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Part I. Operation

1. Description of the System

1.1
Overview

The computer system comprises a network of IBM compatible personal computers (PC’s). Each game PC with its associated equipment is called a Gamestation. Each game is situated in one of four themed zones around the Maze and makes up one of the challenges which teams will face as they tackle the Cyberdrome Crystal Maze. Other terminals, called Maze Administration Terminals are used to control the maze as a whole and to enable teams to take part in the adventure.

The Gamestation PCs are located in rooms distributed around the Maze. Although the Gamestations all have a unique appearance, their principal elements are the same. 

To minimise the possibility of computer problems caused by sudden surges on the mains, due to bulbs blowing or heavy loads being switched on and off, the computer system is connected to its own ring main.

In addition to the Gamestations, there is a Checkin terminal located in the reception area, three Logins and the Crystal Dome. Finally, at Reception Control are the Administration and Central Controller terminals.

The Checkin terminal is used to initialise Crystal Maze cards and, once checked in, they can be logged on to the network system. 

After the card is logged on, it is then subject to a timed countdown, at the end of which, it will only be accepted by the Crystal Dome card reader. Once the team has played the Crystal Dome game, a certificate is printed out and the information associated with that card is removed from the computer network.

The Administration terminal is used for manual control of teams and games and the Central Controller for the automatic operation and monitoring of the maze.

1.2
Games

The games fall into three categories:

· Single monitor game [S]

· Dual monitor game [D]

· Non-standard, physical game [P]

Each game is described in detail in Part III, Staff Training. Here the various categories above will be described briefly.

· Single monitor games. These games may be played by one team member only, and therefore typically take up the least space. In effect they are simple “video games”. They are the easiest to re-locate to other parts of the Maze, and the cheapest to re-programme or replace. 

· Dual monitor games. In these games one team member plays the game (the “Player”), but is assisted by the rest of his team (the “Support”) who see a different monitor which has more information on it, for example a timer. Often the team must not only shout instructions to the player, but actively partake in the game by pressing a button at the right time. However there is no strenuous physical requirement to the game itself.

· Physical games. There is no doubt that the most popular games involve a degree of physical effort, at least on behalf of one of the team members. It is this which distinguishes the Cyberdrome Crystal Maze from a series of computer games which would be “boring” to many. Inevitably, however, these games require more space, are more expensive and require some maintenance. 

Whilst some will be difficult to move once installed (eg Timebomb, which has a special floor containing pressure-sensitive tiles) some of these games (eg. Bagatelle Maze) comprise floor-standing modules which are relatively easy to relocate.

The games are located in four Zones as follows:

FUTURISTIC ZONE



    EGYPTIAN ZONE

F2    Timebomb  [P]



A7    Bat Cave  [P]

F3    Sensor Cell [P]



A9    The Snake Pit  [P]

F5    Moon Quest [D]



A10   Magic Squares  [D]

F18  Bagatelle Maze [P]


A12   Sun Temple [D]

MEDIEVAL ZONE



    OCEAN ZONE
M14   Fortune Teller [D]


O20   Steam Train [S]

M15   Wooden Wheels [D]


O24   Ship’s Cat  [P]

M16   Seige Catapults [D]


O27   Car Deck [S]

M25   Mole Stomp [P]


O28    Wall Game [S]

At any given time, each available Gamestation is in one of five normal “Modes” or states:

· “Idle” - no team is at the Gamestation, and none has been allocated to it

· “Alert” - a team has been allocated to the Game, but hasn’t found it

· “Active” - a team has found the Gamestation and succeeded in correctly swiping their card, which has been accepted

· “Play” - the team has read the instructions and pressed the green button to start playing the game

· “Despatch” - the team has finished playing the game and is being told how they got on, and where to go next. When they remove their card from the card reader the Gamestation will return to the Idle state.

If a Gamestation is NOT available it may be in one of three abnormal states: 

· “No Hear” which means it has stopped sending “heartbeats” to the Central Controller

· “Offline” which means it has been deliberately switched off 

· “Unknown”, for Gamestations which are yet to be connected to the network. 

1.3
The Crystal Dome and Certificate Printer

The Crystal Dome is the “final challenge” and is located near to the reception to make it possible for one receptionist to oversee both the Checkin operation and the Crystal Dome during quieter periods.

At peak business times, and when a very successful team reaches the Crystal Dome (they get a longer go), it is possible that a queue of teams awaiting their turn may accumulate at the entrance to the dome. Arrangements should be implemented to ensure that this queue is orderly and safe.

The final activity at the Crystal Maze is the collection of the team’s certificate. The certificate printer is located in the reception area. When the Crystal Dome game finishes, the team’s data is automatically transmitted to the printer which prints an A4 certificate. If at this point there is a problem with the printer, even if the paper is being changed, the certificate may be lost. By using the “CRYSTAL” feature on the Central Controller PC a lost certificate can be re-printed providing that the team are one of the last ten to have played the dome and the dome is in an idle state when the reprint facility is used.

