout as Up Up and Away. Likewise with Cleudo and Fight Night from Maygay. 
Knowing the layout of the reels can help you when gambling for nudges. To know exactly which part of the reel it's currently on (as the same fruit may well appear multiple times) - look for markers at the edge which are used to put them in the correct position. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Reel Money Mime-Version: 1.0 
erm what you do, is get three bars (as long as they are not ALL the same), then if you have nudges left over, press collect. It will go quickly up and down the hidden features, and you hold CANCEL to slow it down, I picked Carousel which spins the middle upper reel slowly, and I stopped it on the jackpot symbol for 10:00. 
So get a different bar on each reel then press cancel. Does this allways work? 
>>> Matthew Davis <MDavis@compuserve.com> 16/March/1998 08:09pm >>> Yup I've heard of it...get three mixed bars for hidden features, then hold cancel... If you have nudges left over, press collect... Matt 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Red Hot Roll Mime-Version: 1.0 
Red Hot Roll: 
I haven't played this all that much but a couple of tips. 
Getting 'Wild roll' gives the chance of getting jackpot in the roll. Always play for 'rolls' rather than fruit symbols on getting holds. It's simple to play this machine. You can't gamble, the coding is probably relatively simple. I doubt very much any outright cheats (emptiers) exist for this machine. A good rule is 'Never put more than three quid in at one visit to the machine if you don't win anything.' A streak is shown by rolling in of three of a kind (green bars and above) but NOT rolling in of three roll symbols. OR a continuous high winning frequency, once every three pounds or more. Oh and holding two symbols and the other one rolling in first go is PROBABLY a sign of a roll on this machine. Remember: only put small change in after the three quid barrier and then only if holds would give you a win (via the holds three times rule.) It quite often gives holds on a win when it's within a streak. The most important abilities when playing this machine are SELF CONTROL and ability to recognise machine behaviour. Failure to apply both these traits will, over a long period of time, guarantee a financial loss. Machines may try and fool you they are still on a streak when they have in fact finished. Remember, three quid in and no win then it's not worth playing, even if it gives loads of nudges and holds. If you carry on playing after this, yes, you may get a jackpot, yes, you may get back your three quid with profit, BUT you are playing against the odds. Oh yeah, it's made by Barcrest so all the more reason for not feeding in silly money. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Authentication-Warning: one.astraweb.com: coollist set sender to fruit@coollist.com using -f To: fruit@coollist.com From: Jordie369 <Jordie369@aol.com> Content-Transfer-Encoding: 7bit Subject: RENO REELS-BWB Mime-Version: 1.0 X-BadHeader: plain; charset=US-ASCII 
RE RENO REELS-BWB ------------------------------------ 
The re chipped 10 jackie all cash version appears to now have the odds swayed heavily to the arcades, i was playing the other day and gambled upto 4 ukp and exchanged for reno feature, i gambled risking going bust to try to get the super feature which guarantees 10 - 15 ukp, i got the super feature and it made me lose first go, this happened a number of times, i queried this with one of the arcade people and he said "yeah thats the new feature on this latest version getting the super feature does not guarantee you anything" he smiled a sickly smile laughed and walked off- now i know on some machines getting the top feature does not guarantee you a tenner, but giving jack shit is taking the piss, 
CHEAT FOR OLD TOKEN VERSION ONLY --------------------------------------------------------------- here goes.this is quite hard to explain for me anyway,memory is fading :) (i feel sure this is now well out of date and most of you know this, but for those that dont) this works on the payout percentage thing token wins on this do not affect this, but please bear in mind the following:- 
1) you must pump 30-40 ukp into this 2) ideally you want your arcade to refill the tokens 
all you do is chuck your money in, ignore all cash wins etc, if anything rolls in just gamble away-BUT DONT TAKE ANY CASH WIN AT ALL-YET now by refusing wins the machines percentage increases-eventually going through the roof thereby offering a decent win every spin, when you have it going like this do the following:- 
youll now be getting ''game on'' frequently what you must do is hold red sevens in or around the winline diagram should clarify reel 1 2 3 7 D D B-BAR 7-RED SEVEN D-DOUBLE BAR winline B 7 B 
ok, basically when you get game on flash up instead of holding the single bars reel 1 & 3 , you hold reels 1 & 2 and let 3 spin, 90% of the time the other red seven will drop in on the winline, and then youll get a nudge, nudge in the red seven on reel 1 and hey presto 8 ukp + repeat, (after game on if you dont take the win the frutie offers, ie ignore it and hold something else you always get 1 nudge) 
your probably thinking how 90 percent aint all that good, but coz the token wins arnt affecting the payout , youll be getting game ons, wins etc on every spin.(and by continuously holding the red sevens in the above style pattern you can get it every 5-8 goes) (my local arcade used to do refills (very nice folks) sadly i only found out about this the day before they were rechipped :(((( still made some dosh though. anyway once youve had your share of token wins, just start taking the cash wins this normally covers your stake money & another 25 percent.-and now you have loads of tokens for other machines 
PLEASE REMEMBER THE FOLLOWING THOUGH:- 
1) this only works on the old machines-re chipped machines will not offer nudges after ''game ons'' when you hold the red sevens this way. 2) i think these machines blank their screens when they are out of tokens, if the arcade or wherever you are wont do a refill and switch the machine off early on you gonna be out of pocket. 3) if they do refills i suggest emptying the tokens twice then start taking the cash dont get greedy, or like at my local some bloke got greedy and they sussed what he was doing and the machine got re chipped very quickly indeed 
i hope this is clear, if not mail me. 
ONE FURTHER POINT --------------------------------- 
i got this info off a regular at my local arcade early last year he asked to buy a couple of smokes off me, i just gave him some, then asked how come he was winning so much-and he gave me all the details showed me how-even gave me loads of tokens, what im saying is when i got into fruties about 5 years ago, i became a regular at my local arcade , other regulars would -tip you off on cheats,warn you if a machine has just paid out loads etc etc etc,(there was alot of camaraderie amounst the regs) now it appears this old breed of folk have gone, sharking is common practice and no info is shared, i find this very sad, especially between regulars, people have either become very mean or i just live in a shite area. 
if any of you find a machine that this works on can you mail me, im not interested in playing it, its just my input to this list has been minimal and id like to think this will have benefited someone 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Pot Of Gold Mime-Version: 1.0 
Pot Of Gold (Ace) - ----------------- I have never got into ace machines much, but I like this one. The nudges work the same as Cash Attack whereby you can keep bringing more round to try and get more wins. There are three levels to the game bronze/silver/gold where the max wins are 3/5/10 respectivly. The very centre is the pot of gold, which is a win series. You can hit "repeat chance" to win more out of the levels though! I would not recommend gambling wins as the hi-lo goes from 1-6 and is sad. Always losing on 2`s and 5`s. Each level contains several features which you can "pick" from depending how many choices you have accumulates (like place your bets). I collect 2 picks at silver/gold level especially if I have "repeat chance" lit. Bronze level is super sad and I would never collect it. I have never died on my first move on any level. The machine can turn red whereby you will get pot of gold and win at least 10, although I got 15 from it quite a lot. Every time I had the chance to hold two feature symbols it gave me three holds! (although this was probably very lucky). If it offers holds after nudges, it is playing well. 
In your message dated Friday 6, March 1998 you wrote : > I can testify that clever nudging on these sorts of machines (Money Maker, up > up and away i think - constantly nudging down numbers to give more nudges and > so on) is good....I managed to turn a ?2 win into a ?4, and it offered me ?1 in > between. Reel guides for these machines would be a great help. > 
Another one this works on is Pot of Gold by Ace. It often gives you 3 /4 nudges for the 3 cherrys for a quid. One of the cherrys on the right reel has the 5pound fruit (grape?) under neath it with a 4 on it, many a time I have got a fiver by nudgin this in rather than taking the pound overed by auto nudeg. 
Cheers 
Reel Blasters have always been good for me on Hi/Lo Silver - when I check that there are more "blasts" than awful fruits.. You've got a good chance or 2.00 or above then. I like the Spell Bound feature on this machine, if you concentrate you can usually get about =A37. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Pot Black Mime-Version: 1.0 
You have to total 11 or more in numbers to get on the feature - there is a bonus at the 4. If the Barcrest man flashes, you will be able to use cancel to select the one you want. They are: 
Trail Boost : Crap. Gives you the feature 1/10 times Stopper : OKayish. Gives you the feature 4/10 times Number Run? : Usually gives you a #1 win which can be gambled Selector : Probably the best. Gives up to 5 shots Skill Shot: Bit tricker. Gives up to 5 if you're skilful Numbers in View : Crap. Never have enough numbers in view 
When you get on the board, you will have a number of shots from 1-9. If you get more than 9, you are given the Super Jackpot. For each shot, you can select one feature or one cash (when on one of the pocket squares). I always go for the features, 'cos they are a bit more interesting. They go as follows: 
CASH RUN : Crap with a capital C. Gives #1 or #2 MONEY BELT : Sometimes throws in a fiver. Otherwise crap POUND SHOT : #1 or #2 is about your limit SKILL SHOT : #4 unless you are drunk CASH CLIMBER : #3 unless you are drunk. Try and stop it when it has just gone past a whole number of pounds, cos it will always round up to the nearest pound. BIG BREAK : Random series of wins. Usually pays at least a #10 STOP n STEP : Can be a bit stingy. Steps round the board adding up wins. Will get you anything from #3 to #20 SEVEN STEPPER : #2, #7, #8. You can choose to step wins up or down. Obviously try and go for 3 of a kind. The Blue Seven is just after the Jackpot sign by the way. GOLDEN HOLD : Steps three up and three down JACKPOT REPEATER : Sometimes gives you this of its own accord. Other times, if you hear a yodelling sound when you land on the pocket square, it will give you it. REEL SKILL : Guaranteed #1 in the bag (gives 3 once in a blue moon) POUND STOPPER : Approx #3. Steps around the reels offering best combination of pound signs to light up the board. LOCOMOTION : Dead slow stepping round the reels for an easy jackpot but there is no repeat. 
Can't remember the rest, but they'll involve crappy #1-#3 wins. Basically this machine is a bit dodgy, and kills you quite often. I usually only gamble once when I start on the board - and then collect whenever I land on a pocket. If you get a skill-stop, collect +3 shots - not the mystery shot. Also, land on the referee and it's usually game over. 
One more hint. If you manage to fill up 6 of the pound signs on the matrix, but not line up a #1 win, ie 
O X X 
X O X 
X X O 
Then you will get a secret bonus, where you have to enter the keycode for a secret number of shots. Well, 3-2-1 is the best (I think) - as it gives you 6 shots. 
------------------------------------------------------------------------- Don't forget that you can use some of your shots on the features or money and then carry on round the board to get more shots. Be very careful as this sometimes kills you. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From DAMIONE@omiuk... (Damion Edwards (ND)) To: fruit@adastra.co.uk Subject: Place Your Bets Mime-Version: 1.0 X-MIME-Autoconverted: from quoted-printable to 8bit by adastra.co.uk id NAA21202 Content-Transfer-Encoding: quoted-printable X-MIME-Autoconverted: from 8bit to quoted-printable by saturn.sun.com id EAA29755 
Hi, Can anyone provide me with a list of the reels for Place Your Bets. This machine has just been installed in the pub I live in and does it take the piss (Answer is: All the bloody time). I've managed to make it happy several times but I haven't sussed it fully yet (Kepp losing / turning down small wins (I.e. below œ7), Always hold the horseshoes and when you get into the nudges & it offers 7/8/9 nudges just keep shuffling until 6 lines appears - collect for jackpot). I've managed (once) to make it go on a major happy streak as opposed to a winning streak, Over the space of 25 / 30 œ it paid out about 6 jackpots as well as a couple of 7 / 8œ wins but it's such a sloooow process. Someone has DEFINITELY removed the 'be nice' chip!! So if anyone can point out a www site with a playing guide or any tips I'd be extremely grateful. I'd even buy you a beer if you come to my pub (No you'll have to find it yourself :) Cheers, Damione 
> It really doesn't sound like you need any extra info if you can keep > doing this. 
> What do you need the reel maps for? Can you nudge fruits in manualy > to fill up the matrix, or do you have to go for a win? 
> Chris C 
Well... this is the problem, I can't keep doing this, it just seems to happen & I am *very* unsure as to what I'm doing - Is it just my playing style? Is the machine just ready to pay? I just don't know. The whole machine confuses me - an example, matey & his wife come in every Sunday lunchtime & put9C30-9C50 in. If they win big it goes back in. Good luck to em they enjoy it. But if I jump on the machine sometimes I can make it pay, sometimes it takes 20-309C off me. I get a little bit upset by this. Actually I get a lot upset by this! I was looking for more features such as the 3-2-1 bars - I know nothing on this. I've tried pulling in the bars 3-2-1 but got nowhere, so maybe it dosen't happen on PYB. Also - sometimes just after someone stops playing & sometime a few minutes after there is a sound like a coin dropping down the back, Any ideas what is happening & why? 
And another thing - Why does it spend more time rejecting my coins than accepting them ? nasty thing. As for the reel maps - say you've got a few bets - do you go for nudges ? If it will take 7 nudges for 6 lines, but the9C9C9C is 4 nudges away, even if you get 9 nudges you'll be offered a9C. At the other end of the scale, say one line is 3 nudges away & I have one bet, better to choose feature or cash as at least I'll get a9C to carry on playing than risk getting 2 nudges and shuffle to nothing when I'm out of cash. Also a few times I've gambled for nudges because I've got 2 jackpots on the win line. I've been a little upset to get 9 nudges for9C3 or9C2 (Okay - shuffling is still likely to get the jackie). Any idea what the best feature is ? I don't even remember the name because I've *NEVER* got it or seen it! 
Oh yeah - Thanks for the reply! 
Damione. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Ooh Aah Dracula Mime-Version: 1.0 
These machines are pretty much identical, but play slightly differently. Ooh Aah will often give you the jackpot at the top of the bonus or repeater trails, whereas Boulderdash only really gives it on the cash trail. 
Good tip 
On the Hi-Lo bonus, you never lose on the first spin, so you can go higher than an eleven for example. Obviously it can give you a six or something next spin, but you pays your money... 
Also on the bonus, numbers in view can often be better than selector. 
In-Reply-To: <aa0349ac.351a7173@aol.com> > Noticed Oh Ah Dracula don't kill on the first spin of the feature this > true? 
Yes. You also can't lose the first gamble up a ladder - so I often take Money Belt or 2.00 repeater if it's not playing too good. Keeps you alive, or gives your stake back so you can walk away. 
Jonathan 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Ones to avoid Mime-Version: 1.0 
Fire and Ice Up, Up and Away 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Motorway Mania Mime-Version: 1.0 
when you spin in the 3 2 1 signs it gives you an escape comittie type thing, I tried pressing in the sequence 3 1 2 which gave me 'WHEELS OF FORTUNE'. This feature lined up the reels so that every one or two steps will be a win. I assume it can keep on stepping and bring in as much or as little as it wants. It gave me 10UKP (which was nice) off one credit. As it paid me 10UKP I can only assume this is the best feature to select. 
It's not as good as Money to Burn - hardly any bonuses, and you can't cancel nudges. The novel "bar code" feature paid me peanuts, but I could gamble it (I can't remember the sequence I entered, or the feature I got!). 
To be honest, I've not seen anyone win anything decent - except someone who got a jackpot repeat (from gambling a win on the reels) and one repeat. 20 quid is the most I've seen it pay, but obviously it's as likely to pay as any other. 
Motorway Mania does go invincible occasionally but nothing changes colour. You have to look at the roadsign on the top right hand side of the board, if it is an arrow pointing upwards just carry on round the board and you will land on cash squares until the cash feature goes to SJ. 
I always take bumper to bumper on this machine as it is a money belt feature which usually always rounds up to 3 quid. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Motorway Madness Mime-Version: 1.0 
In-Reply-To: <pqlkhBAMzA50EwG9@meatweb.com> (about collecting small wins) 
If you collect smaller amounts, you can usually make good money. It may take longer, and cost a little more - but as you aren't being killed off for being greedy you CAN make on it. 
Even after a streak, a machine will usually offer small wins. Instead of gambling them and being killed, collect and see how it goes. 
Some people only play for jackpots. It can be good to force a machine, but unless you know the machine well - you'll at best only break even. 
I play it as well, just I tip I don't think you've mentioned, I often nudge in a small win rather than the feature as should you win the cash gamble, the wins via the new exchange is often, well, fantastic. Don't forget the gamble is a hit or miss, rather than your standard higher or lower. 
Oh, if nothing else is available I've noticed the bigger wins (holds after nudges) hold a lot, and I mean a lot more than the quid or two. 
one tip....look at the digital display on the top right of the board...if it is an arrow then the feature will give the jackpot. 
I dont know what percentage this machine is on in our local (Scottish and Newcastle pub if anyone knows) but it seems to operate on the same sort of payouts as big 50 did. i.e pays out very little for ages, often in the form of one big win that almost recoups your cash, gradually sucking you dry. Then after a period of time it goes totally crackers and pays out 50 squid. Now I havent spotted the signs as to when it is going to payout or not yet. As far as I can see there is no bar on certain wins as you can easily win 6/8 then lose 20. Also even if the cash is dropping down to the cashbox it can still take 30 squid+ and not payout a big streak. Anyway a number of issues/ questions I have to put forward. 
1) Dont try to be a clever arse like me and think that if you get the stearing wheel (true skill with cancel) you can stop it on hazzard and it will give you something good like supercharged or exit open. It will nearly always give you change lanes (may be usefull) but it will definately kill you on the next spin form my experience. 
2) I got a hold after nudges and when the win span in it also filled one of the traffic lights. This then remained flashing after I exchanged. I can only pressume that this was a definate feature if you get killed, however I had 7 quid on the cash so I took it. Anyone else seen this?? 
3) If the cash is dropping down to the cash box is it a good idea to keep putting in new money without collecting any of the bank (which obviously comes from the hopper) or does it not make any difference? 
4) Wheels of fortune on the barcode thingy gave me 13 quid yesterday, surely a good sign I thought... nope. And before anyone suggests it this wasnt the end of a streak. 
5) If you get invincible mode on the feature (arrow flashes up towards the motorway madness graphics) you will nearly always get the full streak 40-50 quid (in my experience anyway) 
6) Hi-Low cash may well be good for a fiver but even if you only get 2 quid it will almost certainly gamble up at least one place if not all the way to a tenner. Again this is not neccessarily a sign of big payouts to come. 
7) wild reels is crap, very difficult to get more than four quid in my experience. 
8) Turbo cash is often good for 7+ BUT if you have 7 on the cash and take turbo cash it will rarely go above 4/5. Punishment if you like for being greedy. 
9) the only jackpot repeater is off the features collum, but i've never had a repeat off it. 
>there's a motorway madness near me and i always go for two bells on >nudges and it often gives 'let em spin'. i got this 7 out of 12 times >on saturday and finished 40 bar up. 
