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introduction 
 

Introduction: 

The LuckyNumbers game is a dexterity game, illuminating 32 lamps in a fixed sequence. Low value lamps are lit much longer than high 

value lamps. The game stops when the button is pushed and wins the lamp value that was lit at that moment. 

This document describes how to build the game and make the correct settings for various alternative configurations of the machine. 

 

Lamp numbers and values for Field Layout = 1: 

1 2 3 4 5 

6 7 8 9 10 11 

12 13 14 15 16 

17 18 19 20 21 22 

23 24 25 26 27 

32 

28 29 30 31 
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device description 
 

1 Jackpot value display 

2 Playfield  

3 Credits display 

4 Tickets holder x2 

5 Speaker 

6 START/STOP button 

7 Tickets out x2 

8 Coin acceptor 

9 Bill acceptor 

10 Bill cashbox 

 

 

 

1 Upper marquee 

2 Ticket dispenser 

3 Playfield/jackpot/marquee to PCB connectors 

4 Coins cashbox 

5 PCB/power supply/amplifier access 

6 Base 

7 Side marquee x2 
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machine assembly 
 

Slide the base on the lower part of the device, be sure to connect LED 

backlight connectors. Mount the base using the supplied screws. 

Install the top marquee with JACKPOT display applying it on the rear of the 

unit, earlier thread the cables through the hole on the right side of the 

machine. Screw the top marquee using the supplied screws.  

Install the playing field by placing the mounting bracket in the rear wall hole. 

Place two screws in the holes in triangular brackets (see picture below).  

Place the two screws under the handle to level the playfield. Remember 

about adding spacers between the playing field and the wall.  

Note: it is very important to connect the displays to the right connector. 

The LED displays will suffer irreparable damage if connected to the 

playfield lights/lamp connector. 
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Place the threads in the lower part of the 

panel in the holes located on the oblique 

part of the device and attach it on the inside, 

with accompanying nuts. 

Connect flat cable to to the credits display 

soccet ( no. 1) and attach switch with bulb to 

the START / STOP button socket ( no. 2). 

Connect black cable with four pin connector 

( no. 3) to a connector located in the lower 

back part of the unit. 
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electrical 
 

Lamp panel output (9): 

The lamp panel of the LuckyNumbers game consists of 36 lamps, 

preferably LED lamps of 12V 3 Watt max. 

The lamps are connected in a 6x6 matrix. The circuit diagram of the 

driver shows the connections: 

ω pins 1 to 6 are column drivers that switch the vertical lines to 12V. 

ω pins 7 to 14 are row drivers that switch the horizontal lines to GND.  

Column 1 / Row 1 is the top, leftmost lamp. Column 6 / Row 6 is the 

bott om, rightmost lamp. 

Typically, dedicated lamp boards are installed that have the matrix 

interconnections conveniently build-in. 

If discrete lamps are to be used, small interconnection boards are 

available that connect 4 lamps with 2 pole pin-headers. Nine of these 

boards are required to connect the entire panel: 

 

Start/ Stop Connector (8): 

Connect pushbutton switches with lamps to the flatcable as 

follows: 

The but tons switch to pin 1 (GND), while the common pin for the 

lamps is pin 16 (12V). The lamps may be 5W at most. 

If the Auto-start facilit y is enabled, the Start button is no longer 

required since the game will start immediately when credits are 

available. 

The error lamp will be lit if the machine runs out of t ickets. 

The bonus and jackpot lamps will be lit when bonus games or the 

jackpot has been won, during the time that t ickets are being 

dispensed. 

 

 

Ticket dispenser (7): 

Tip: when changing the dispenser for another type, remove power, disconnect the dispenser, reapply power and go to the settings 

menu to select the new type of dispenser. Then remove power again and apply power. Failure to do so, may start the dispenser and 

make it run indefinitely until t he board is restarted. 

 

Benchmark Intelli-Dual dispenser (type =0): 

Connect according to the picture: 

Take good care of connecting the correct colors and the wire link between pins 1 and 5: 

pin 1:    white (Run)  
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LuckyNumbers X10 Function /  color Cube Hopper 
pin 1   
pin 2 Sensor / yellow Pin 6 
pin 3   
pin 4 12V /  red Pin 8 
pin 5 Run /  black Pin 9 

 

pin 2:    blue (notch)  

pin 3:    black (GND)  

pin 4:    red (12V) 

pin 5:    white (Run) 

Do not install the άprize motor pull downέ jumper on the control board: this prevents the ticket dispenser from dispensing one or more 

tickets each time the machine powers up. 

If the dispenser runs out of t ickets, LuckyNumbers will indicate the error after 5 seconds and wait for the operator to restock and press 

the button on the dispenser to restart it . 

 

CLE-101 dispenser (type =1): 

Connect according to the picture: 

LuckyNumbers X10 Function /  color CLE-101 

pin 1   

pin 2 Sensor /green OUT 

pin 3 GND /  black GND 

pin 4 12V /  red 12V 

pin 5 Run /  white IN 

 

Install the άprize motor pull downέ jumper JP01 on the control board: this 

prevents the ticket dispenser from dispensing one or more tickets each time the 

machine powers up.  

If the dispenser runs out of t ickets, LuckyNumbers will indicate 

the error after 5 seconds and wait for the operator to restock the dispenser. That will automatically restart it, but some tickets may not 

be dispensed if extra pulses were detected during restocking. Press the button on the dispenser to issue a few extra t ickets. 

Suzo-Happ cube hopper Mk II (type = 2): 

Connect according to the picture: 

Take good care of connecting the correct pins: 

 

 

 

 

Install the άprize motor pull downέ jumper JP01 on the control board : this prevents the hopper from dispensing one coin each time the 

machine powers up. 

If the hopper runs empty, it will stop after 5 seconds, and automatically retry after 30 seconds. This will prevent the motor from 

overheating. 

Entropy 2000CR dispenser (type = 3): 
 
Connections and wire colors are the same as for IntelliTicket (type 0, see above). Also, do not ƛƴǎǘŀƭƭ ǘƘŜ άǇǊƛȊŜ ƳƻǘƻǊ Ǉǳƭƭ Řƻǿƴέ 
jumper on the control board: this prevents the ticket dyspenser from dispensing one or more tickets each time the machine powers 
up. 
 