1.4
The Central Controller and Administration Terminal

1.4.1
The Central Controller

The Central Controller (CC) is programmed to control and monitor the progress of teams in the Maze, giving the operator a “real-time” view of what is going on. This is achieved through three screen displays which may be selected at any time: the “Messages” screen, the “Teams” screen and the “Gamestations” screen. By pressing the Space Bar, each screen may be brought up in turn. A fourth screen is available by pressing the letter “S” and is used by Cyberdrome technical personnel during installation and checking of the system. This screen will not be accessed when pressing the Space Bar. 

The “Messages” screen shows the last dozen or so error messages, prior to their being saved to disk. When an error message is being written, the CC “beeps” to alert the operator’s attention, even if the “Messages” page is not on screen.

The “Teams” screen gives information on capacity, how many teams and individuals are currently in which areas etc.  For example “Team Ferrari time out, Game 8” would mean that a team called Ferrari had failed to find their next allocated game, number 8, and were probably therefore in need of assistance.

The “Games” screen indicates the status of every game at a glance, enabling the operator to see which games are in use, and whether any have gone “off-line”.

1.4.1.1
Special Functions

Pressing the “X” key will cause the Central Controller “Games” screen to show the card number (in green) currently allocated to that particular game in place of the zone name.

1.4.1.2
Extra Facility Access Screen

Access is gained by typing the word CRYSTAL in either uppercase or lower-case letters on the Central Controller keyboard.  On completion of typing the word CRYSTAL an option screen will be revealed. The only option available with this level of access is “Reprint team certificate”.

This function is used if a certificate has been “lost” due to a problem with the printer and the Crystal Dome has finished play whilst the printer was offline or switched off. To reprint the certificate access the screen and press the “R” key. The screen will display a list of the last ten teams that have played the Crystal Dome. Select the required team by pressing the respective keyboard number as displayed on the left side of the access screen.

Note :- When using this function the Crystal Dome MUST be in an IDLE state. To Exit the access screen without using the reprint option press the ESCAPE key. If the reprint facility has been used the RETURN key must be pressed prior to the ESCAPE key in order to exit to the normal Central Controller operational screens.

The Central Controller opens two files in the DATA directory of its hard disk at startup.

These files are :- C:\DATA\ERRDDMM.LOG and C:\DATA\TEAMDDMM.ARC

(where DD and MM are the date and month in figures)

During the routine operation of the Maze, the CC writes to these files. All the error messages displayed on the CC “T” screen are written to the ERROR.LOG file and all the teams, their entry and exit times, their progress through the Maze and their final Crystal Dome score, are written to the TEAM.ARC file.

1.4.2
The Administration Terminal

With the Central Controller doing all the work, a second PC, called the Administration Terminal, is used to pull off more details from the system about how a particular team or game is performing. This terminal is also used to change operating parameters such as the length of time each team is given, and the “daily message” printed on the teams’ certificates. 

Main and Sub-Menu options on the Admin terminal:-

GAMESTATIONS---|--- 
display of all   
---|---TAKE OFFLINE

                         

gamestations   
---|---PUT INTO IDLE

TEAMS---|---  

display of all  
---|---DELETE TEAM




 
current teams
---|---SUSPEND TEAM




      


---|---GIVE TEAM TIME 

PARAMETER UPDATES---|---

---|---CTU FACTOR (time given to teams)

                         



---|---MAXIMUM TEAMS

                         



---|---MESSAGE DELAY

                         



---|---DAILY MESSAGE

Two other options “Statistics” and “Magnetic Cards” are not used.

“Gamestations” gives a display of the current games states, and the teams associated with each gamestation. It also gives the operator the option to take a game offline or to put a game into idle.

“Take Offline” option removes the game from the network control, and its state will be reported by the games screen on the Central Controller, as “Offline”. This facility may be used for routine maintenance whilst the Maze is in operation.

If a game is taken offline whilst a team is either en-route to, or playing the game, the screen will immediately display “NOT IN USE. WAITING FOR SERVICE ENGINEER”. and the team will have to be reallocated another game (see  “Suspend Team”).

“Put into Idle” returns a game to the idle state from “Alert” or “Despatch”. This function  does NOT return a game to an idle state from an offline state. If this is attempted, the game goes into an “Unknown” condition and, the only way to return a game to idle from this condition is to reboot (switch the mains supply off and then back on) the game. This is because when a game is offline, can no longer respond to commands from the Central Controller. 