I must admit I've never tried this with the bells, although I will always go for the next highest win to look for an exchange to the feature. You can get the jackpot repeater of the middle features board (the only way to get a repeater on this machine I believe). 
one other unanswered question relating to Motorway Madness: I got a hold after nudges and when the win span in it also filled one of the traffic lights. This then remained flashing after I exchanged. I can only pressume that this was a definate feature if you get killed, however I had 7 quid on the cash so I took it. Anyone else seen this?? 
Also something I forgot to mention, if you get three traffic lights to get you into the feature and you dont get the skill(ish) cancel button thing, you can still press one of the lights on the feature board and you will start on that square, thus giving you an extra stage on that trail. This means in theory that if you need 2 nudges for something you could get it straight away, however you have to be really quick! Also be carefull not to keep your finger on the button as it will collect straight away... I also forgot to say that if you get the 321 thing press 3 1 2 for the wheels of fortune. 
Something I have noticed which is very annoying is the machine will give you "exit open" and then not land on it quite regularly, this is very annoying and frustrating... anyone got any views on this? 
Also collecting the same feature twice in a row seems to give you very little on the second go... although this is probably cos you've just won a decent ammount. 
> No, sadly, I play it as well, just I tip I don't think you've mentioned, > I often nudge in a small win rather than the feature as should you win > the cash gamble, the wins via the new exchange is often, well, > fantastic. Don't forget the gamble is a hit or miss, rather than your > standard higher or lower. 
You quite often lose the 1.00 gamble, so I tend to collect as the machine will nearly always make you lose except on a run. No use throwing away money for no reason (unless you're a mug trying to force a 10.00 machine by investing 100.00 and not collecting anything under the jackpot!!) 
However, I'll gamble anything else (what's a quid when you could get the JP?) because you can't lose everything. This is what I like about Top Tenner and the like. 
> Oh, if nothing else available I've noticed the bigger wins (holds after > nudges) hold alot, and I mean alot more than the quid or two. 
Yup, "Let Em Spin" is quite frequent on high wins.. Win the gamble, exchange and the features/cash/nudges are usually one off the top. First move doesn't seem to kill you - so take a chance, but DON'T get greedy after the first move or it's RIP! 
Motorway Mania - -------------- 
The no-lose mode on this is shown by the logo fading in/out - and an up arrow being shown on the dot matrix display. The machine will now boost the cash to the tenner. Sadly, there's no repeat chance. 
This is another machine that takes the piss most of the time. There is a form of Turbo Gamble on wins, but be wary of doing this on a pound win. If you don't mind gambling a pound on a high win - it can be worth your while to try and boost the ladders (nudges, cash or feature). On the pound win, you'll nearly always lose unless the machine is playing well (ie. you've been winning or getting feature exchanges quite regularly). 
Sometimes when you get the feature exchange, the cancel light will flash. Press this and you have a pseudo-skill chance of stopping the ladders on higher amounts. I'm convinced this isn't skill - as I've pressed the button on 7 pounds and watched it give a pound! To be honest, the only way of winning anything decent seems to be if the ladders are started higher up (either with the cancel button, or as an exchange from a win). Otherwise, you'll have had the road closed or run out of fuel etc. 
The countdown markers are the replacement to the Bar code - and pressing buttons in sequence gives a different feature. 1, 2, 3 gives Cash Frenzy (or something like that?) which is a pick a win (from the display, not reels).. No turbo gamble on that though. I also had another feature, but can't remember which one it was - or the sequence (probably 3, 2, 1) but this DID allow a gamble afterwards. 
An interesting note on this (and to a certain extent Money to Burn) is that it will often give "Let them spin", or Flash holds on high amounts, like red or yellow sevens. I seem to get more eight pound wins (good to exchange) than one or two pound wins! Of course, I try and play when there's a chance it will pay. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: Jordie369 <Jordie369@aol.com> To: fruit@adastra.co.uk Mime-Version: 1.0 Subject: Monte Carlo or Bust Content-transfer-encoding: 7bit 
In a message dated 02/03/98 18:31:38 GMT, you write: 
<< gnore all wins from hold after nudge or other other times it says "Game on" or something similar and hold one jackpot symbol on the winline and one above it.After spinning,you get one nudge and can either bring in the jackpot or repeat the process always leaving the chance of another "Game on".Keep playing this way until the machine is empty of tokens or even stick the tokens through again as these wins don't seem to count towards the payout percentage. >> 
Yep this also works on Reno Reels, Miami Vice etc but only only token machines They changed the programming so badly the reno reels i have played sucks 
One tip, though on the chipped versions if you get a win and it offers the reno as an exchange straight away ie no gamble and you exchange and its on super and you lose without a win the machine goes into silly bugger mode and will keep offering you the super reno feature but kills ya straight away this believe it or not is a sign the machine wants to pay the jp so when you get a win in this mode just gamble the cards straight upto the jp you normally get a few small wins after too 
jordie 
ps this gamblers guide by phil henry i have also seen and it is 100 % total poo 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: "Steve Dixon" <SteveDixon@dial...> To: <fruit@adastra.co.uk> Subject: Monte Carlo or Bust MIME-Version: 1.0 Content-Transfer-Encoding: 7bit X-Priority: 3 X-MSMail-Priority: Normal X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
It's been a few years since I did this,and only worked on the token machines,but the way to play was this: Ignore all wins from hold after nudge or other other times it says "Game on" or something similar and hold one jackpot symbol on the winline and one above it.After spinning,you get one nudge and can either bring in the jackpot or repeat the process always leaving the chance of another "Game on".Keep playing this way until the machine is empty of tokens or even stick the tokens through again as these wins don't seem to count towards the payout percentage. With your sackful of tokens just play the machine normally and see the biggest streaks ever. Thats about it,sorry if my memory is a bit rusty but its been a few years.Also,I've just remembered some of the cards on the high low gamble are marked but I can't remember which markings meant which card. Still its history now as all the machines were changed quite quickly.Nice little earner at the time though. Cheers, Steve. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Monte Carlo or Bust Mime-Version: 1.0 
A couple of weeks I was in an arcade and the guys next to me were doing well on this machine. I lost about ?10 in "Viva Espana" so I could watch them! What they were doing was refusing all wins (even the "Special" feature which is ?10 +possible ?5 repeat) until the jackpot came in. Then they got about three repeats on the jackpot (one is very unusual) and started playing "properly" picking up the Special feature and more wins in afterplay. 
I tried this myself on another machine and very quickly went down ?30. I bottled out and took a special to reclaim some cash so wasn't too far down in the end. 
Anybody else seen this machine played like this? 
Richard 
This is very similar to the way Chris, the president, suggests how to play the 200+ plus machines. I saw a couple of lads playing Snakes and Ladders in a very similar many, and they walked away with plenty as well. 
Has anyone else noticed how many Chris' there are on this list ? 
Chris. chris@printchk.demon.co.uk 
From: Carl Wright <Carl.Wright@southkent.ac.uk> Subject: Re: [FRUIT] Monte Carlo or Bust Date: Tue, 10 Jun 1997 12:05:51 +0100 
This trick used to work very well when the machine was a 3.00 pound cash win and 6.00 pound tokens jackpot. What used to be done was that you would refuse everything, all wins and features, until the machine started to give you either a win or nugdes on every spin and then you would collect to jackpot. Then you would only collect any jackpots that came in and the 2.00 pound win this would then carry on until you emptyed the machine of cash and tokens. 
This has now been fixed by a new rom chip and is very hard to find a machine that hasnt got the new rom chip in. I'm not sure that it works in the same way with the 10.00 pound cash jackpots but if it does i wouldnt collect to small win only the jackpot. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Monopoly 60 Mime-Version: 1.0 
The Little Man (on the centre reel) 
If you can get this on the win line (probably from skill nudges) then you are guarenteed the jp. You need to hit the hold buttons in a particular order to pick the feature you want, you get 2 chances and it tells you what you've picked on the left of the reels. The only one worth going for (in my opinion) is 312 which gives you 10 nudges. If the jp is on nudge it in (duh!) otherwise keep nudging in the little man and taking 10 nudges - this can take about 10 minutes sometimes. The only other combination I can remember (well actually I misremembered the 10 nudges yesterday) is 231 which is high-low cash - if the machines in a good mood you can get more than the jp from it. 
Just Visiting Jail. 
Arguably the best square on the board, 213 will give you Sets Appeal. It flashes round and you try to get a decent set, simple really (win series). 
Chance 
If the machine keeps killing you on chance it probably isn't worth playing til some money has gone through it, you don't get on the feature very often anyway so you can do without getting killed on your first chance. 
Numbers (I nearly forgot this little gem) 
ALWAYS keep on eye on the number above the one you threw last, if you hold the button down it will give you the number above the last one you threw. This is very useful for throw a double and roll higher than an eight (not to mention on the board itself). Another trick for throwing a double (which I must admit I read again somewhere recently - probably on this list) is to aim for the 1 because it has a double at either side of it (2 x 6 and 2 x 1). Use the fact the high numbers ar bigger to help you aim. 
There is more to this machine and since the pub literally across the road has just got one in I'll probably remember it as I play it again more. 
if you get sent to jail just press the cancel button keep it pressed and press start. It will then let you out of jail so you dont have to do all that remembering numbers business 
entering 3,1,2 gave 10 nudges When you get 10 nudges it respins, if you can get the jp from the 10 then do it, otherwise just nudge in the bloke again and take another ten nudges (after the respin) then repeat this. 
Sometimes this takes ages to give you the jp, like 20 minutes. 
1-3-2 Crazy Reels 
usually gives JP + offers a repeat. I take it every time. 10 nudges is too annoying. 
Free Parking / Water Works - 
If you get free parking and skill stop to water works you get a 'UTILITY PRIZE' !!!! 
The machine, slowly, jumps over various prizes around the board - not just in the MONOPOLY board itself but over the special prizes on the bottom left, the cash prizes on the bottom right and ( I think ) over the 'Set Series' set prizes on the top right - you can get the dark blues (Park Lane & Mayfair) from this = Jackpot Repeater. 
Try it yourself - you'll see what I mean 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Money to burn Mime-Version: 1.0 
Playing 'Money to burn' the other night which I think is a decent enough machine. I noticed once when it had enough numbers to get on the trail that the hold buttons flashed once very quick then went out Held the numbers and got money to burn on the trail, which I took and the Bellfruit guy was on which is a guaranteed tenner plus repeat. 
This happens if the Money to Burn logo starts fading in/out. 
As you may imagine, the repeat is not actually a genuine skill chance - or you could get 10.00 over and over again! While the other feature where you must uncover a figure IS genuine, this is done so quickly as to make you think you got it wrong. 
Money to Burn - ------------- 
This machine will play a short sound and the logo will fade in/out. You can either play to the top (it will always give Boost on the "chance" squares) or take Money to Burn at any time. Pressing the Bell man will then allow you to choose the Jackpot Repeater from the cash ladder. 
As you probably have gathered - the "Watch carefully" 10 pound repeater is crap. There's no way you can see where the tenner is, although even if you could it would have magically moved to another one!! A repeat from this is only if it chooses to give it, and I've not had a repeat when it was in "no lose" mode - but whether that's a software bar or not, I don't know. 
If the machine is on a roll - it may bring in another jackpot quite quickly, possibly by having the symbols near the win line then offering nudges or a nudge gamble (which already has the required nudges). Remember you can cancel nudges if you want, and if it banks them it has been known to bring in the jackpot with just one nudge needed. 
Another good sign is that bonuses will actually put you in to the feature. Sometimes when the machine is dead, even the "Hold all three" type bonuses will fail to give you enough numbers to get to the feature!! Some great bonus, I think not. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Money Money Money Mime-Version: 1.0 
Bar Codes 
Money Money Money Barcode :- 
Hold 1 - A random shot on the cash trail - cannot go hi / lo afterwards. 
Hold 2 - A random shot on the feature trail - cannot be exchanged. 
Hold 3 - A random shot on the nudge trail - not sure if you go hi / lo on this or not. 
Reverse barcode also bars, just press hold button 2 to respin the barcode in correctly. --------------------------------------------------------------------------- 
Machine Name: Money Money Money Cost Per Play: 25P Jackpot: œ10.00 This Is A Neat Little Machine For Getting About A Fiver Up, Sometimes It Will Pay Loads. He Are A Description Of Which Features To Take And Which To Swap. 
Feature: Red Hot Roll This Will Step The Reels Up Or Down And For Each Red Number You Go Up A Win Ie Red 3 Would Put You On œ1.60 Etc. Usual Win Is Around œ1.60 Minimum The Maximum Is About œ7 Depends If The Machine Is In The Mood. 
Feature: Twister This Lights The Wins Fast From œ10 -> œ1 You Have Got To Hit It As Near To The Top As Possible Hold Down The Cancel Button And It Goes A Bit Slower If Your Good You Can Hit A Fiver. 
Feature: Heavens Above This Is Great To Get Up A Few Quid And Can Be Jackpot Sometimes, Pick The Win About The Win Line And It Comes In - Do Not Choose A 7 Because œ1.20 Will Spin In Nor Choose A Win That Is Boxed Or 3 Boxes Will Come In And Give You œ1.00 Maximum Win œ4.00 Occasionally The Cashpot. 
Feature: Lucky For Some This Is Jackpot - Hold The Cancel Button And It Pauses On Each Win Press It When It Is On The Jackpot Repeater. 
Feature: Lucky Dip Random Usually No More Than œ3.00 But On Occasions Can Be Better. If You Have Only About Two Features Then Take This Or It'Ll Give You Some Shit Like Crazy Cash ( See Later ) 
Feature: Even Spinner This Is Crap Usually About œ1.60 Often About œ0.60P Don'T Take This Unless You'Ve Won Loads Of Money And Its Your Last Credit Just To Add A Bit Of Cash Before Leaving. 
Feature: Crazy Cash This Is Usually Crap But Can Be About œ2.40 It Will Spin A Number 1 -> 12 And Then Odds Appear Eg 12 @ 3/1 ( œ3.60 ) Or 12 @ 1/1 Etc 
Feature: Reel Time This Is Shit Max œ1.00 A Number Spins In Times 0.20 Or 0.40, It Usually Gives Ya Times 0.20 
Never Play The Machine If The Cashpot Is Not On œ10.00 As Someone Has Obviously Won Loadsa Money And The Machine Will Reap The Money In 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
From: Postmaster Subject: Message from mail server Mime-Version: 1.0 
Delete. This is a system message. 
--END+PSEUDO-- 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Authentication-Warning: one.astraweb.com: coollist set sender to fruit@coollist.com using -f To: fruit@coollist.com From: G Richards <superpots@yahoo...> MIME-Version: 1.0 Subject: Make a Million . 
Make a Million (BFM) 
The basics: 
i) It is better to hold numbers than fruits. ii)It virtually never gives a win from holding two fruits and spinning in the third. However, it may give nudges to win after holds. iii) It gives you numbers to get on the trail if trail is held on 6 for three consecutive spins. iv) The hold after nudges rule, holds three times apply, but not barcodes...refer to any AWP website for more info about these basics. 
Features on the board: 
i) Pick a winner - Always take. It may (and quite often does!) roll in jackpot repeater (banknotes) first time. This is the equivalent of Pick a win on other machines. ii) Have a flutter - Worth taking. The first one up the board lets you choose the best win by multiplying 20,40,60p,#1 by a multiplier x2,3,4, or 6. The second one up the board gives psuedo skill on picking a multiplier and true skill on stopping a cash amount. iii) Penalty shoot out - Worth taking, if your reflexes are up to it you can get up to 4 quid (max). iv) The pools - Nothing special, usually pays around #2.40, stop all crosses when they are green. v) Photo finish - Not worth taking, usually gives about #2 vi) Hattrick - Makes you go cross eyed, like a cash belt. Stop three varying amounts fixed in position on the LED at the highest cumulative amount. vii) Lottery - Usually #3, no skill, the machine awards prizes via the numbers reel, therefore it can be completely fixed. viii) It's a long shot - Skill shot, follows a pattern on board. 
Exchangable features: 
1) Lucky numbers - Scrolls down reels and multiplies cumulative numbers total by 20p [1.00 - 2.80] no bias 2) Cash run - Lights up ascending prizes on cash ladder, slows down when you press stop and lands on a cash prize. [1.00 - 3.00, jackpot never seen] bias to around #1.60 3) Place your bets - Always worth taking when a banknote or red seven is on 3x3 matrix around win-line as it lights up individual symbols randomly and it is quite likely that when you press stop it will give jackpot. [#1.60 - #10] almost biased towards jackpot it seems! probably averages out to about #5 a time. 4) Up the Ante - A cash amount in the LED rises and falls by increments of 20p, stop it on the highest value. Be prepared for an initial rise to around #7 before it drops suddenly to around #3 and hovers there. [#3, with skill - #9.80] 5) Lucky Streak - Take it! Win spins - [#3, incredibly unlucky - #15 (most I've seen it give)] biased to about #8. 
To summarize: 
This machine is incredibly predictable if you know what you're doing. It's one of the very few AWPs I made a clear profit on over the period it was in my local. 
A) Collect the following features if you get the chance Pick a winner,Have a flutter,Penalty shoot-out,Hat trick, Lottery, #2.40+ cash if offered directly or via nudges. Place you bets - if jackpot on, above or below win-line, Up the Ante, Lucky Streak. 
B) Walk away if: You take pick a winner and it doesn't roll in jackpot. Up the ante never rises above #4. It doesn't offer a win for three quid of credits. 
C) Get excited and expect to win around #30 if: Three of a kind just rolls in. (usually indicates a streak on BFM machines.) It gives holds on three of a kind after you've won You've won more than #15 from about ten credits 
D) Playing this machine is all about taking advantage of its predictability. Follow this advice and you can't go far wrong. (in my experience.) This makes BFM machines better for punters than Barcrest who I detest. 
PLay BFM...NOT Barcrest is also another good bit of advice. 
_________________________________________________________ DO YOU YAHOO!? Get your free @yahoo.com address at http://mail.yahoo.com 
-------------------<< Advertisement >>------------------- 200,000 exposures for $450? Where? 
--> Coollist - http://www.coollist.com/advertise.htm --------------------------------------------------------- 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk X-Originating-IP: [194.70.190.176] From: "Emilo Chez" <mashed1@hotmail...> To: fruit@adastra.co.uk Subject: Magnificent seven Mime-Version: 1.0 X-BadHeader: plain 
I used to have a Lowe and Fletcher key but on saturday night I went down south mimms services and used it to see how much was in the hoppers. I then saw a machine called Magnificent seven, stuck it in it turned it It said cash refil on the screen and my key would not come out I was tuging on the bastard as hard as I could and It wouldn't come out. 
Why did it not come out? Was the key all that useful? 
______________________________________________________ Get Your Private, Free Email at http://www.hotmail.com ------------------------------------------------------------------------- To unsubscribe: post to majordomo@adastra.co.uk with 'unsubscribe' in the message body. Queries addressed to owner-fruit@adastra.co.uk please ------------------------------------------------------------------------- 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Lucky Strike Mime-Version: 1.0 
Don't lose on it? 
If the machine is always offering nudges without a win - and giving trail boosts that never go up to cash.. it's collecting money. Barcrest machines are usually quite obvious in collect mode - they tease you that a win is close.. but take 10-15-20 quid without actually giving a quid (or a win on an easy number). 
If you get in to the game with knockouts, I always take them.. Collect them without gambling (unless you're greedy!) and try your luck. Knockouts are fixed - so don't bother trying to press the button on a win. Wins can NEVER be offered twice, so if you get all the low amounts - you're in for some reasonable money. If you get 3.00, 4.00 and have ONE try left and haven't had 1.00, you'll usually get it.. so DON'T go for it! 
If the machine wants to pay, it will often give jackpot or jackpot repeater - so that's why I always go for it rather than waste time on the board and get nothing! 
Jonathan 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Authentication-Warning: one.astraweb.com: coollist set sender to fruit@coollist.com using -f To: fruit@coollist.com From: Rupert Squires <rupert@rest.dem...> MIME-Version: 1.0 Content-Transfer-Encoding: 8bit Subject: Let the Good Times Roll Guide 
Let the God Times Roll ====================================================================== 
Intro There are two versions of the game about, one with nudge buster (moves all three reels down 1, using only one nudge) and one without. Watch out for hidden holds! 
Getting on the board: Either get three numbers on the winline or get 7 points to reach the board. Two is the highest in the value on the reels, there is also a bonus symbol, which doesn't have a skill mode as far as I'm aware. 
Bonus When you get a Bonus watch the cancel button not the man (If he laughs then it is cancel for skill) The cancel button will sometimes just flash quickly..press it to slow the bonus down - NOT AS FAST AS A BARCREST SKILL - but just slow enough to get what you want. 
This also applies to 3 holds on this and "Cash Attack" either the Barceast man will flash quickly (But no noise) or the buttons will flash. Only when you hold them and press start will he say his shitty saying... 
Watch those buttons! 
Boost - Rarely gets you on the board, unless the trials are very high. Super Boost - Normally puts you on the board if you have already started the trials. Selector- You choose the selection you want, don't settle for any combination which doesn't put you on the board. Nudges - Either brings in a small win, or another BONUS symbol, also look for 3 numbers in a row. Reel Stepa - Spins the reels around collecting all the number values, until either you reach the board, or the machine stops the feature. Numbers in View - Numbers on the winline and the row above and below the winline. 
On the Board. Knock-Outs - I think these represent best value for your money, win about 5 from 4 Knock-Outs. Nudges - Nudges down, look before you take them. Cash - gives you the cash prize. 
Features - Win Spin - Spins the reels, collect little prize. Reel Steppa - Steps the reels to nearest win. Cash Run - Cash values scroll across the screen, collect about 3.60. No Lose Gamble - Starts on 1, three shots to get up to the next cash value. Seventh Heaven - You choose to move the reels up or down. The machine stops each reel as the 7 comes on the winline, possible to see if you are going to win 1.00 for mixed 7's or win big! Super Repeater Crazy Cash Jackpot - You guessed it Jackpot. 
Ace Bonus - after feature you go back on the board. Add Six - Moves on six places. Skill Stop - Spins around the board, stop on the feature you want. 
when you land on the Ace Bonus square, Hotshot is the best feature, as it gives a skillstop on either the Nudge, Cash, Knockout or Feature ladders, and always gives a chance of the Super Jackpot Repeater if you are quick. You can keep taking the bonus and 9 times out of 10 land back on the Ace Bonus square again. If you are on the Ace Bonus square in the top right hand side of the board the only bonus that moves you off the Ace Bonus square is Feature Boost. Keep doing this until it gives you Hotshot. 
Once you collect a feature, you can not gamble it. All wins, except 10 can be TURBO GAMBLED, offering you either the next prize up, or 4 prizes down, don't forget that all wins are rounded up to the nearest pound, and at various points you can also exchange you win to go back onto the board. 
Also, the knockouts are usually worth taking. Every time I have taken 4 or 5 knockouts it has always given me =1C8 which I have gambled for the Jackpot. When you land on a Joker, Let The Good Times Roll is the best thing to hit as will nearly always boost you up to the Super Jackpot Repeater, but it doesn't come out very often and I have never seen the cancel button work on the Joker square. 
If you have more than 5 super nudges then take them as even if you have no imediate win a spin with the cost of one of them usually gets you around 3 - 6 and even the jackpot sometimes. Never wait for the last knockout as 95% of times it lands on 1. ive also noticed that if the machines in a good mood the feature board will start of with the first feature lit...if its in a bad mood no features will be lit...another good indication is that when landing on the ace bonus, if you get feature boost and it boosts over 2 features up its usually in a good mood (worth taking the feature) The best piece of info i can give is DONT over use the turbo gambles...this machine is very good at tempting you to lose all youre winings..so you should set yourself the highest amount youre willing to gamble...only gamble up if next amount is a feature exchange... 
good machine to play....but if you abuse the turbo gambles youre get nothing... 
Let the Good times Roll 
This is easily my favorite machine and is really quite simple to play. The idea is to collect numbers on each reel that will accumilate to let you on the feature. Personally I hold numbers only when there are two 2's as 99 % of the time acess to the feature is gained through the bonus area. This will normally give 'boost' or 'numbers in view' or if its in a good mood 'selector' and 'graphic skill are the best. Watch out for the barcrest man flashing when selecting the bonus as it can then be slowed down with the cancel button. 
Once on the board unless the machine really does not want to pay the first two spins are always 'free' and if you are killed it will very often take you straight back on. I very rarely take more than two spins on the feature board and nearly always exchange for knockouts.... even if you've only got one I would still take a knockout instead of 2.40 or 4 nudges. 
The first time you collect a win you are given a gamble which will allow you to increase your win and then exchange back on to the board. I play to gamble as high towards the 8.00 as possible and then take either the exchange at eight pounds or the lower exchange if you have already lost a gamble. Note if you manage to gamble to 8.00 and one of the three trails is also at eight pounds then it is worth the risk of the exchange as again 99% of the time it will give you the jackpot with a repeat chance. If I have gambled to eight ponds and one of the trails is not also at 8.00 I normaly gamble for the single 10.00. 
If you are forced back on the money gamble without the exchange I normally try and gamble up to 3.60 and collet the 4.00 
Most of the features 'keys' are crap however do watch out for the occasional 36:00 on seven stepper or indeed 10:00 on 'golden hold' 
Generally if you put 5.00 in and dont get on the board twice the machine is not worth playing but it often seem to pay out 30 -40 pounds very quickly 
The three holds is often very useful (particularly on sevens) for getting quickly high up on the gamble board. 
Apologies for typo errors....... Dan 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Las Vegas Strip Mime-Version: 1.0 
Neil S. Subject: Re: [FRUIT] Las Vegas Strip Date: Wed, 11 Jun 1997 18:29:56 -0700 
u28jam@abdn.ac.uk wrote: > This is one of my favourite machines because i always seem to win on it! 
Agreed !!! 
> The board is dead good with only a few ways to get chucked off. 
Disagreed !!!!. I think that the board can be an absolute tight arse. There are simply too many 'Loses' too early on to risk going any real distance. 'Caught Cheating' and 'Mugged' are all too regular and the Odds & Evens bit is a total pisser. > Luxor.... there is a small circle cut into segments each of which has a cash > amount and there is 2 lose parts. The lights spin round the segmants and give > the amount landed on....it repeats until you land on lose. You are usually > guaranteed at least a fiver....often nearer a tenner. 
Only if its in a good mood, if not you will rarely get a repeat on Luxor Treasure Island, Mirage & the like and can often just get a measly =A31 
I find one of the best features here is the Seven Stepper, you get to choose up or down nudging and it brings in the next 7 on each reel in the direction you chose. 75% of the time you can get the =A36 as the red & blue 7's are all alternate on the reels and its easy to tell whether the next 7's are all one colour or not. If you're really lucky the following happened to me : 7 7 7 <--Blue - Bar Bar Bar - Winline Jack Jack Jack 7 7 7 <--Red 
The reels ended up something like this (can't remember how) and I got Seven Stepper. I could see the red 7's two nudges up so I took it. Imagine my surprise when I was given the =A310 that came before them. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Jumping Jack Flash Mime-Version: 1.0 
When I played Jumping Jack Flash, the sound was superb, but this did not mask the appaling gameplay. Very low win frequency and when you get on the feature nearly always die 2nd or 3rd move. the invincible mode is distinguishable by the Jumping Jack Flash logo at the top of the machine fading in and out - All mystery squares give boost. One to steer clear of. 
Instead of the cancel button, it has an extra button just bove the reels that slows some things down, allows you to nudge up etc.. 
When i had got to a win on the standard number trail it told me I should "go all the way". I lost after 2 gambles, but think that I should have exchanged for the feature, then gone on to the JP. 
Thinking that it wanted to pay I promptly stuck in another #15, nothing. 
You're right - if you get go all the way, exchange then you get up to the jackpot without losing. I think there's quite a few extra things on this - that bell button gives features behind the main ones for a start. 
Isn't this a copy of Money to Burn. If so, the "Bell Man" button is very useful at times! 
Tip: On jumping jack flash when the bell man is lit, whilst on the feature if you land on a flash point you can hold him down to give true skill. However if he is not lit, on your next move you are quite likely to lose. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Jewel In The Crown Mime-Version: 1.0 
On 'Jewel In The Crown' if you get 'collect Gems' forcing you to take one of the features - KNOCKOUTS/CASH/NUDGES/FEATURES - hold down the button you want to take [e.g. Knockouts] and press start. If you do not do this then the machine chooses the win for you (and usually chooses the worst). 
Being a barclone, this prob. works for Lucky Strike too. And most other barbarbarborings as well. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Italian Job Mime-Version: 1.0 
it appears Italian Job has had another update which means Blue, White, Red no longer makes it go red every time. I presume Red, White, Blue still does - although it can of course go red at any time it wants now. 
I've never seen TIJ go red on Blue,White, Red. Only on Red, White, Blue (and occasionally on other combinations, when it tends to repeat, but never Blue, White, Red) 
In my experience it only normally repeats in red mode when you *haven't* got a red,white,blue sequence of minis on the win line. 
For supporters club on TIJ i press 3 - 1 - 2 and get super stop which is okay. 
I'm sure I had red mode on TIJ when the minis weren't red - white -blue? 
On TIJ, I got the yellow run, followed by the red. The machine then dropped in RWB on the next spin. Very strange. 
I think you mean 123 for Win Spin 
And for completness: 
Supporters Club (same as Escape Committee on TGE) 
1-2-3 Win Spin 5 to about 30 if it's in a really good mood (I usually take this) 1-3-2 Hi/Lo Cash not sure if it spins it first - if not it's worth seeing what number is on 2-1-3 Mega Hold goes up and down 2 places 2-3-1 Cash Repeater I think it just picks a win and possibly repeats (only taken it once a long time ago) 3-1-2 Super Stop skill stop on the cash line 3-2-1 Line Up no idea never taken it 
A few other basics I noticed about this machine: 
You can generally tell what mood it's in within about 2 to 3. Getting onto the a lot feature is good, as is getting put back on straight after you've died. A Mystery win of more than a pound is good, a Jackpot is not uncommon when it's in a really good mood. Another good sign is the cash line filling up to more than a fiver obviously. 
The one I regularly play will not fall for you killing yourself on a red board then give you repeating yellow jps, in fact I've now seen it do red jp repeats quite a few times. One little time saving trick is not to waste time going round the board collecting numbers for the cash when it's on a red board - I just take roll even and hold the button down. This is a bit quicker cos you don't have to deal with the skill stops on the corners (the number of times I've complacently hit the button and missed the cash and hit the Mafia square!). Another thing, when the machine's streaking (you can tell it's really obvious) holding three mini's above the winline nudges them all down for a red board - or rather it has everytime I've done it. I didn't really notice if they were red-white-blue though. 
One of my favourite things about this machine is that the first move on the board is free, it can't kill you. So anytime you nudge in a win exchange and move once you have nothing to lose. I've nudged in the jp once or twice and exchanged and got the super jackpot on the first move. 
All in all I love this machine, it's so easy to tell what mood it's in. The one down the road from me is nearly always full on a Sunday dinner time. I know that within 2 to 3 quid I can judge it, I either call it quits cos it puts me on the board once and killed me really quickly or I can take a bit of cash out of it. 
Incidentally, tonight I had a pretty good run on a TIJ. I didn't count exactly how much I put in but it was about 5-7 quid. I ended up taking ?75 out of the machine and I couldn't see any coins left in the tube afterwards. How much do these tubes actually hold? ?75 - ?80 must be about it I guess. Anyway I changed my strategy somewhat. This machine never responded well to the killing yourself on red trick. This time I just waited until the cash got above ?5 and then took bid for freedom. I got a SJP from this and then a SJP with three repeats straight after. This was followed immediately by going on the board with 4 nudges and the jackpot 2 nudges away. I then played out my credits and it kept giving me more money to the total of ?75 where I stopped. This is all without getting caught even once. The machine hadn't started to show any signs of changing mood either. This has got to be the most outrageous streak I've ever seen from this machine. I really don't think Maygay should do things like this (except for when I'm playing of course). The board didn't ever go red either. The SJPs were taken from bid for freedom in both cases. This strategy seemed to work well on another local machine (a TGE this time) which also didn't respond too well to trying to trying to get the cash ladder up to the SJP. I did have to take ?1 on the red board a few times on this machine though. 
TGE/TIJ - ------- Everyones favourite - There are so many blasted revisions of the software around that I have to agree with Jonathon that you cannot even compare 2 TGE`s together. Just watch for the 6 quid yellow win. The other day, I had 40 out on yellow jp`s from TIJ so I thought I might as well collect the RWB minis when they came in. This fazed me a little when it repeated, but I realised I must be playing a rechip so decided to carry on a little. The next (yellow) feature bonus tunneled me so I had 3 on the cash, BFF on the features on 3 on nudges. I decided to collect BFF and get off the machine. This then went to sjp (but no repeat) I was then sure I would get a final red on teh next feature - but I didn`t. This rechipped machine seems far less predicable than others and the line between yellow and red seems very faint compared to other softwarew versions. It was a brand new machine in a pub. 
In-Reply-To: <c=GB%a=_%p=Micro_Focus%l=NWBMAIL-980311110958Z-4519@nwbmail.mflt- d.co.uk> > On the barcode, one of the buttons gives a superhold which can be very > useful because you can hold two of a kind and press start and the third > will drop in. 
I believe you can also do this on "mega hold" on TGE/TIJ if you get it from Escape Committee/Supporters Club. 
Jonathan 
One more thing, if you get the minis in the order they appear on the cabinet (red white & blue I guess) you get an automatic jackpot. Just keep pressing start on the board. It is actually possible to cock this up though. If you land on the corner of the board you get the search light feature, press cancel to slow it down and make sure you don't lan on mafia or caught, don't worry about collecting 3x cash or anything like that just don't die. If you should commit suicide then unlike normal when you just die it will let you collect what you've got so far; but you're a fool if you ever loose an auto-jackpot. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Instant Win Mime-Version: 1.0 
Instant win (Maygay) 
The beauty of this machine is that you can guage how well it is playing, not just by its behaviour on certain features, but by the frequency in between which wins roll in (features+cash). This implies that three quids worth of credits without success means you should give up. Boosts to scratch card, rolling in 'step to nearest win' as jackpot, regular wins and 3+ bonus repeats on features indicate streaks. You cannot force this machine, you have to test the water before you start throwing in hard earned cash. Also, practice Skill stop (from mystic mog) and Skill cash - you may reckon it's impossibly fast for the eye to see, but with practice you can hit a fiver, maybe jackpot, although I couldn't vouch for the latter. Instant win seems to have an element of true skill, practice hitting the jackie, you'd be surprised how many times it DOESN'T jump off it. I suppose it goes without saying, but I'll reiterate the general consensus of many people on this list that I'd pay for that Buccaneer cheat... Good luck on 'Instant win' it's a nice little earner if you play sensibly, you must know when to stop and the parameters upon which it operates. Oh yeah, it loves giveing holds three times on yellow single bars and mixed sevens. 
ake 'skill cash', 'Instant win' and 'Can u MT (empty) me' and 'Cash cracker' If on boost it goes to scratch card, it's on a roll. Check out 'Step to nearest win' - if it's jackpot, machine's on a roll. 'Instant win' feature often gives jackie as well, not just on a roll either. If you have number - no number - number across win line and holding one number will get to win, hold that number as well as reel with no number. It'll probably roll in an extra number, but it's worth a try. NB: Skill Cash should be worth a fiver nearly every time with practice. 
An extra tip which may not be 100 percent true, but here goes. 
On JPM's 'Rollercoaster', when after landing on mystery it gives you 'last ride' just let the light flash randomly over the board until it comes to a stop. (About 30 secs). It always seems to stop on one of the features. This has happened five consecutive times now. 1st time 'Tin can alley' 2nd time 'Test your strength' (Jackpot) 3rd time 'Log flume' 4th time 'Test your strength' (Jackpot) 5th time 'The Nemesis' - 28.80 - Nice :)) 
Essentially you are likely to get a good feature rather than 1.00 or 1.60 as usually happens. 
This machine seems to be mentioned a lot on the list, this is how I play - Look at the tubes, if they are full try 3 pounds if you are not offered a win/feature then walk away. You will soon know if it is running - 40-60 profit is usual. 
In-Reply-To: <19980303160214.14710.rocketmail@send1c.yahoomail.com> Many machines that have true skill for stopping on a decent win actually do the opposite of trying to kill you. They actually stop you ON the prize you wanted! 
Basically, you'll find that you don't ever get offered such a feature unless it CAN afford to pay the necessary money - so don't be surprised when GETTING the feature is good enough as winning the money. 
There are of course some exceptions, but certainly JPM machines seem to help you out quite a bit - such as getting the BIG BUCKS symbol on "Stop and Step" (aside from the other S&S trick!) and when you have two boxed symbols on the line - is guaranteed to give you another boxed symbol when you get "Reel Skill". 
You still need to time things pretty accurately on Stop & Step mind you, as it won't spin the reel right round to the Big Bucks if you missed it by miles (or maybe it DOES?!) 
Jonathan 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Chris Challis ESE <chris@sys.uea...> To: "fruit@adastra.co.uk" <fruit@adastra.co.uk> Subject: Indiana Jones MIME-Version: 1.0 
Always take 'Leap of Faith', a gauranteed tenner if you hold the Cancel button to slow it down. 
If you can remember things (diificult in pubs) then take 'Holy Grail' or something, follow patterns then repeat style affair. 
Chris C 
On Mon, 16 Feb 1998, Grant Forrest wrote: 
> has anyone got any good tips for this machine??? > 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Great Escape Mime-Version: 1.0 
ESCAPE COMMITTEE 
The best combination seems to be 1-2-3, Win Streak. This normally pays between _5 and _10. I have never seen less than _5, but quite a few _20's and last night it paid _18 and then _36 within a few credits. The only other Escape Committee combination I can remember is 2-1-3 which is Mega Hold, basically Super Hold where the reels moved and down 2 steps. I have only taken this once so I am not sure if the amount of steps varies, but it may be worth taking if there is a good win in view. I have taken a couple of different combinations but the features they gave where not very good, so I always go for the 1-2-3 Win Streak combination now. 
BAR CODE 
This machine does very often spin in the third symbol if you have a hold and 2 of the bars are in the correct position, so I often go for the barcode even if there are also 2 Great Escape symbols on the winline. When the barcode is there press a hold buttons for the following features :- 
Hold 1 - Stop the hi/lo reel and this will then count down from which ever number you stop, adding to either the feature, nudge or cash trails on the feature board each time. You then get to select the trail that you want to collect. If you manage to stop a high number it will normally offer a reasonable feature or _5 or _6. Alternatively I have stopped a 1 for the bottom feature, Multiplier, but this pays around _4. 
Hold 2 - Follow me for _5. The collect buttons on the feature board will flash a random sequence of 5. Repeat the sequence and get _1 for each button you press in the correct order. May sometimes offer more than _5, but I have never seen it. 
Hold 3 - Select a bar. Random stop on one of the bar symbols for _3, _4 or _5. More often than not it gives you the _5, and you can then gamble hi/lo, so check the number first. 
FEATURE GAME 
The Great Escape probably offers more feature games per pound than any other machine I have played, so is good fun to play, but don't be suprised to get killed very often, even before a half decent collect has been offered. Occasionally the Great Escape light will be lit in red instead of yellow. If this occurs keep pressing as the machine will just keep landing on yellow cash squares, taking the cash tunnel upto the Super Jackpot Repeater. It may also land you on a Searchlight, in which case stop on anything other than Cooler or Gotcha. 
There are only 3 ways you can be killed on the feature game, but these pop up extremely often. There are 2 Gotcha squares which kill you instantly. 
On each side of the board there is 1 Cooler square, giving a random stop on one of the following:- 
Tunnel Collapse - Removes all lights from either the feature, cash or nudge tunnels. Caught - Game over! Forgery Bonus - Lights an extra Forger symbol. Transport - Lights an extra Transport symbol. Bonus Tunnel - Adds randomly to the feature, cash and/or nudge tunnels. Note that sometimes this will fill all tunnels almost up the top, and then kill you on the next move. Decoy - Extra life, you cannot be killed if you have a decoy. It is not unusual to lose your decoy and then be killed on the very next move though! Do or Die - You must correctly go higher or lower than the current number. The better wins you have available the more likely you are to be killed. 11 is probably the most dangerous number! 
When you land on a Searchlight hold the cancel button to slow down the trail. Obviously check the nudge situation as it may be worth getting those extra 2 nudges for a good win (nudges are up and down on this machine). It can be worth going for the Forger or Transport squares before the Searchlight, as more often than not it will give you the number to hit the Searchlight again, so you can light all the Forger or Transport symbols. The 3 cash symbols square on the bottom row of the board is also a good choice, as this puts you on _4 straight away. The forger and transport symbols are one of the best features to win. You have to match up a pair to get the relevant feature. 
_4 Win Repeater - obviously _4, but often repeats 2 or 3 times. Big Money - Randomly flashes from the _5 to Jackpot wins, but nearly always gives the _5. Does give a repeat chance though. Big Win Repeater - Spins in a random win of _5 or more, with a repeat chance. Super Series - Same as Win Streak from the Escape Committee. Jackpot - Jackpot, but no repeat, so some of the lower features can actually pay out more! Super Jackpot Repeater - Jackpot plus repeat. Doesn't very often, but when it does it normally repeats twice for _30. When you match a pair you get a 3 shot climb, so it is possible to start with the _4 Win Repeater and end up with Super Series. I had never seen this climb once in about 50 tries, but at the weekend it climbed, on 2 different machines, about 50% of the time. Not sure if there has been a chip upgrade or something?? 
The green tunnel features are as follows. I don't know what all of the features are, so if anyone can fill in the blanks. Multiplier - Flashes random wins, i.e. 20p * 8, _1.60 * 3, etc. Very quick, but can offer some decent wins. 
Look Around - Never collected it. 
Follow Me - Repeat the flash sequence shown on the hold buttons. Everytime I have taken this feature it pays _2 if you repeat the sequence correctly and nothing if you don't. Not sure if this value ever goes up. Bid For Freedom - 3 shot cash climb up the cash tunnel. Always seems to pay at least the current value of the cash tunnel. Knockout - Random number of knockouts, but usually offers at least a bar combination. Even Break - I have taken this once before but it wasn't very good. Can't remember what you had to do though. Heavens Above - Spins the reels. You need to select the highest value symbol above the winline on 1 of the reels by pressing the hold button. 3 of those symbols then spin in. Often gives Jackpot, lowest I have seen is _6. Don't worry, I don't think this feature will give you mixed sevens as many other machines do on this sort of feature. Stir Crazy - Never reached it! Up Against Time - Never reached it! Super Jackpot Repeater - Jackpot Repeater (duh!). 
The "follow me" off the board can be even 1 or 2 quid and is just random although The "follow me" from the bar code is a fiver!! ( middle reel ) 
Follow me on the board is max 3 quid although it usually only offers a quid most of the time. So you were lucky to be offered 3 quid. 
BTW on TGE if it is going to give jackie then it will regularly do it on breakout which will give you a min of 3 quid it you don't get to super jackpot. 
Follow me is not random. If it gives wins over 5 pounds, you will be able to see big wins coming up. 
If it gives 1 or 2 pounds, the machine is also going to kill you on all attempts to collect more than this. Until the bar is lifted, you'll never win anything about a fiver. 
As for the Hi/Lo reel on the bar code - I don't know how you can accurately stop it on 12 as it is not a skill feature. It just stops on any number (and like Fruit Explosion) will advance trails in such a way that you always get a fiver available from one of them, unless it is; a) in a very bad mood, when it will be a pound or b) streaking, where it may advance a trail enough to get the jackpot. 
Even if you get a 1 on the reel - you should get multiplier, which will offer a fiver! 
Eddie, just things that have probably cropped up before in the group. Usual holds after nudges and 3 holds in a row apply, also, red bar-blue bar-yellow bar offers you a hidden feature, I usually press the first reel, it gives you the chance to spin in a number and then adds that number onto the features board (normally giving you a fiver cash). Also, if you get on the board and the words "The Great Escape" turn red, just keep going round the board, as long as you don't kill yourself on the searchlight square, it'll drop in the super jackpot repeater eventually. Last thing I know about it is the "Escape Committee" symbol, pressing the holds in a certain sequence gives you another set of features, if anyone knows what they all are, I'd be grateful for a few tips! 
A quick tip on the new Great Escape machine. If you get into the feature game (which comes very regularly but often ends before you have any chance of a decent win) and roll a 4 to start with to land on the +3 cash square, and then the next square you land on is either another +cash square or the Searchlight corner square, keep on rolling the dice as it will keep landing on +cash squares and go right up to the top of the cash ladder (Super Jackpot Repeater). If you land on the searchlight square after your second roll, skillstop it back on the +3 cash square, and keep rolling. 
I found with The Great Escape that you only seem to get the escape comittee by nudging it down. When this happens it is usually with 3 or 4 nudges so you can't see it. If you can nudge only 1 or 2 great escape symbols down (3 needed for feature) and have 3 or more nudges try nudging the middle real. You may get the escape comittee. I havn't played this one much so I may be wrong. Could someone try it and let me know. It may be that the machine rewards proper gambles 
As mentioned before, the barcode on this is red hot, unlike Great Escape which will drop it nearly every time you hold two of the bars i.e. three, one. Fruit Explosion only give it every 40 squid or so, However you will be able to tell when it does as it will stall when you hold one of the bars. Here's a tip for the Great Escape. Everyone now I think knows about the 3-2-1 tip. Well, it is as likely to come up as the 3 symbols, so it is worth holding even one of the relative symbols, as another one will usually fall in. When you are watching someone play it, if they go for the feature all the time(they probably won't know about the 3-2-1), when you play it, go for the 3-2-1 in preference to the features and you will get more. 
Great Escape (MAYGAY) 
I always hold down the button on Even Money and it has once or twice given me enough evens to pay the jackpot. 
For this reason, I believe even this is fixed. After all, you would have no way of knowing if you had timed it just right when you could stop it on say 9 instead of 10, or 11 instead of 10. 
It's the same with Barcrest etc. on their "Stoppa" bonus - which flashes all the amounts, inc. jackpot repeater where available. Of course, it often just goes one below the cash line/nudge line etc! That is unless the Barcrest man is flashing, or you're holding down Cancel on a JPM/Ace/Maygay machine. 
I was surprised on TGE the other day, I never got a final red after the yellow run. 
> This cheat for TGE which puts you back on the feature once you've just > finished on it was very usefull as last night the logos rolled in for > the second time but it went red too !! ( a nice tenner ! ) 
Once the machine is going to streak (wins over a fiver, the odd jackpot from mystery win etc.) you will find it puts you in immediately after a feature. There's no cheat. 
If you can tell me you can get back to the feature every time guaranteed - you should be able to empty the machine by doing this continuously and taking small wins. 
TGE will nearly always put you back on the feature if the first time you go up you are only 1-3 nudges away from a large win. If it doesn't want to give you a win that big it will chuck you off the board and then put you back on again right away. 
I once saw a guy at Leicester Sq/ Soho, holding down the first two keys and pressed the start and quickly held the third hold key and it got him back on the features board again. Is that the cheat then? It worked on that machine, but unfortunately it did not work at my local, so I had not bothered to post it. 
I was playing TGE the other day and was given some advice by one of the bar staff that seemed to hold true. When on the feature, you're pretty damn safe while you haven't got enough nudges to roll in a win. As soon as a nudge win is available, call it a day and collect whichever is the best. After initial disbelief that it could be this obvious, I tried what he said - and he was right - every time I had a nudge win available I was caught in the act... 
Yup. If you have any decent win (3 quid onwards) available, it will kill you very quickly. Only the first roll is safe - when you die on the next spin, it's playing badly so collect Multiplier, which can often give you three pounds. Build up the bank, assuming you don't just walk away. 
Generally, it will kill you quite quickly anyway - usually before it goes above two or three pounds on the cash ladder. 
If it gives enough nudges for a decent win, the machine is buzzing. I took 65 quid from my nice "local" Great Escape the other day, and this was without any jackpots.. Just nice nudges, and barcodes taking me to 7 or 8 pounds. I only fell down by trying to play to the red mode, which is usually when it all ends. It cost me a tenner of the money I'd won to get nothing. 
Jonathan 
In-Reply-To: <c=GB%a=_%p=Micro_Focus%l=NWBMAIL-980311110958Z-4519@nwbmail.mflt- d.co.uk> > On the barcode, one of the buttons gives a superhold which can be very > useful because you can hold two of a kind and press start and the third > will drop in. 
I believe you can also do this on "mega hold" on TGE/TIJ if you get it from Escape Committee/Supporters Club. 
Jonathan 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Give Us a Break Mime-Version: 1.0 
I thought that I would send you this wee guide to Give Us a Break. 
It's very much like Casino Crazy, with a bonus symbol and numbers to enter the feature. It also has a wee J.P.M button on the left - if this flashes, you'll usely be given a 1 quid win which can be given. 
The bonus is usually good, Skill Stop, Random Stop can use the cancel. Step up and Step down will give you the feature, Choose a Trail sometimes. MegaHold is always good and self-explanatory. Reel Boost will give you extra numbers from the number on the 1-12. Even Boost itself is pretty good. Add Again usely sucks. Can't remember any others. 
The feature itself is alright. But don't try gambling too far because it will slap you. You have 6 pockets : they 
1) Knockouts - you will need 8 for the Jackpot 2) Bonus - Different sorts of bonus 3) Feature Games 4) Cash 5) Nudge-time - If you are quick, you can get 3 or even 4 nudges per a second. 6) Nudges. 
However, it is usually necessary to land on the pocket before selecting its prize, which is a bit of a bastard. However, at the start of the feature, it will usually give you a "free pocket". But it will be the one you don't want. 
Bonuses are self-expalanatory. Beware of boost. It can kill you. Choose a Colour - don't press start, press the button you want selected. SuperBonus builds them all up a bit. Roll a Number or what ever it is called can be a bit tricky, make sure there are no death squares near the one you are going for. 
Features. First 1 I have never taken, 2nd is Crack Shot I think, will give you between 2 quid and 7. Feature 3 - CashPot. Only take if the Cashpot is worth taking. ie. more than a fiver. The light whizzes round the board, and you have to stop it on each of the pockets. Not usually too difficult. Feature 4 - Pocket Money. Only ever take if the reel number is v. high. 10,11,12. Basically steps around the reels looking for different coloured balls. Each step is equivalent to one step on the reel number. Get all of them for the Jackpot. Feature 5 - Clear the Table. 7 quid everytime. Skillshot - cancel button works. Feature 6 - Same as Feature 2 only you get a repeat. Feature 7 - Snooker Loopy. Like Roulette Wheel in Casino Crazy only it lets you step up or down. There is a trick to this, but it is a bit tricky to explain. Basically, don't go for the Jackpot - go for the Red Sevens. It will let you step to the bells for the full tenner, and then if it gives you the repeat, you will get another 7. If, however, you go for the Jackpot. The next win you can step for is the 2 quid, and it will never let you step back. Clear as mud, eh! Feature 8 - Big Break. Jackpot repeater using win spins. 
Basically, this machine is good, only it will never let you gamble far. All too often, you will get a 1 or an 8 from the start, and get slapped immediately. Only go on if there is nothing worth taking, and no pockets are selected. Also, quite a few times, you will get enough nudges to either select a 1 quid win or to start the feature. Always, go for the feature - it quite often builds the pots up more. If you gamble from 1 quid to 2 quid, you can exchange, and everything will be on its second light (ie. Feature 2, 2 Knockouts etc.) It is sometimes worth gambling up to the 3 quid, even on a crap number, because it will then put you on its 4th light. 
There is also 3-2-1 Bar and 1-2-3 Bar Secret Features. But you get them about once in a blue moon. I took Chalk n Choose and that was just select a win. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Fruit Explosion Mime-Version: 1.0 
> what, I accepted the Cash option which gave me 8.00 However, I could = > have taken 9 Super Holds & other things such as Nudges etc (to be = > honestr I can't remember) Which would've got me more money if that = > happend again & does it often add that many fruits when it's likely to = > pay out a big win? 
There are only 16 fruits on each reel - so Super Holds would have definitely got you the jackpot. Sadly, there's no repeat chance on this. 
This can be quite a good machine. A particulary good feature is the second one (or maybe the third) . I can't remember it's name but it flashes all the boards and you select the last one that was lit. This is good for a fiver when sober. It lets you up on the board quite often and is usually lit so you can make a steady amount on this feature until the machines payout goes too high and it wont let you up on the board anymore. 
This feature will eventually go so fast, it can kill you without you even knowing it! Clever really, as it will virtually never go above a certain amount. 
Be careful with superholds as the can be quite deceptive. Superholds for those who dont know is the number of positions the reels will move in either direction allowing you to hold a win. It will usually only allow you double or treble bars which isn't 8 quid. But may give a jackie if ready. You were probably right to take the 8 pound. 
Yes, the reels are sequenced deliberately (ie. when you exchange for feature) so that even 4 or 5 holds will be awful. Of course, 8 guarantees the jackpot - but not necessarily any less! 
The best tip on this machine is to not get greedy as when you land on bonus it will often kill you off. Take frequent wins. Also the three holds works and can be used regularly as I have often 3 holds on red sevens. 
If you get killed when gambling up the cash ladder on 2's and 11's - but had the option to exchange, exchange and collect something quite early on. The machine will NOT pay out big time if it is always starting off badly. Take some money, hopefully to get the stake back, then walk away. 
To start a new convo are there any new fruities out there that are worth playing and has anyone ever won any money out of a rechipped donkey kong. I know I havent and I always test them with a quid but if they have been fixed I just walk away. Does anyone have any special knowledge of how to get steady wins from it. One thing I have noticed is that the jackie on this machine tends to just spin in when it's ready and the cash frenzy at the top of the board is complete wank and gives you 4 quid most of the time. 
It gives you the amount on the cash ladder - with the /possibility/ of more. It certainly isn't very good, and unless you have 2.40 on the ladder or more - you'll be killed before entering the Cash Frenzy feature anyway. 
> I usually find that when the machines are full it almost always goes > over the 30 
I've had some real nice wins from this, and Stop N Step. Sometimes though they've been below a tenner - which is rather frustrating! 
>maybe someone will post the barcode for the hi-low cash for fruit >explosion, 
Select the triple bar (left) often 30 quid plus Take reel 1 for Hi/Lo Cash, Max 33 big ones 
When you get Jackpot exchange and always take one move. You will never be killed on your first move. As all the fruits should be full, any fruit square will give you SJP the worst you will get is a continue. If you get this just take superholds and gamble like you have been doing. Another tip, when the machine is streaking and you get true skill on the bonus, take a chance with boost as it usually gets you much higher up than the normal 2 quid on selector! Geo :-> 
Just a couple more points on fruit explosion. 
Having thought I knew just about everything about this machine, I behaved like a bit of an arse last night. I watched it for about half an hour as the businessmen stuck a few quid in in my local. It started to look decent after the last guy came off (giving 2:00 mystery wins an stuff) so I decided to have a go. Now I knew someone had ripped 60 ukp the day before so I was being cautious at first, but its a busy pub an I knew it could have taken enough. After 7 ukp and getting nothing I was about to quit when I got mystery win and up flashed the jackpot. I couldnt gamble for the Super jackpot cos I was on an 11 and I will never take that risk on this machine! So I exchanged and collected superholds straight away as it was offering 9 (If I had gone for one move could I get killed??) I gambled for the sjp and lost, ending up with the jp off the 8 holds. Now I was getting intrigued, although my quids were still dropping into the hopper, not the cashbox so I wasnt getting too excited. Then about 2/3 quid later I got skill nudges and the jp was there with 4. Having looked at it in disbelief for a while I nudged it in. Again I exchanged and took 9 superholds, this time the gamble worked and i got the sjp. No repeat though. I then got an 8 quid (supersevens) win about 4 quid later off a hold after nudges but the exchange was shit, offering 2/3 lights on each trail. I think maybe this was a warning. After this I spent another 15 quid looking for the streak and of course it never came. I left about 4/5 quid up which was criminal considering the start I had really. 
The best low feature, that I always take, is follow the fruit. This is the feature were it flashes all the fruits on the feature board and you have to name the last one to flash. This is quite easy to follow until it gives the impossibly fast 'last' chance were it cheats anyway. This is usually good for four pounds +, if less it's a good indicator to walk away (I've had the jackpot repeater a couple of times). 
I agree. Having played this machine a lot this feature is an excellent indication of when its going to pay. I have often had 6-8 quid wins on this feature always during a decent cycle. If it scams you after a quid WALK AWAY! 
Take follow the fruit and if you get 1/2 quid and it starts flashing too quick, collect and run, if you get to a fiver you might be in luck but it shouldnt rob you, if you can get over the magic 6 quid you are laughing. Also, if you get a high exchange value and you can get 9 superholds always exchange and gamble for SJP, you can always get the JP off 8 superholds so its worth a try. First go on the board is free- cant be killed. 
Another good indicator of when to walk, is if you get a one pound mystery win, or it gives you lots of numbers and they never hold or get the feature. An annoying trait about this machine is that a feature exchange can be offered and the reels will sometimes respin on taking an exchange. Usually when it has offered superholds or nudges that would have got the jackpot. 
The only time i've ever had a respin is if there is a win on the line that you've exchanged or gambled up to exchange. Feel free to correct me if this isnt the case but i've never had a respin otherwise (if there is a win nearby that it doesnt want you to get it just doesnt offer superholds or nudges). 
Bonus - too often random stop that always stops on 7 or 8. The best is skilltrail or selector and if its ready to payout you'll boost up to something good. 
Only one other point on this machine. We all know by now the bar code is excellent on this machine but you cant get it from superholds or nudges off the feature and you must have the exact nudges in open play. 
Definately one of my fave machines. It seems Motorway Madness isnt too popular with the people on this list. I have had it streak on several occasions up to 50 quid, mainly through invincible cash mode or "exit open" (features). Although if it wants to go on the rob it does very quick! Not a good machine to play on when tanked up ;) 
### when you get the (rare) barcode always press hold 1 for 'hi-lo cash' (hold 2 gives you 'strike a light' - crap; and hold 3 gives you a win streak which is =A310 min). ### if you get as high as 'fruit ladders' always take (unless you've exchanged 8/10 bar where you always get spr jkpt). fruit ladders just runs up and down the four fruit trails and you can use cancel to slow it down. i've seen people take 9 super holds and trying to gamble for the sj but it's a guaranteed sj from fruit ladders. ### if the machine boosts, stops or selects =A32.4+ from the bonus then usually it's about to run, especially if a mystery win gives you =A32.4+. but i've noticed that this 'block' increases as high as =A33 to make you think that it's about to run soon when infact it just takes again. ### if you get true skill on the bonus and there's a win/ndg bstr on for 4- nudges then always take nudges as 9/10 times you'll get enough for the win. ### it's difficult to choose between going for numbers and a possible hold or two-of-a-kinds from nudges. if the machine is running or about to run you'll always get the sevens (6/7/8 bar) from nudge-holds, but if the machine's in 'normal' mode then go for numbers but make sure there's no 2oak as it often lights. ### finally, i always try to watch a mate or mug first before playing. after a while the runs are very predictable. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: cma@adastra.co.uk From: chris smedley <The_Pres...@co...> Subject: Frankie Detories 7th Heaven To: "aa \(CMA-chatlist\)" <CMA@adastra.co.uk> MIME-Version: 1.0 Content-Transfer-Encoding: quoted-printable Content-Disposition: inline 
Here is a small tip I received (untested) 
If anyone has played Frankie Detories 7th Heaven then if 2 yellow bars hold, hold them they will normally drop in. If on the feature you have an option to take round robin and the Jackpot symbol is on the bottom 3rd reel then take it you will get the Jackpot. 
Chris. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Force 10 Mime-Version: 1.0 
On Force 10,if you can nudge in a 321 or 123 bar and the middle number reel is a bonus then go for 213 as the barcode choice as this is FASTCASH and you are guaranteed a jackie repeater. 
Also; If you get skill shot on the bonus,do it first time as it always goes up to 99 nudges. 
321 and 123 barcodes work from nudges to give one of the features(you choose which).You may need to cancel the rest of the nudges when you've nudged it in. 
If you get a feature and the middle number reel is on a bonus,take it,a guaranteed jackpot.If this means that you are on the nudge trail,say on a three with a bonus that activates features,it may be worth gambling to see if you get a bonus on the middle reel,especially if you are already on a no lose gamble. 
If you get reel skill and there's nothing worth having (even large numbers on the winline are useless if there's no matching symbols above) you can always stop on a combination with no numbers if there is a groovy win needing few nudges above and you will get another bonus. 
If the machines feeling generous hidden holds sometimes work,usually on supers wins,especially if it spins them straight in,but if it's doing this you are likely to win whatever you do! 
If you are gambling nudges on a crap number it is often better to collect them,nudge in two of a kind and hope the machine gives an "Okey Dokey let them spin". 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Fire & Ice Mime-Version: 1.0 
FIRE & ICE 
In-Reply-To: <199801041100.LAA22681@mail.compulink.co.uk> > Anybody esle come across a new machine called FIRE & ICE? 
Yep.. It's a BWB machine and the software is slightly different to the usual Barcrest machines. 
> This machine seems absolutely hopless. Features are hard to get and > rubbish when you do. 
Sometimes.. but I've had three tenners from the Spin a Win, so you probably played when someone won some real money. 
> the normal cheats don't seem to work i.e. Three holds, Cancel > to slow down selects etc. 
Cancel works when it flashes. Three holds works (it will actually flash them a third time and say "HINT"), as do other cheats. A new bonus called "END SHOT" is like a Hot Shot feature that zooms up the cash ladder (and then back down, which means you can end up stopping it below the cash!!). 
Dapple is random/stopper (no slowdown and is fixed) and Boost is.. well, boost! These are the two features you'll always get when it's not playing that well.. although if they always put you in - it IS good. 
Don't get greedy when gambling up the ladder.. if you can exchange, it will often give me a 1 from a 2 etc. if I try and go up too far. 
When you exchange, press the Bonus button if it is lit. You'll usually get a Repeat Chance - which can also be used to repeat the feature if you die. 
Like Maygay machines such as Cleudo and Fight Night - you can only collect a win when you're on the relevant square, so continuing can be a real risk. Even the relatively small features can be quite good and I've found that you can take 2 or 3 pound wins (often with a "turbo" style gamble on it) and then get a repeat. If you get a get a repeat on something like the money box, you'll get the same win each time. If you get the repeat on a feature like Pick a Win etc., of course each time could be different. 
It's nice that Pick a Win will tell you how many more wins it will show and Money Belt gives you a little time to prepare. 
For me to win money, I never play for a win streak. Going by how the Barcrest/BWB machines pay on things like "Crazy Cash" etc., you can easily just get a tenner or even less from a streak. If you've always played for it, you'll probably be well down. 
> This machine seems to one to avoid, I have yet to see anyone win more > than 10. 
Come and watch me play it at South Mimms then! That's only on 72%.. and I'm yet to see and play one properly in a pub. 
Jonathan 
Most recently I've discovered that Fire & Ice/Stars & Stripes is a great example.. Take "Spin a Win" when you have a repeat chance and you can often get huge streaks from this, even though it's a relatively low feature. I got over 30 pounds (10 quid and then lots of 3.00 and 4.00's) by taking this and we all know there was no skill to the repeat chance! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Fight Night Mime-Version: 1.0 
Fight nights follow me is good as it's guaranteed 5 pounds. 
I had Revolver today, guaranteed Jackpot, which I took, no repeat afterwards. The reels line up and go round slowly. Once you stop it you get what it was on and the chance to step down to the next win so sometimes it is better to take the win before jackpot and hope it steps. 
On the barcode, take the left reel for Superholds. Usually a bit crap, there is a trick... 
Hold two decent fruits, press start and the other one will drop in. 
Don't go for red sevens on Fight Night, as the blue one will pile in for 1.20, and don't go for boxed fruits on Cleudo, as you will get a measly pound for your troubles. 
When you get the barcode choose the single bar. A light will travel up and downbuttons stop it on exchange (i think?) for mystery win, if the machine is in a good mood! it will give you Jackie Collins, if it does bung another £2 in and if you get the barcode again within the £2 choose the single bar, stop it on the exchange button (i think?) low and behold another Jacky P, do this one more time and walk away with a nice 30 Spuds in you pocket! 
I think the best option to go for is the 3rd Reel. This will then start to light the button in turn and you need to press a button when it is lit. The Exchange button gives Mystery Win. If the machine is about to roll it will give a Jackpot. If this happens, then keep playing for the barcode. In my experience it always gives 3 jackpots in a row. You will often get a jackpot on the feature below Revolver on the feature board in between barcodes, as well as a few other wins. Can be good for œ40 - œ50 profit. If on the other hand, the Mystery Win only pays œ1, you could have won a fiver on Follow Me. 
I think if you took the superholds, it looks like only crap wins are available, but on one or the other the start button flashes. The idea is to hold two decent fruits (3bars or whatever) and press start, whereupon the third will drop in. 
Be warned as they will not let you have boxed fruits (you'll just get three different boxes for 1 quid) or the high sevens (you'll just get mixed ones for 1.20). 
A little trick for Fight Night, 
Chris - as you told me, most good players go for the "mystery win" from the barcode in order to assertain if the machine is worth playing. Unfortunately, if its not you usually end up with 1 or 2 pounds. A good trick instead is to go for "follow me" - if the machine is streaking (and would have given you the 10 from exchange button) the cash ladder will go red. Otherwise you will get a fiver, which is nicer than 1.20 (80p bonus)........... 
Fight Night - The first or second feature spins the first reel and you stop it and it brings the other reels down to give you a win. The good thing about this is that when you collect the feature the first hold button will flash and if you press and hold it, it will slow it down and you should be able to get a minimum of a fiver, be careful of boxed symbols though. 
If a machine has boxed symbols you can get more cash if you get three of the same symbols all boxed on the winline. It will take your win to the next win for you. Useful if Red Sevens come in like this as you get the jackpot. Should work on all machines with boxed symbols. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Eastenders Mime-Version: 1.0 
I have played these machines loads and basically once you get half way round the board i.e. near Peggys Happy Hour or whatever you either collect the best of whats on offer or you'll end up with Grants Gambles or similar lose making moves, you can always predict what the reel spin will be (usually 4 or 6) to Game Over! 
Does anyone know of any things to look out for to signify if its gonna let you go all the way round the board? cos I always collect at mid point because of the 99.9% it lands you on that dreded game over square! 
The Blue trail always gives you super jackpot on the bar pump, the only way I ever get Queen Vic is the old exchange on three 1's trick. 
Incidentally I have found one thing that I've never seen mentioned before, dont get too excited cos it only does it when it wants to pay anyway but I had the mixed sevens forA31 win and before pressing high or low, i pressed either Cancel or Start, i cant remember which and it changed the next win gamble from 1.60 to the jackpotA310, then all i had to do was win the high/low which i did! cool i thought until i have tried it several times since but to no avail. it did definately worked though so i guess if you ever land a cash win always press those buttons first to see! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Donkey Kong Mime-Version: 1.0 
When you hold down cancel you should get skill nudges every time the machine wants to offer random / fixed amount etc. If you don't get them then it's chipped, as are almost all DK's now. However you may find them in areas where they haven't been done before because the supplier has not had the need to change them. 
Some get set to low percentages so even if you do know the trick they can be hard. 
When playing DK, keep your hand at all times over the cancel button when pressing play. If whenever you get nudges you get skill nudges then it is bugged and can be emptied. Use skill nudges to bring in the best win. If the gamble number is less than 4 or greater than 8 then gamble the appropriate way and exchange to the board. Do not move on the board, instead press super mario and you will probably get repeat chance. Take the cash and see what you can do with the repeat. Do this at all times. Remember it wasn't supposed to give skill nudges so there should be a win there. 
When the machine goes ?blue? then this is when you can empty it quickly. Keep pressing start when it goes blue and you will get super jackpot. The bug is that it will stay blue as long as you get up to the board by winning a gamble and not by lighting donkey kong. 
So when it goes blue under no circumstances get up using the letters. 
This technique is good for 30-40 quid an hour. 
If the machine is full you will get 120quid profit. 
You have to force the machine. I think the blue JP's are almost free. I always take the #6 on the barcode and I do not let it go to cash frenzy, but I always take my wins off the highrise. 
Prez. 
>has anyone ever won any money out of a chipped donkey kong? 
Like all machines, when its ready it`ll do the biz. If the tubes are full then just refuse all wins on 40/60/80 features. You will usually find the trail holds. When you get to the top, you should get more than the usual 4/5 if its on a roll. If you don`t then the machine probably isn`t worth it. If you get the barcode on a run then the middle button will go to sjp. 
> I always take the #6 on the barcode and I do not let it go to cash frenzy, >but I always take my wins off the highrise. 
I find the cash frenzy can pay extremly well when the machine is on one. When bananaman does the sjp, the cash ladder turns blue so presumably the machine treats it as if the feature had turned blue. 
>does the rechipped dk still have the win- exchange-dont move and collect as >a free win ? 
It won't be a free win, but if the high rise was high before when collected and you get back on the board from a gamble then yes it will still be high. The check is only done when the letters are completed. I played one once and collected #8 on the high rise then I got a gamble in but I lost on an 11! I'm not sure if it new or if I was just unlucky. 
Chris. 
> Does anyone know if there is a way to beat 'Choose a trail' on this machine? It > never seems to land on the G of DONKEY KONG, or indeed bonus for that matter. 
it does land on G quite a lot, but you have to be quick as it usually offers as the first choice... 
>Does anyone know of any things to look out for to signify if its gonna let you go all the way round the board? cos I always collect at mid point because of the 99.9% it lands you on that dreaded game over square! 
On Donkey Kong, a big hi-rise (1.60+) to start with is always a good sign, maybe with a barrel jump or two on your way up. Cash Frenzy will give anything from 5 to 20. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Daylight Robbery Mime-Version: 1.0 
Don't talk to me about Daylight Robbery, they have just got one in the Frog and Parrot in Sheffield, and it gave me a real going over the other night. I too suffered from the 2 go higher to get 1, but another nice feature is the have 11 get 12 always a smile raiser. 
Anyway when playing I noticed a very strange thing on this machine. It spins 2 sevens on the win line, one to the right and one to the left. For some strange reason I decided to hold them and it spun in. =A34 win. Hmm I thought, I'll try that again. Within about 10-15 mins it did the same but this time with the red sevens. =A37 or =A36. It only offered a similar thing once more but didn't give the win that time. Anyone else noticed this. Also the feature board is Poo. We were only 3 away from the top of the red column at one point (can't remember the features name) and only got =A33. Not bad to say we exchanged on a fiver to find out more about the machine. 
I always used to play this at lunchtimes, and loved it. One of my faves. I played it for smallish wins and played the board for knockouts and very little else. Always found that the feature would often kill me off fairly quickly, and never found out what 'case the joint' from the bonus did, athough I think it told you what you were going to win before you got killed. 
I can remember the first time I took the jackpot, and was wondering what to hit for the repeat when I *eventually* noticed the 'find the repeat' thing on the LEDs. Hadn't got a clue where the repeat was because I was too busy hammering buttons, and still managed to find it. Dead chuffed I was, although it only took a short while to figure out it was *well* fixed. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Authentication-Warning: one.astraweb.com: coollist set sender to fruit@coollist.com using -f To: fruit@coollist.com From: G Richards <superpots@yahoo...> MIME-Version: 1.0 Subject: Crystal Maze 
Players guide to "The Crystal Maze" (Barcrest) 25p play/ #10 jackpot 
The following email contains advice on playing The Crystal Maze and on playing Barcrest machines in general. 
So here goes..."Welcome to the Crystal Maze..." 
Let's start off with what's good and what's not, around the feature trail and in the dome. 
ARCHERY - psuedo skill, gives #1-#3 by stopping on the target of appropriate value. SKILL GAME - Use your skill to stop the light moving from adjacent square to square on robot feature. This feature stops after a certain time. So stop on skill game again to buy extra time for getting Robot. ROBOT - Collect every time. There is a knack to this. When you get here on the feature, wait 20 seconds or so as if you are unsure whether to collect or not, then collect the feature. In quite a few instances the red LEDs will all shoot straight up to jackpot instantly, or within a couple of seconds. This doesn't happen evey time, but it happens often enough to make the feature worth taking. PHYSICAL GAME - Try and stop it after the first game over, however if the machine wants you to lose, it will do so on the next ?. TREASURE CHEST - Worth a shot considering that you will almost certainly lose if you carry on. Gives #1-#3 (jackpot v. occassionally) when machine isn't on a streak. PYRAMID - Take it. Watch the repetitive sequence of the flashing cash amounts, then use skill to get up to jackpot. Cancel doesn't work but this is true skill. 
IN THE DOME....(after 6 crystals/feature/?) 
SILVER/GOLD series - always worth taking whatever the situation. Gold series once gave me three quid! but usually silver should pay around #8 and gold around #12. SUPER REPEATER - Spins in #5 or #10 + a repeat chance. MYSTERY REPEATER - Don't know, always looks too crap to bother colecting. Could be guaranteed Jackpot repeater for all I know. ALL THE REST - self explanatory I feel, the machine is quite liberal in giving repeats, even on jackpot. 
General points... 
i) From reel skill always get skill shot if no win above #2 or easy to gamble win available. ii)Skill shot - True skill, you need a few pints inside you to miss this one. iii)Stopper - Irritatingly fixed psuedo skill. Don't kid yourself that pressing it when it's lighting up the start of the trail will cause it to jump to 'E' and start feature. iv) Boost - Useful on a streak, otherwise the only reason it's there is to promote hostile reationships between man and fruit machine. (Maybe I'm being a bit unfair, it gives feature occasionally.) v) Super nudges - If you're offered #2 or less with 5 or 4 nudges. Super nudge the reels, it's well worth a go. Make full use of the super nudge when you have no win available. Not to be confused with Nudge buster. vi) It gives a win on 3rd time holds plus all the other hold after nudges e.t.c . Watch for little messages like 'HOLD HIGHEST' - highest ranking fruit symbol, not highest number and 'LET 'EM SPIN' e.t.c 
Barcrest and how to play there machines... (Tips geared toward Crystal Maze...) A message on the list today prompted me to write this bit of advice. 
To quote another member of the list - "You know when you've been Barcrested" - meaning to those sensible people who only play machines with a couple of quid that you've put about twenty quid in and not had a CHANCE of collecting a win. I think Barcrest should do something about this, it's stupid to put twice the jackpot in an AWP not to win anything back. What are Barcrest club machines like? Do they lose for 500 quid before paying 1 quid back? I'm not joking, with Barcrest anything is believable. 
Help is at hand. I used to lose lots of money on Barcrest machines, not any more...follow these pieces of advice and you will never be "Barcrested" ever again. Let's play Barcrest.... 
You are likely to enter a cash suction zone. IF... i) It's hardly giving trail held atall when you get high up the feature trail. ii) You've lit up CRYSTAL M and you get boost. A...Z and then nothing. iii) It keeps on knocking you off the board before you get to #3 at least. iv) you lose for three pounds worth of credits. 
** IMPORTANT - the above may happen. You may walk away. Someone may walk up and win #20. Such is life. In another similar situation you may have carried on and lost #40. You'll thank me for telling you this one day. it's all about maximising your chances of winning. Playing on in the above situation is a bad idea. So yes, Whoever lost #30 on TGE, you were playing against the odds. The odds are more in your favour if you have the ADVANTAGE OVER OTHER PEOPLE of recognising signs these machines give off as to their chances of paying out. Barcrest machines are hugely addictive, play them with caution at all times. So only play with a view to losing #2/#3 a time ** 
Get excited, but not squanderous. IF... 
i) You hold two of a kind and the required symbol drops in first time. ii) It rolls in three of a kind (except feature or mixed sevens) iii) It KEEPS on giving winning nudges, i.e three lots within five quid is a high frequency. iv) It gives winning BOOSTs/STOPPERs regularly, i.e nearly every time they're on win line. v) On ? you get 'Go to the dome'/'Lucky charm'/'Skill game'. vi) It doesn't knock you off the board as often as usual. 
Barcrest are great decievers. The best advice I could give you is use discretion, (remember these tips are written for Crystal Maze.) the general principles are relevant to most Barcrest machines and play when you want to play, not when the machine wants you to play. It may roll in the feature several times after you lose. Doesn't mean you're going to win much though. 
If after following this advice you lose #5+ in one go, you're not getting the gist of what I'm trying to say. Anyone who loses this much on one Barcrest AWP machine, in one go (I used to, so I'm speaking from experience) after reading this advice, is addicted and needs therapy or needs to question their powers of self control. Sorry to keep yakking on, but if I stop people from losing lots of money, it's worth it. If you have to lose money, don't do it on Barcrest machines. 
NB On ?, skill game is different to skill game on the feature, you'll see. It should be possible to stop on Jackpot every time. It does need considerable skill though. Also on Barcrest machines, the times of the day (not specific..I mean like Sunday morning for example) you play do have significance on pay out style. Watch for those hidden holds :) 
In-Reply-To: <199712170152.UAA06219@one.astraweb.com> Excellent advice. 
I think you will also agree that all machines play on more or less the same basis. There are always tell-tale signs of a "piss-take-money-suck-mode" but people choose to ignore them on the basis they may strike lucky. 
As you say, sometimes the mode will change and it will streak - but I think most people will find it DOESN'T happen and lose a fortune. 
Classic example tonight when I met up with a mate at South Mimms (which just had Mario 64 installed). 
While I put in 30 quid or so in to the new machine, in order to try and learn how to play it, I knew it was taking me for a ride. I now know how to play it the next time (so I considered it a worthy investment) and have also been able to share some info with people online. 
My mate however was watching someone play on Fight Night and getting impatient. He wanted to shark!! By saying to me, loud enough for the other player to hear, that he was going to empty the machine as soon as he left - the player obviously thought to himself "No f***ing way, I'm going to play until the death!". He did, putting in a further 40 pounds trying always for the jackpot and lost it all. 
When he finally left, from lack of money, my mate went on and within 8 or 9 pounds had got 4 jackpots from bar code (mystery wins) and one from the cash ladder being advanced after starting at 6 quid!! I was pissed off that I didn't get to go on it - as for a machine set at 72% this was an awesome roll! Once the last bar code gave just 2 quid, he walked away - pretty damn happy. 
Whenever I play the machine and find the barcode gives peanuts, or won't even spin in - I now walk away. 
It does indeed take a lot of courage to walk away, and only the real headstrong should consider playing on. On a Maygay machine, you may need to put in 80-90 quid to get it to roll (and take out 70+). If you have the guts, you can limit the losses by only losing a tenner overall. However, I'd say quit early on.. Don't even let yourself get near to blowing 30 or 40 quid on one machine. Playing with more than a tenner on a 10 pound machine is a little silly anyway, as repeats are pretty rare so at best you'll probably only break even or make a quid or two. 
The Crystal Maze - prefers to pay smaller wins <=4 frequently rather than loads all at once. Steady and careful play can net a reasonable amount over a night in the pub. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk X-Envelope-From: jonmorris@cix.compulink.co.uk From: jonmorris@cix... Subject: Crazy fruits To: fruit@adastra.co.uk Cc: jonmorris@cix.compulink.co.uk Mime-Version: 1.0 
In-Reply-To: <Pine.GSO.3.96.980312174309.29833A-100000@suma3.reading.ac.uk> > Today I came across a machine which was new to the pub. Called Crazy > fruits and let me tell you it was well crazy. 
I *love* this machine. It's so colourful and the sound is cool. 
Okay, so we all play to win money - but when I first saw this at ATEI, I could honestly say this is a machine I'd pay money to play regardless!! 
> quid with 3.50 worth of credits. I was wondering if anyone has come across > this machine before and could offer some tips. The reason why is becuase > when I ended up on the feature I din't have a clue what was going on I > just let it do what it wanted!!! 
It's very simple really. (When in the game..) 
You get three like fruits to win that amount on the feature. You can at any time collect this cash amount (middle). 
The "shots" on the right are awarded when you get lines. Likewise, you can take these at any time. 
The "nudges" on the left are given when you have any two fruits next to each other. Get a chain and you'll get more nudges. For this and the shots, ALL fruits lit up gives the jackpot. 
You can take cash, shots or nudges AT ANY TIME. 
The Banana symbol has always been given to me with slow down (hold Bell Man), but I've not tried all options to see what's best. One gives you a skill shot on the cash ladder (middle) up and down - so you can get the jackpot, or at least 6.00 or 4.00 at worst. (No slowdown sadly). 
The bonus on "4" can often be chosen manually with Bell Man - and you can bank nudges by pressing cancel. If they are banked, you'll get them on the next spin and can also gamble them for more. 
Finally, when it says "MAD FOR IT" - go all the way to the jackpot as you can't lose. 
Take the feature off the game if it's on tutti frutti,which so far has given 10.00 plus every time 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Cosmic Casino Mime-Version: 1.0 
Cosmic casinos involves rotating small wins (around 2 quid) throughout the machine until you sense a streak, in which case push for something better or you don't win within three quids worth of credits, in which case get off the machine. You can make a profit from this, if the percentage is set high enough, but play with care. I seem to remember forcefield was virtually useless. Cash accumulator is alright for a quick 3 quid. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: Chris Challis <C.Challis@uea...> To: fruit@adastra.co.uk Subject: Cool Millions Mime-Version: 1.0 
If it was a silvery 'Project Scratchcard' and the machine had a lottery stylee look to it, then it's Cool Millions by Project Coin. I'd never seen it until I went on holiday this year, and saw both 25p and 5p play machines quite near to each other. 
It's one of those climb the trail (COOL*MILLIONS) efforts where the * (I think at trail 5 which is wierd) is Mr Skill, who gives you a skill shot at the trail if you land on him. 
There is a bonus (lottery style hand) and a supporters club style feature (diamond) on the middle reel, which it sometimes allows you to nudge in. I think the diamond feature is 1-3-2 or 1-2-3 for win streak or 27 way win. Doesn't really matter, as you get two goes to get it. The first tells you what you've picked, and the second will give you the feature. 
Always get as many numbers on the trail before taking the bonus, as it will give bad 'stoppers' if you're low down, but you will usually get it if you only have a few to go. I think there's the other usual bonuses there (skill shot, number run, numbers in view and all that), nothing particularly spectacular. 
The feature board involves running around a trail collecting bonus balls for the jackpot feature, which is jackpot plus ten or five pound repeats, and for once, it's a jackpot feature that does. 
Along the way are various features, none of which I played very much except for the No-lose Casino (roulette wheel). I took jackpot off this quite a few times and no less than 4 quid. Choose red/black and spin the 'random' wheel of fortune. With a repeat. Even the jackpot repeated a couple of times on this. (I always chose B, R, R, B.) 
Project Scratchcard was a bit odd. I was too drunk to figure out what was going on, but I think you can walk away empty handed. With the benefit of hindsight, jackpots can be found top middle, bottom left and bottom right. I can't remember if you could choose which squares you had or not, so that maybe of no use at all. 
The Bank It button lives around the 2 quid cash mark and allows you to bank the win and carry on playing. Needless to say, once you've banked it, you won't get anywhere fast, and will end up with the 2 quid. 
I didn't notice an invincible mode, although I think it could be when you go round the feature just landing on bonus balls (if you collect enough, then you don't have to get to the end - Rollover). 
Cool Millions (Project Coin) 
If you get the Diamond on the win-line and also have enough letters for the feature, then it allows you to choose which one you can have (take the diamond, it's a supporters club style feature). I think you take 1-2-3 for 27 way win, and 1-3-2 for win streak. Or maybe it's the other way around, I've already cocked it up once today... 
It also gives you 2 goes at doing this, so you can do a sequence you don't know, find out what it is, then go for win streak. 
Same with the bonus on the middle reel, you can choose, but with this it's always best to take the trail. 
Chris C 
* Radiation Protection Technician, University of East Anglia * * Tel: (01603) 592241 Email C.Challis@uea.ac.uk * * I Serve The Mighty Atom. * 
------------------------------------------------------------------------- To unsubscribe: post to majordomo@adastra.co.uk with 'unsubscribe' in the message body. Queries addressed to owner-fruit@adastra.co.uk please ------------------------------------------------------------------------- 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Cluedo Mime-Version: 1.0 
Cluedo Super Sleuth : 
Unlike most Maygay machines this seems to pay out loads of Jackpots regularly. Maybe I am just very lucky but I am up nearly every time I play it. 
If you get the cluedo symbol look at the colours of the hold buttons. On the feature board there are liittle colour combinations ( same as FightNight ) showing the different wins available. Match the hold button combinations with those combinations - best one prob. win series. 
Top left hand room (kitchen). If you get pick a room, use cancel and nearly always stop it here - it offers Super JP at the top - BUT !!!!! If you take the revolver feature (1 below Super JP) it spins the reels round & round and you can stop it on the Cluedo Symbol (which may pay a lot more than Super Jp as this rarely seems to repeat. 
If the cash ladder goes red then just keep pressing start - invincible mode = SJP. 
However, I get most of my SJP's without it going red. On a streak this will happen a lot - I've had up to 5 JP's in 10 minutes without the cash ladder turning red once. 
On the barcode, one of the buttons gives a superhold which can be very useful because you can hold two of a kind and press start and the third will drop in. Beware of mixed sevens and boxed fruits! Also works on Fight Night. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Casino Las Vegas Mime-Version: 1.0 
Casino Las Vegas. 
Nudges.... 
If machine is in good mood on Nudge Gamble it should give enough for Win/Mr Big/Trail/Bonus.... 
Otherwise it will lose. 
If you can get two symbols on win line and machine is in good mood it will tell you to "let 'em spin" (normally only with stlg1, stlg1.20, stlg1.60 wins) 
Sometimes it spins stlg1 in above win line and tells you to "hold all three" 
Hi-Lo gamble to accumulate wins, wins on 1,2,11,12 almost certainly 3,10 depends on mood 4,9 very rare, 5,6,7,8 you've got a jackie coming! 
Bonus 
On Random Stop/ Skill Stop cancel slows it down :) 
Mr Bigs Bonus 
Super Bar Repeater ??? Fruit Shot - Flicks on Piccies at bottom very random (fixed) win Pick A Win - stlg2 minimum Win Series - stlg8 + Revolver - ??? 
Feature Game 
INVINCIBLE MODE - Logo at Top Left goes RED from Yellow 
Nudge n Spin - Usually 3/4 quid with 3 + Knockouts - Usually 3/4 quid with 3 + can give more if feeling generous (or less :( 
Features Rick Pickings = Cash Flash - normally stlg2 sometimes stlg3 Lucky Stars - Follow the stars for stlg2 Trail Blazer - Whooshes up feature trail to stlg3/stlg4 Roulette - stlg3 + stlg4 (if machine in bad mood, no repeat for stlg4) Crazy Spins - stlg8 + Jackpot Repeater - Duh! 
Mysteries 
Sometimes gives bonus mysteries where it goes S-l-o-w-l-y! Boost - Can go to lose! Collect Chips - Flashes quickly over all 3 boxes and then chooses shittest Game Over - ! Skill - More about this later Hit An Even - Number Rolls up, odds kick you out, fixed Bankrupt - ! Go Back 4 - Not neccessarily that bad Hi-Roller - The Best - choose a number and move on that many. 
Skill.... 
OK, this moves randomly back and forth, and doesnt seem to be fixed, it can give you jackpots quite easily at times. Sometimes gives Bonus Skill where it slows down and you can choose more easily :) 
Overview 
This machine can be generous, or a bastard, I took stlg50 out one day, but have lost stlg60 quite easily. It also seems to be 80% payout. 
If you get Hi-Roller on the first bonus (I think it's the first one.. about 10 squares in or so), take 11. As with other JPM machines, the sequencing is set so you will keep getting "Add Again" to the jackpot. Quite nice to see! 
When the machine is on a payout, it either gives you the option to select the bonus (so take this), or gives it by itself. Otherwise, you tend to get "Go back 4" on this one, or lose when it's not going to pay a penny. 
> OK, this moves randomly back and forth, and doesnt seem to be fixed, > it can give you jackpots quite easily at times. > Sometimes gives Bonus Skill where it slows down and you can choose > more easily :) 
The skill always starts by going one way, so you can hold the button down - quickly release and get the money or feature next to it (assuming you want it). 
Incidentally, Cashino Las Vegas (JPM) has the same no-lose gamble as sonic ie if you get 1bar-3bar-2bar. I also gambled up from cherries and it span in the 1-3-2 combination for a no-lose gamble. Mind you, the feature on this machine can be mean... 
Sonic tells you straight away on the screen, but CLV only tells you after you wait for a bit, and watch the screen (it is newer than sonic so it might expect you to know from sonic) so if you can nudge 1-3-2 in rather than another combination, do it, then go lower than a 2, etc. A 'Spin Sonic Spin' hold after nudge or whatever it says on CLV when you've got two bars on the winline will ALWAYS spin in 1-3-2. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
X-Lotus-FromDomain: SEH From: "David Henderson"<david_h..@sehe.com> To: fruit@adastra.co.uk Subject: Casino Crazy Players Guide Mime-Version: 1.0 
The machine is made by JPM, and follows most of the typical regimes that they use. 
To get on the board, you have to light up the Casino Crazy... 
GENERAL TIPS: ------------- 
The Cancel button can be used on this machine on the Random Stop, Skill Stop, Super Bingo and a few others. Basically - press it anyway 
The machine is a bit odd, in that you *never* get any nudges on the winline, i.e. the machine won't give out nudges off a bonus, or just because it feels like it. 
It is a very feature rich machine - and quite a good one to play, as you certainly have a laugh going around the board. 
If it gives you a hold, and you have a number like a 1, or even a 2 don't hold it and often if will give you a higher one. If you don't hold a one or a two on the middle reel it may give you a bonus ? this is nearly always true when it gives you a 1 on a melon on the middle reel. 
THE BONUS: ---------- The bonus on this machine is in the form of a Question Mark "?" that comes in on some grapes on the middle reel. Like all machines, they can be good, or bad. There is no way that I have found of influencing what it gives you. However when it starts flashing over the options available hold the middle hold button because if you get respin then it will stay in. I use what is given as a sign of how the machine is playing. If it is playing good the bonus' below marked with a * will come in. 
*Random Stop - flashes randomly over the Casino Crazy. Pressing Cancel will slow it down. 
*Skill Stop - Obvious... Cancel slows it down. 
*Choose A Trail - Again, Obvious - Cancel isn't needed. 
Add Again - Adds again the numbers on the winline - normally crap 
Double Trail - Doubles the Trail - again, normally crap. 
*Spin A Win - Spins in a win... never above #2. This can be gambled, and also fills up the features etc on the board with as it gets higher - if you gamble up to #4 then exchange and take the Roulette Wheel (more on this later), as this is most often #10+ 
*Super Bingo - Brilliant - more on it later under the Bingo section. The Cancel button can be used. 
*Respin - Gets rid of everything and normally replaces it with something less worthwhile. Unless you remember to hold the question mark. 
THE BOARD: ---------- 
Hours of fun to be had here. You go around the board, picking up extra features, nudges, Crazy Spins or Cash, which you can cash in at any time. Also, the biggest wins come from lighting up the Casino Crazy in the middle of the board: 
Mystery - if you land on this, it flashes over all sorts of things, then finally jumps onto the one it wants to give you. 
Bonus is good, Advance takes you to the next corner, Skill Shot is obvious, Bingo gives you an extra bingo number. Lose and Leave Table kick you off, Boombastic makes you pick one of the Features, Crazy Spins, Cash, Nudges, or the Bingo Board. 
Incidentally - if you get 'Boombastic' on CasinoCrazy always press the button you want to take - never hit the start button. 
Casino Crazy - adds either 1,2,3 or 4 to the Casino Crazy. 
The others are fairly obvious... 
The Features ------------ 
Reel Of Fortune - To be honest - I can't remeber what this does! I've haven't taken it in months! It will probably give you a win of #1 tho. 
Strike It Rich - Flashes on all the reels in view, then jumps onto #1 or #1.60 when you press the button :) 
Lucky Sevens - Spins in 3 sevens - normally mixed for #1.20. I have seen a few #6 (blue sevens) come in, and *once*, when it went mad on me, a Jackpot. Normally useless. 
Cherry Suprise - spins in cherrys, then moves the number reel aroundso that you can select it. If you select say, 5, it will move the reels round 5 times. It is possible to get JP from this feature. It has two patterns for arranging the reels. If you get the JP one then I think you need to stop it on 5 to get the JP. I usually take this to see if JP is available. 
Roulette Wheel - my favourite :). gets the reels in order, then spins them, either slowly of quickly. If it spins it slowly, you can stop it on the jackpot, but you probably won't get a repeat whereas if you stop it elsewhere, you have a chance of building up a series of smaller wins totalling more than #10. If it spins fast, then just hit it - although quite a few times I have managed to stop it on the jackpot. I have seen over #20 taken from this feature. 
Casino Crazy - Don't confuse this with the lighting up the Casino Crazy bit! It's similar to Roulette Wheel, but spins in the wins individually. 
The Other Casino Crazy - when all the Casino Crazy gets lit, it awards ?BIG MONEY". (this also happens when every number on the bingo board is lit). This flashes up #10 and #5, and you hit start to choose one. It will then give you the cash, and a repeat chance - I've never had more than 2 repeats. 
THE BINGO BOARD: ---------------- 
This is cool - if you get Super Bingo then you can take out quite a bit of cash. If you light a line, or the corners, or a combination of the two, then you get hidden features. 
The Top Line - Gives the Money Belt. It scrolls various amounts across the display, and you select one, i.e. 1.00 1.00 1.00 2.00 would add up to be a fiver. 
The Bottom Line - Gives Fruit Climb - not too good, starts you off at #1, then you get 3 attempts to get onto the next one. 
Corners - Stop-A-Fruit (I think:), flashes randomly over the wins, and then puts you onto something fairly low :) 
Middle Line - Hi/Lo Cash (I think:). Gives you a #1 and you then gamble All Corners and Top Line - Super Money Belt. You can get this from the Super Bingo - a guaranteed tenner, provided you stop it in the right place. 
All Corners and Bottom Line - Super Fruit Climb - my favourite you can also get this from super Bingo - it's just like Fruit Climb, except it adds up the wins as it goes, and it always goes up to the #3, a total of #8.80, then often goes up to #4, for a #12.80 win, and sometimes up to #6 for a #18.80 win. I haven't seen it go to #10 yet. 
All Corners And Middle Line - Super Stop A Fruit (I think) Another guaranteed tenner - just like stop a fruit, only it goes slower, and the cancel button works to slow it down :) 
Top and Middle Lines - that annoying nudge thing where it counts up to 999 really fast, and then back again, allowing you to nudge away in that time. I hate this, as I normally screw it up and get #1.20 for 3 mixed 7's :) 
Middle And Bottom Lines - Super Hi/Lo Cash (I Think:), same as before, but adds up the wins - also gives a higher chance of it giving you a win on a difficult number. 
Top and Bottom Lines - can't remember, sorry :) 
All numbers - BIG MONEY! The equivalent to lighting up the Casino Crazy 
Some of these may be wrong... I can't remember all of them off hand :) You can get the corners and the top or bottom line via the Super Bingo, if you are careful. 
Thats about the lot, I think. Not much more to be said really. It's a machine that doesn't stop paying out for ages after a #10 win. On numerous occasions I've got a #15, followed by at #10 or so next time on the board. 
You also have the win spins, nudges or cash buttons on the game as well. Win spins can be good and if I recall correctly someone posted recently saying that if you get 3 or 4 win spins then you are guaranteed blue 7's if you press the holds in a certains way during the feature. I've never tried this holds business yet but it may be worth taking as you will get a tenner minimum from the feature with 4 winspins. During normal winspins its not unusual for the bells to come in (3 quid). 
Hope this helps you all out there. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: *Ross* <m9608265@qub.ac.uk> To: fruit@adastra.co.uk Subject: Cash Reels JPM X-Authentication: IMSP MIME-Version: 1.0 Content-Transfer-Encoding: QUOTED-PRINTABLE 
Cash Reels : 
I know that there was quite a lot said about this machine last week. However, I cannot make head nor tail of it. 
It is in my local, and although I really did'nt know what I was doing I managed to come out up £15. 
In particular, when you are on the top feature reels the machine sometimes stops and flashes (and prob. makes a sound - which I can't hear - NOISY PUB). I thought that this was like most JPM's and meant 'Let Them Spin' but this did'nt seem to work. Holds did'nt work either. What does that mean ? 
Also, the bonus features down the left hand side : 
I got these 4 times and twice I got a true skill allowing me to choose which one I wanted. However, I don't even know why the machine offered me these in the first place!! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Cash Lines Mime-Version: 1.0 
Cash Lines tends to streak by awarding 10+ repeat chance with only one segment missing in the gold run. This usually repeats twice (although I have seen 5 and0 times!). It is then almost always followed by blue sevens on nudges. Beware, this machine likes to feed its box before running though! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk X-Sender: guiness@pop3.pcug.co.uk Mime-Version: 1.0 To: fruit@adastra.co.uk From: Lyndon Hills <lhills@guiness...> Subject: Cash Is King Players guide 
Cash Is King - Players Guide 
Made by Maygay 
Basics : 
Prizes awarded include 1.20, 1.60, 2.40 , which all round up if collected. 
Similar to Cluedo, TGE TIJ etc. 
BUTTONS: 
Cancel - Slows down some things Green Hold Blue Hold Yellow Hold Collect Exchange Start 
REELS: 
Failry ordinary fruits, sevens plus; 
Boxed fruits - Three same fruits, all boxed = +1.00 to the prize Middle reel has a circular 'symbol'. This works like escape commitee in TGE. The feature depends on the order the hold buttons are pressed. The features are named, with the sequence, around the edge of the game board. Green, Blue, Yellow = Win series good for 5 but I've had 20+., I always take this but there are big money with repeat chance and half a dozen others Some fruits also have a coloured note. Three notes starts the board. Three notes the same colour awards a different feature. Three RED = 1 or 2 Blue = 2 or 4 Yellow 3 or 6 Green 4 or CASH RUN. Can be exchanged to the board. It is possible that getting the notes in a particular sequence starts invincible mode but not proven. 
Let it spin on hold after nudge. (logo flashes) Three holds in a row drops the last fruit in. (logo flashes) It does barcodes but only 3-2-1 Press left hold for a step feature. The reels line up to prizes. Stop Hi-Lo (Cancel for skill) and the reels step down that number of winlines, so the higher the better. Middle - follow me, corner buttons flash and you repeat the sequence. Right ?????? Wins can be gambled hilo and/or exchanged to the board. 
NUDGES 
>From 1 to 4 awarded at random. There is also a skill stop which cancel slows down. Barcodes must be nudged in using all nudges. If you can get three notes exchange button is active. 
BOARD 
Has 4 trails, one per corner, also five keys in the middle. Dunno how it works but when you get on the board some trails may be started and some keys may be lit. Possibly something to with notes you had when you got to the board, or if you exchanged a win? 
YELLOW Cash ladder. RED Knockouts - the number of goes to stop the cash ladder and collect. GREEN Superholds. Maybe obvious but if you get this and hold the wrong fruit, hit cancel and start again. If you cant get anything decent then you can stop three notes and start the board again. The number of superholds is the number of up & downwards steps. BLUE Feature Trail Step to Nearest win Cash register - 4 values are displayed in the lcd. Two or more change. Hit collect when you think you have the best prize. May give clues as to willingness to pay. Stop and Step - Can use the cancel to slow down and get a psuedo skill chance. Cash climber (?) - 3 attempts at each point on the cash ladder. Can't be less that 3. Monay go round - reels step all the way around,. Stop on best win - Usually the 'symbol' in the middle Cash run 
Board squares (?) - can kill you - stop one of the following - Bankrupt - End of game - Insurance - against the above - Go to corner - Bonus key - cancel allows choice of which one - Stock Market HiLo or dead ??? something else ??? 
Bankrupt - Game Over adds for the trails, eg cash +2. This is where you can collect the appropriate trail. Corners - add to the relevant traiil. Can collect the trail here. If the buitton is lit press to jump to another corner. Keys - There are five squares with coloured keys. Light all five for CASH RUN. 
Cash run. This can (and has:)) given 50. Either one or two fivers light. Three shots to win. If win try again for the next 5/10. NB the machine can only pay 10 per GAME. If you get this feature with no free credits then you can only get 10. If you get it stick in a quid to be safe, no idea what happens if you win say 5, cash it and then stick another quid in. 
A list of the positions of fruits on reels would be useful, for nudges > 2 and superholds > 2. 
Sorry not too many tips but this covers most of how it works. 
Lyndon 
It seems to just play really badly for ages and then chuck out a ?50 cash run. It's quite difficult to predict too. Killing yourself on the red cash ladder certainly doesn't give you any guarantee of another good win soon after. 
>I didn't get much chance to play it, but I did notice that stop and step has >a cancel button feature. Normally you just spin the first reel, hit hold and >it steps. If you press cancel it slows the spin down, to the extent that if >you are sober and good at this sort of thing you should be able to skill >stop it. 
Sort of - But be careful!!! In my experience it stops a little bit after you press the button - VERY annoying! 
It IS a skill stop with the cancel button, if the machine is not streaking, the most you can get is blue sevens for 4 quid, but the reels must be sequenced right. This holds true for this feature on Fight Night and Cluedo. 
> No barcodes - just the middle reel thing! (132 is best for cash steppa!) 
Wrong! There IS a barcode, but like Fruit Explosion it is quite difficult to get. On CIK, the left button is the good one. Hold down the cancel button and skillstop the hi-lo reel on "8". You must hit the button as it goes past 6. This will step the reels to award you the middle symbol, for cash steppa. 
> >has some sort of large money feature in fivers up the right, which I think > >means it can pay out £50 or so quid - Cash Run? maybe. 
> Cash Run in my experience is awarded often and good for £20+ 
This has replaced the jackpot repeater. It is either 5 or 10 plus repeat chance. When not streaking you can occasionly get it for a fiver, or the machine goes red and pays a single jp. When streaking it can go beserk (so much for moving away from streaks, watch what the machine does when you when 15+!!). As the attract sequence hints at, you can get an entire run of 50 from it. I got this the other day from a red, which funnily enough, only awarded me 5+ repeat chance. 
> > Profitable or not it's actually quite good fun to play. 
Yes, it is very good for profit as I am about 200 up from the one in my local william hill in the past fornight. It is very playable and addictive and the one near me gets hammered. The streaks are large, which makes it worth watching. An irritating habit this machine has, like Fight Night, is that it can sometimes streak when it is not even nearly full and I have put 80 into the cashbox before getting the 50 out. Usually it holds good and runs after about a tenner drops into the box though. Like all maygay machines, six is the magic word. 
It's definitley worth being careful with superholds as you can stop it on the 'middle reel symbol' which can be good for loads, on a win-series(?) 
Cash Is King - Reel Steppa 
Just noticed this today. If you get the reel steppa feature and the symbol you want is two above the current symbol on R1 then hold down the hold button - it will give you the symbol two above. Likewise when using the cancel button to slow the steppa down you must press the hold/stop button on the symbol two before the one you actually want. Obviously these are at the whim of the machine but they generally seem to hold true. 
Just a tip i found out the other day from a guy in the bookies.......when you get the barcode, take the left reel and IMMEDIATELY hold the cancel button....the number reel will spin fairly slowly, hit collect when it is just leaving 6 and you should hit 8 which steps the reels around 8 times to give the barcode symbol....take cash run, i had 38 quid of it plus a jackpot with one repeat when the machine streaked , 20 quid up starting on a full machine. 
Cash Is King - ------------ An almost straight copy of Fight Night/Cludeo SS. The barcode is the same as CL. Instead of a jp repeater, you get "cash run" which is either 5 or 10 plus repeat chance. I got 10 every time it went red. When it starts offering wins of 6+ on the cash line, it is streaking. I would go for it if it was full up as well. You can die on your first move. Not quite as good as FN or some other maygay machines because of the lack of a "mystery" win of some form from the barcode, but still very good. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: Paul Monckton <Paul_Mo...n@zd...> Subject: Cash Bowl To: fruit@adastra.co.uk MIME-version: 1.0 X-Lotus-FromDomain: ZD EUROPE@ZIFF-DAVIS@INET 
Cahbowl is easy to play. It's a more simple version of Ace's Nudge Explosion. You just need to get the trail up into the nudges either by accumulating them or getting put up there from a bonus feature. Once on the nudge train you can gamble for more or press cancel to try and hold them over to the next spin. This will give you a new set of fruits and perhaps some more nudges to play with. When you have enough nudges you can go for cash or features. You get the cash from matching fruits and the features from matching numbers. Once on the features or cash ladders you can gamble hi-lo for more and (where lit) exchange from one ladder to the other. An important feature to watch out for here is that you gamble hi-lo on the numbers on the reels and you get to chose which reel to gamble on so say if the numbers were a 2, a 6 and a 7 you would quickly press the hold button under the reel showing the number 2 and hi-lo from there. If you don't press a button quickly you'll be gambling on the middle reel by default. It's also worth knowing that when you exchange from one ladder to another you get another chance to press a button and choose a new number to hi-lo from so if you're on a feature and exchange is lit, have a look at the reels and see if you can give yourself a good number to gamble from. You can exchange back and forth at various points up the ladder changing the number each time. On the bonus reel you can hold the reels if you get a respin so hold the bonus again if you want also cancel works to slow down those features that zoom up and down the trail for a skill stop. The bonus selection is usually random but sometimes it will go up and down the list sequentially. If this happens, take the bottom bonus feature. It will shoot right up to 99 nudges immediately and if you're quick you can stop it there for a jackpot. This is a machine where it's worth knowing the reels. Nudge explosion actually has the reel guides printed next to the reels to help you but Cash Bowl does not. One example of where is reel guide is needed is the Super Numbers feature. This lets you choose one of the three reels. It will then nudge down that reel by the same number of steps as the number on the reel. It will the fruit on the other reels and give you that win. Since the numbers can be quite high you're just shooting in the dark unless you can quickly check your reel guide to see which reel would offer the best win. Super Hold does the usual one up/one down on the reels and you get to stop the reels to make up a win on either fruits or numbers. If you don't stop any reels it will spin the reels again and give you another go. It does this a few times and then forces you to stop them on the third or fourth (I think) go. This all happens very quickly but you can hold down cancel. This will keep the current spin in place (still going one up/one down) so you can look at it thoroughly and decide if there's anything worth holding. The next feature up from Super Hold is usually pants so don't bother gambling for it unless you can see yourself going a lot higher up the ladder. 
Nudge Explosion has the cruicial extra funky bit that makes it worth playing but I won't go into that here 'cos I'm bored with this now. 
Also watch out for consecutive numbers on the fruits (eg 1-2-3 or 6-7-8 etc) as these will give a barcode stylee win. I *think* features is left hold, cash is centre hold and nudges are right hold. They all give a random (ha ha) shot on these trails. Actually I made that order up. Can someone tell me which buttons do what? 
Watch out for the nudges though, as it tends to give you one less than you need. 
Another worthwhile tip is to hold onto start after you take the bonus, as you can hold any or all of the reels (well tricky with only 2 hands) if you get Respin, and it gives you time to prepare for Hotshot. 
Also don't forget to press cancel if it offers you the lowest feature on the ladder. It will tell you how much you'll win should you take it. Sometimes this can be a high amount, making it not worth gambling even if you're on a 1 or a 12. 
Cash Bowl/Nudge Explosion. 
I thought with these two machines that 1,2,3 (Forwards) was the random shoot on and 3,2,1 (Backwards) was the one which went up and down a feature at a time. 
I'm sure Cash Bowl didn't let you do 3-2-1, and I'm sure I tried. Maybe it was the same as getting the skill bonus type thing where that went up and down every now and then. Can't speak for Nudge Explosion though... 
Chris C 
------------------------------------------------------------------------------- 
Cash Bowl (again) 
The depth of this machine is quite amazing when compared with other bandits. After many months of play we are still finding new features. 
The best value for money feature has to be 'super hold' which despite it's lowly second feature placing has lots going for it. Firstly it's quite easy to get by gambling a low win and is usually the feature it gives on the hidden 1-2-3 combinations. 
When you collect the feature remember to hold 'cancel' to hold the reels so you can have a good look what is happening, there are quite a few combinations you can go for so you need some time. 
Now you have 4-5 spins to try and win, these are the things you should be looking for. 
Matching symbols (obvious really). It tends to give you #1 or #2 early on but can pay out bigger if you wait. 
Matching numbers. Usually will only give you 1, 2, or 3. 3's are pretty crap as it usually gives you cherries, it might be worth thinking about if you haven't got a cherry in the window. 2's will start the feature again (useful if you are running out of spins and you don't seem to be getting anywhere). 1's this is the real goodie, win searcher nudges to the nearest win, I have seen many a jackpot won on this feature on super hold. As soon as you see 1's then get counting those nudges! 
Hidden feature ie 123, 234 etc. If you go for a feature usually gives you win searcher, however it respins the reels and pays out low. It sometimes gives you 'super hold' again. 
Very odd feature. If things get desperate and you have had all your spins there is still one feature that we still haven't quite sussed yet. If you hold one or two of the reels and press cancel it will respin one of the wheels sometimes. We haven't worked out any logic behind this, it usually happens when you don't want it to, say if you have accidentally held the wrong reel. I have seen this feature spin in a big win and I have also seen it spin in NO win which I thought should be impossible on 'super hold'. To be perfectly honest it looks like a bug to me, anybody got any more info? 
Another feature we have found is if you hold all three reels when there is a win just above the win line it sometimes drops them in. I have no idea what the 'sometimes' depends on, there doesn't seem to be any hints with the lights, there maybe a sound effect hint but the volume on our bandit is so low... 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Cash Attack Mime-Version: 1.0 
I love cash attack. Get the reel guide and your laughing. If it starts giving you 60p wins on the feature, walk away. Good signs are when exchanging to the feature you get 2 or 3 bonus numbers and also starting a good way up the board. 
Does anyone know if Barcrest have newer software for Cash Attack, as one machine simply refuses to allow enough nudges to play around the reels for the jackpot.. I presume they've caught on to what people were doing to empty the machines 
> I dunno, I have only ever had this happen to me once and it was within > a couple of quid on the machine - and it repeated. I`m sure they > ensured the machine would keep it out of reach when it didn`t want to > pay it. Barcrest are not as prone to slip ups as Maygay! 
It wouldn't give it to you if the machine was empty - but when it's ready to pay, it's a much better (and damn sight quicker) way of getting the jackpot, than risking gambles up the rather long trail. As you get a repeat chance, it's a good way of winning 20-30 in a few quid. 
However, even tonight, it simply REFUSED to allow me enough nudges to play it around - and only gave me a jackpot repeater from steppa, which brought two jackpot symbols on the line and had accumulated enough nudges for me to get the other. It would have done this to anyone who played and there was no skill whatsoever. 
> I`m sure if you refused to play the board and simply tried to nudge it > in all the time it would go when it was happy enough on all machines. 
It used to, but now it only gives the jackpot from nudges when it gives enough to you more or less straight away.. Try and bring down more horseshoes and it will eventually kill you by giving just one nudge until you've run out. 
> Infact, i think the programmers wanted people to do this > regulary as there is a totally different sample that comes in when the > jp is available like this. 
See above. 
I have tried playing Cash Attack (identical to UU&A) this way and it works a treat. 
I had: 
-3- --- UUU 
-=anything 3=3 nudges U=horseshoe 
and I got two nudges from the bonus. I nudged down the 3, and saw a horseshoe two above. I nudged that in, and as I already had 1 nudge, I was guaranteed to get at least 2 (for a win I could see) but no - it gave me three for 4 nudges. I carried on nudging the middle reel down, and sure enough, every horseshoe was worth three or four nudges, and the ? nudges was too. Eventually I got 99 nudges - not bad for starting with 2! However, it will NOT necessarily work if you need all your nudges to nudge the bonus in - then it can give you 1 only - ouch no win. 
This has worked 4 times for me on the SAME machine over the last few days - so there's gotta be something in it - a possible program bug? It wasn't even in a good mood last time. 
This lucky 7's that people go on about - I got that on a machine and the number it was on was a seven so I gambled and won - maybe you need to be on a seven to win?????. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk From: stephen@sirsi... Subject: Camelot To: fruit@adastra.co.uk Mime-Version: 1.0 Content-Transfer-Encoding: 8bit 
Any of you chaps played this game? 
It's the same old story get number to get on the feature. There is a bonus on the middle reel on a cherry. 
When your on the feature there are 4 options to choose from 
Cash, Features, Nudges, Reel Blasts. 
Reel blasts is where the lights on the reels flash and you hit start and it chooses a win for you . 
There are 8 features don't know what they do never took any. 
One thing I noticed was that when you first get on the feature it gives you 2 nudges to start and you can normaly get a fiver off this. 
Oh like on fight night if you get 3 keys (4 boxers on fight night) you go into the middle feature, don't know what happens here never got it. 
This machine Is a bit of a clone, but its done by JPM!! 
Here's some of the info on Camelot: 1. Always try to gamble up to the bells on the hi-lo as this gives a good chance of Lance The Lot (easy tenner), and is guaranteed 3 notes from the blasts...... 2. If you've got the choice of two cherries or mixed bars from 1 nudge then go for cherries as if you get a light and spin them in, then go hi/lo, it sometimes drops 2 yellow bars on the winline as part of the mixed win and you can exchange for 2 nudges and the fiver. Don't be fooled if it drops the mixed bars with the jackpot 6 nudges away on the board - it's programmed to suck you in and you'll NEVER get it....... 3. On Reel Magic you can use the hold buttons to stop it landing on bad reels - try it.......... 4. If you get up on the bonus cherry and have 1 or 2 blasts or have reel magic, always take as 9/10 you'll get the bell below the bonus cherry........ 5. Finally, Knight Time is the same as Nudge Spinner on Sonic and is good for 4/5 notes....... and .......... == 
Reel Blasters have always been good for me on Hi/Lo Silver - when I check that there are more "blasts" than awful fruits.. You've got a good chance or 2.00 or above then. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Boulderdash Mime-Version: 1.0 
> When you get the mystery win (light all fruits) and also get on the > board, it seems to try and kill you as quickly as possible. 
You also find mystery wins are usually really low when you get it from within the feature, rather than on the reel game. 
> I always collect the mystery win as soon as it goes above 3 quid, so you > get the 80p bonus win for 4 quid. 
Me too! I always take advantage of the rounding up, as I've never had it go very high. Unless I have the extra life, although you still have to go a long way without dying/losing the life to get it to go up significantly. 
I also hate this machine if you advance one ladder and it gives you "COLLECT PRIZE", forcing you to take the lowest one! 
> Mind you, I never had much luck going round the board anyway, as the > question marks always seem to give you 'Game Over' or 'Go to Dinosaur'. > I like this machine less and less the more I play it... 
When it lets you choose the bonus, or gives Extra Life with decent bonuses and boosted ladders it's okay. Likewise, when the Boulder Dash logo starts flashing - as it's in invincible mode. 
The tip is: 
'If you get 2 on the trail and get holds to give you the bonus. If there are two matching symbols (without numbers) then hold these and they always come in.' 
Good tip 
On the Hi-Lo bonus, you never lose on the first spin, so you can go higher than an eleven for example. Obviously it can give you a six or something next spin, but you pays your money... 
Also on the bonus, numbers in view can often be better than selector. 
On Boulderdash if you nudge in the mystery win it normally gives a tenner as opposed to 4 quid off the feature. 
These machines are pretty much identical, but play slightly differently. Ooh Aah will often give you the jackpot at the top of the bonus or repeater trails, whereas Boulderdash only really gives it on the cash trail. 
Boulder Dash will also pay the jackpot repeater from ANY of the ladders. 
Boulderdash - ----------- When you are on the board, you cannot lose the bottom gamble on any of the trails. If you have put a quid in, and the machine isn`t full, keep hitting "boost" until winspin is lit. This always will go to moneybelt which can be taken to get your money back. You can die on your first move, so be careful. If you have a good "step to nearest win" but the machine has given you one more feature, it will usually lose the gamble for you. The machine is far more likely to repeeat on invincible mode than normal. On a run the machine will happily give 2-3 invincibles in a row. When given the Hi-Lo climb, remember to reverse the way you gamble on the first number. This priniciple applies to all barcrest machines, but NOT Cash Attack/UUA as you can lose the first gamble. If the machine is full, you are usually looking at 20 quid profit. Be wary, I have regulary put 50 in to get 70in total out and several times I have come away from it evens. Just try one pound in it to test the water! 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Big Bucks Mime-Version: 1.0 
A quick tip for Big Bucks: When you are holding the numbers to get onto one of the three features I have found it is always worth while going for the nudges, as this seems to pay the most. Dont hold any of the other numbers as you have the chance of getting a bonus on one of these reals. Once you are onto the nudge feature use your high low spins untill you get onto a dodgy number that you dont want to gamble on. Now you would normaly press the exchange button to get a better number. Dont look at what you could win with one more nudge. If you wont get anything extra then collect the win and echange the number on the money side. That way if you win you will win more money, rather than a useles nudge. 
Another tip on Big Bucks when gambling up the nudges is to NOT gamble a number if it would bring in the jackpot or some other equally high win*. 
Sounds mad? Well, if the machine is being a bit of a bitch [why play it then?!] it will screw you. 
Likewise, if you're on a feature or cash line and can gamble up to get exchanges over to nudges, be careful. If it knows that to exchange to nudges would pay well - it can also make you lose. 
*Of course, if you are on a safe number - you MUST do it. It's just that JPM tend to make you lose on even (seemingly) safe numbers. 
As with all machines, you can win quite a lot by collecting 3 quid here, 4 quid there and not always going for "Big Bucks". 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Subject: Big 7 From: "ghia" <ghia@goplay.com> To: fruit@adastra.co.uk MIME-Version: 1.0 Content-Transfer-Encoding: quoted-printable X-MIME-Autoconverted: from 8bit to quoted-printable by saturn.sun.com id JAA22182 
Electrocoin's "Big 7" must be the second most popular machine in the country (behind their "Bar-X") but I've not seen it on the list. Although it offers less pseudo-skill than "board" machines it can be fun at times so here's a few tips based on about 10 years experience of them: There are four wins possible - Melons, Bars, Cherries and 7s. Latest machines offer £10 for 7s and £1 for Melons. I've never seen a "third hold". Nudges always gives three. Let the reels spin on "hold after nudge" - you'll get a random win regardless of what was on the winline after the nudges. I have spun two melons and a bar and got three 7s before. If you nudge in a win and it offers a hold thak it. You will not get any win if you let them spin. On later machines (with auto-hold) you sometimes get three bonus nudges. Check the reels to see if the 7s are there in six nudges and go for them - if they're not directly below the winline they probably are. Earlier machines would go a a streak when all wins were paid in ascending order. Later ones don't do this, but pay a number of £5/£10 wins in close succession. Good signs - Third Bar dropping in after holding two, any win dropping in or nudging first time. Bad signs - Third Bar NOT dropping on second hold. Hold after nudge producing three melons. Arcade full of old ladies. 
If anybody else plays this and can add to or correct the above let's here from you! 
Ghia.... 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Big 50 Mime-Version: 1.0 
Chris Challis ESE wrote: On Big 50, about 50-100 credits before the 'unlimited' nudges from the hidden feature (and usually 30 notes), it alternates between A/7 and 2/8 on 8 normal credits on the trot. If you see this when playing yourself - just leave immediately and let someone put in 10/20 quid or so. If the other person does put in enough to get the HF's they probably don't know the nudge cheat anyway, so you can usually clean up after them! 
> have you heard of jpms spinning 1s & 12s.............." 
I've heard of this before - similar to the 2/8's like the Big50 50 note repeater, etc. It works on most JPM's especially RCstr and SnLdrs - a good way of telling a JP. 
When on the board, if you get 4 nudges and the LED says 'NO WIN AVAILABLE' and the collect button is flashing just press it for 99 nugdes and the tenner!! It doesn't always light the collect button and is not worth playing the machine just to get it. 
I'm informed from a very good source that this is a deliberate cheat to get people to play it more and is NOT a bug. 
The best time to get it is when it gives 4 nudges on the reels and the required numbers are only 1/2 away. Just nudge the reels to that there isn't a possible win from 4 when you go onto the board and you should get the tenner. Usually it gives the +1 nudge from the vanish on the ?. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
>From Brian.Hyndman (Brian Hyndman - SUN Scotland) To: brianh Subject: Apollo 9 Mime-Version: 1.0 
Subject: Apollo 9 
1) Barcode is very difficult to get. 
2) The Nudge Feature on the middle reel will always give you 4 nudges. But even with 4 nudges, a win is very rare. You have to nudge in numbers to take you onto the bonus features. 
Wins are indeed rare. In fact, all of the bonuses are pretty awful until it goes into a good mood - then you can get a boost to the jackpot (as you mention below). 
3) The Bonus features are all pretty shit. 
i) Selector - Probably the best. Will usually give you 2 quid if you can stop it. If its in a really shitty mood then it won't even go onto the board. 
ii) Skill Stop - Holding down the cancel button will slow it down, but it only goes up to 1.60. I have never seen it go any higher. Again if its in a really shitty mood then it won't even go onto the board. 
iii) Nudges - OK I suppose, but only if there is a win that can be dropped in. Mostly gives you 1 nudge. 
iv) Random Stop - POO! Cancel button doesn't slow it down. You will never ever stop it on a win. Always stops on 7 or 8. Sometimes trail holds though. Yet I have never seen a number drop in on the next spin. 
Considering they seemed to rip off the code from Barcrest - I can't understand why this feature never pays any win. As you say, it's always 7 or 8 (as with Fruit Explosion - which is identical). 
v) Number Run - Crap. I have only ever got onto the board once off this feature. Usually it will stop after a number has entered the win line and that numbers is always a 1. 
vi) Bonus - Very often it is crap, BUT the other night a friend of mine got bonus and it took her up to 8.00. And then went higher than a 1 to give her 10.00. She got bonus again and it took her upto 6.00. I couldn't believe it. 
Apparently if you exchange onto the feature at 8.00 or 10.00 it will give you the Super Jackpot but I have never been in that position to try it. What are you opinions?. 
Very likely. If it has released the bar on wins over 5 quid - there's every chance of getting the jackpot. Then again, only the first move is free when exchanging and you're open to be killed after - and on this machine, you may not be able to take a win.. which means you'll lose the lot. 
4) When the Trail Holds at 8 and the reels hold then hold 1 of them, usually one that will give you a crap win, and a number will drop in taking you onto the board. If you let them all go then no number will drop. 
If it holds at 8 twice, you'll get numbers to put you in on the next spin - but let them all spin. 
5) When on the board and the cashpot gets to around 4.00 then take it as it will kill you on the next go. 
Maygay machines still seem to base wins around the token days - so it is very hard to get over the 4 quid. Once it goes over 5 pounds, you will find it is ready to pay a jackpot - although you shouldn't go for it unless it's offered easily and quickly. 
6) The # Repeater feature is OK. The 1.00 repeater will always give you 4.00. 3.00 will give you 6.00. I have never been any further as the machine likes to kill you. 
I doubt the repeat features are that constant. 
7) I have never had the feature which is in the Top Left hand corner of the machine. I know how to activate it but have never achieved it. 
8) Win Spins are crap. 3 win spins gave me 3.00. 
9) Knockouts - Everybody knows how knockouts work (And how crap they are!) 
10) Wins are rounded up to the nearest pound. 
11) There is a green column on the board. This contains allsorts of features. I can only remember 1 of them and that's TWISTER. This is the same principle as TWISTER on that other SHIT machine MONEY, MONEY, MONEY. What happens is the features are highlighted from the middle to the edge. BE very quick and stop it on the first cycle as all the columns are lit. After that 1 column in turn is lit. 
It seems that this is fixed. I've pressed the button on Money Money Money and watched it jump down to 2 or 3 quid. 
We have had this machine for a few weeks in our local. The only tip i can offer at the moment is to look through the reels to see the cash tube. If the quids are above the jubilee clip then it's worth playing. 
Apollo 9 
Oh, and that Satellite thing is /mega/ ! Lucky for some is an easy 5 ukp repeater or 5 win spins if you have good reflexes, and twister is pretty naff. Knockouts are best taken if you get 3 or more, and if you get above 4 ukp with them then take it, as they generally then go lower (I got just one 6 ukp'r the whole night). 
On every MayGay machine i`ve seen it on, lucky for some is a guarenteed sjp. I have not played Apollo 9 much though. 
It doesn't slow down on this - and is pretty fast, which means it is NOT easy to get. 
A trick I was quite proud of... to get onto the wins I needed to hold one reel, after a quick look I noticed the jackpots were nudgeable with 5 nudges, so I held all 3. Gambled up, exchanged and got 4 nudges. I then landed on a ? mark and got Skill Stop, and cancel slowed it down - allowing me to stop on +2 nudges, and in comes the jackpot - Nice. Its just worth showing, that 9 times out of 10 where you bother to line these things up, and they fall flat on their faces - it is actually worth it, as the machine will go along with it if its in the mood now and again! 
Once *most* maygay machines offer wins over a fiver then they have started a streak. Since you got the 6 from knockouts earlier, the machine was probably happy enough to let you nudge in the jp. Once you see the signs, it is worth pushing for more on Fruit Explosion (Which is basically the same machine) 
AFAIK, there is no invincible mode on this board. 
When you get the barcode for "Apollo 9" the buttons are: 
Button 1: Gives you reel skill. The first reel will spin and whatever you stop it on it will auto match the 2 other reels giving you a win. This is REALLY crap because when you hit the button it dosn't stop straight away! So dont choose this. 
Button 2: This is the best one to go for. You get 3 shots to light up the cash amount. You can usually get around 10 to 20 quid on this feature. 
Button 3: Is hit the light. The buttons will flash from left to right and you have to press the button when it lights up. I dont know if it speeds up as my mate missed it on the first go. He was too pissed and only won a quid! I know it was cruel but i had to have a giggle. 
As with most maygay machines the middle one is the best 
Ok, now the invincible mode. When you are on the high/low and you get the chance to exchange look to see what is lit up on the board. If every option has 2 lights on, you have invincible mode. eg: 2 lit on knockouts, 2 on cash repeat, 2 features, 2 nudges , 2 winspins and 2 gold thingies. On the first spin you will get a 6 lighting up the first satelite then every other spin you will get 7's, and you will get the super jackopot when all the satelites all lit. 
Does anyone know what the best thing is to take from this barcode? I took the first hold button, it said stop the lights, so i tried holding cancel and it stopped it and gave me a pound....i was not amused! I've heard that it is meant to be one of the best barcode features around. 
------------- End Forwarded Message ------------- 
------------- Begin Forwarded Message ------------- 
Delivered-To: fruit@adastra.co.uk X-Lotus-FromDomain: SEH From: "David Henderson" <d..._hend@s...> To: fruit@adastra.co.uk Subject: Andy Capp Mime-Version: 1.0 
Hi folks, here's a quick (off the top of my head) players guide to this machine. It relates to my experience of playing a 5p version (6quid tokens) but can be applied to other cost per play machines also. (I'm outta here) 
The aim (To win JP obviously) 
This machine very rarely pays on the reels and usually on the feature. To get on the feature you need to either get all the way up the six light trail or get three andy capps on the winline. 
Usual tricks apply - 3 holds, holds after nudges, hidden holds. 
How to tell if it is about to pay out. Easy as it follows a set routine. If you get up to the board regularly and get killed early then it's about to pay. Usually after getting killed twice with JP's only a few nudges away then you usually get it on the third go assuming you are getting on the game regularly. Typically you will get the JP from one of the first two nudge trails. 
WARNING: Be careful when nudging from the feature. If you bring down three andy capps it respins the reels and restarts the feature. This has cost me 2 jp's from being stupid. This machine gives 'I can do betters' when nudging on the feature so what I now do is just nudge down one reel for all the nudges and let it nudge in the win itself.# 
Also if you get the JP (token machine only) then don't collect the tokens as it may push them below the sensor light. stick another quid in and you may get another two Jp's (I usually do). You wouldn't get these if you collect the tokens as the sensor would stop it giving it. Be sure to get the attendant to verify the win though before you collect. 
The machine occasionally gives nudges but not often enough to worry about. Usual rules apply. 
THE BOARD: Not much to say about it as most wins are collected from the early nudges. I've only ever got JP once from going all the way. All other times has been from early nudges. 
147 break is 147 nudges (not sure if I can do better works on here, in fact I'm sure it doesn't - it's true skill) so don't nudge in 3 andy capps or mixed 7's. 
Fight squares flash win, lose slowly and is visibly fixed as it bounces off whatever you hit to whatever it wants. 
The second snooker feature is good for 3 quid. 
Referee - Free Kick - advance Foul - allows flo to move spaces closer to you (Oh No! Caught by Flo) Red Card - Game over 
I've no doubt the higher features are quite good but you usually don't get there. 
This machine likes to pay the red and blue 7's and only occasionally other wins. 
Trick to this machine. Wait for your time, don't get greedy as it rarely streaks, Play for the feature and be careful. 
On Andy capp - if you get the following win line 
1 Bar - Blue 7 - 1 Bar (can also be nudged in) press left and right hold - then cancel and 3 blue 7's will spin for=20 ==A33 these will then hold twice to give a total of ==A39 
Don't know if this will work on 10p and 20p machines but it does down=20 at our fair - which is only staying for 2 more days (boo hoo) 
----------------------------------------------------------------------- 
Andy Capp (Barcrest) Players Guide By WUGZY ****************** This guide is based on the 5p =A36 token Jackpot version of this game. 
This is a really old game from Barcrest and none of the feature are=20 true skill on it apart from Golden Hold, the rest are all pseudo skill. You can't really make much money=20 on this but its really good fun to play. 
There are two different types of Andy Capp, the one I'm writing about=20 is the one where the trail is 6 squares that animate Andy Putting on his coat and walking towards the=20 door. It looks the same as the second version (The Great Escape) but plays quite differently. 
Getting on the feature board is quite weird. Its a trail and a 3=20 feature symbols on the winline awards the feature in one. There is no numbers but single Andy Capps. If the=20 trail gets to number six. Then your on. 
The most common way to be awarded the feature is like this. 
Spin 1 == | A A X | + holds so hold the 2 andys =20 TOTAL == 2 =20 Spin 2 == | A A X=20 | TOTAL == 4 Spin 3 == | X A X=20 | TOTAL == 5 Spin 4 == | X X X=20 | TOTAL == 5 Spin 5 == | X X A=20 | TOTAL == 6 + =20 "I'm Outta Here!" 
A== Andy Capp X== Anything 
You can tell when the machine wants to pay as it lets you nudge in 3=20 andy capps or you get 2 Andy capps and they hold twice. Also if you get 3 matching symbols above the Winline and the reels=20 flash you get holds, hold all 3 and press start and they will jump down giving you the win. This only happens very rarely unlike on Maygay machines where it is=20 common and not a sign that it will pay out soon.=20 
Don't play the machine if you lose when gambling from mixed 7's to=20 Single Bar's or if it kills you without giving you the chance to collect anything on the feature=20 board. 
THE BOARD 
You have to get to the end of the board for the jackpot and you are=20 being chased by Flo. If you manage to get any further than =A33 you should always keep going=20 because if it offers a token win it should also be able to afford a Jackpot. It will DEFINATLY kill you=20 if the token slot is flashing for low tokens when you try to get past =A33. If you land on a feature square you cannot get caught as long as you=20 stay on that square. Be warned the machine thinks its so funny to land you on a nudge pot with loads=20 of nudges so you think you can get a good win but then making FLO get you because Nudge Pots are not=20 safe squares so you can't take it. 
Features 
Most of the features are crap except the following 
MAX 147 - 147 Nudges Golden Hold - Always take this as it always pays about =A33 or the=20 JACKPOT if you mess it up=20 just =20 press start and it will unhold them so you can try again. There are millions of feature on the machine but I can't remember=20 which does which so could someone please send in the ones they know? 
Nudge Pots 
Not even Nudges are true skill if you mess it up it will say "I can=20 do better" and nudge in the highest win you could have got. It will not do that if you nudge in 3 Andy=20 capps so be careful. Don't waste you time trying to get the Jackpot if the Token Low light=20 is flashing. 
Bonus 
I think the bonus is a question mark but I can't remember caus it's=20 been a long time 
Advance - Moves you forward but never to a killing square Flowers For Flo - Like bodyguard or Antidote and gives you a second=20 chance when flo gets you. Back to sleep (or something) - Nothing, lets flo have a go. (Somethings) favourite - I don't know what it does but it advances=20 you. Game over - Game Over!! 
Another thing someone said if you get=20 
1BAR BLUE7 1BAR 
you should hold the 2 Bars then cancel and then spin for 3 BLUE 7's=20 can anyone tell me if this works and if it works on this machine or the other one. 