“Teams” gives a list of the current Crystal Maze card states that are “in the system”. The display reads across the screen :-

Tm: XXX Nm:XXXXXXXX St:XXXXXXXXXX Gm:XX CTU:XXX-YY PL:X GP:XXX CS:XXX

· Tm: XXX represents the card (team) number.

· Nm: XXX... represents the team name. Note:- No team name will be displayed until the team has logged on.

· St: XXX... represents the team state, either “en route”, “playing” or “At Dome”


· Gm: XX represents the Gamestation number (the Zone letter is omitted).

· CTU: [Crystal Time Units) represents (XXX) the time left in the Maze and (YY) the time allocated at the start of play. Until the team has logged on, XXX will read an invalid number as the countdown does not start until completion of the Login process. One CTU is approximately one minute. If the CTU factor is set above 60 it is longer than a minute, and if it is set below 60 it is shorter.

· PL:  X  represents the number of players in the team.  

· GP:  XXX represents the number of games played.

· CS:  XXX represents the number of crystals won.

Therefore a team line showing team Al Zohour in the Maze with 6 players having used half their time, played six games and won seven crystals would look like this :-

Tm:497 Nm:Al Hakima       
St:  Playing   
Gm: 23 CTU: 15- 30 
PL: 5 GP: 4 CS: 17

Tm:487 Nm:Al Zohour
   
St:  Enroute   
Gm: 16 CTU: 16- 33 
PL: 6 GP: 6 CS:  7

Tm:491 Nm:Athletic           
St: Suspended  
Gm:  0 CTU: 12- 21 
PL: 2 GP: 4 CS:  2

If a card has been accidentally checked in and the Technical Operator has not been notified by the Receptionist, it is possible for the him/her to identify an invalid entry because new card admissions are entered onto the Admin “Team List” screen at the top.

When the “Teams” option is selected from the Main Menu, a highlight bar is displayed across the screen. The bar can be moved up and down the screen using the <up> and <down> cursor keys. Pressing the <return> key will cause a second option window to be displayed. The second option window will only respond to upper case letters and so, to select a function from this window, the <shift> key must be pressed together with the desired option letter key. The action taken after this will affect the Team, or the Gamestation, that the highlight bar was depicting at the time the <return> key was pressed. If no action is required, pressing the <esc>ape key will return the screen back to the previous menu.

If, when attempting to update the Team or Gamestation List, the Admin monitor repeatedly displays an error window with the message “ERROR SENDING MESSAGE PRESS ANY KEY TO CONTINUE”, this means that the Admin cannot communicate with the Central Controller. Re-booting the Admin terminal should rectify the problem.

The Admin screen does not update itself regularly as does the Central Controller screen. To update either the Team List or the Gamestations List, pressing the <esc> key followed by the <return> key will return the list, which will be valid only “at the moment” the <return> key was pressed. This can also be achieved by repeatedly pressing the <return>  key only.

2. System Operation

2.1 Start-up Procedure 

1) Switch on all lighting.

2) Switch on the central controller and administration terminals.

3) Switch on all Gamestations, one by one.

4) Using the admin keyboard, select the “Parameter Updates” menu and press <return>. The computer will give four different options:

· CTU Factor 

· Max Teams 

· Route Message Delay 

· Daily Message.

5) CTU Factor. This controls the time allowed per “CTU” (Crystal Time Unit) for every team currently playing in the Maze, eg, a CTU setting of 60 will give each team 60 seconds for every CTU they have. The current CTU setting is displayed at the top of the Central Controller monitor. 

Max Teams. This controls the number of teams allowed into the Maze system at any time. The number of teams deemed to be “in the Maze system” includes teams that have been checked in, but not logged in, and excludes teams that have already been despatched to the Crystal Dome. Due to this, it is possible to have more teams in the Maze area than the max teams setting. The extra teams are either on their way to, or queuing at, the Crystal Dome. The  maximum level is two less than the number of gamestations on-line

6) Route Message Delay. This controls the length of time the despatch messages are displayed by the games.

7) Daily Message. This changes the message line that is printed on the certificates.

8) Select each option in turn, following the instructions displayed on the monitor and tailor the system to run at the desired settings. When the Central Controller is switched on, it will automatically go to its default settings which are:

· CTU factor: 40

· Max Teams:  17

· Route Message Delay: 15

· Daily Message: none

9) Switch on the Checkin Terminal.

10) Switch on the printer.

11) “Checkin” a Crystal Maze card (see “Checking In” ) and login (see Logging in) as team “TEST”.

12) Swipe card directly in the Crystal Dome card reader and play test game.

13) Check certificate produced.

14) Check Log Book  for any outstanding problems from the previous day.

The Crystal Maze is now ready for operation.

2.2
Setting and altering operational parameters

Operational parameters may be set and re-set from the Administration Terminal at any time by selecting “Parameter Updates” from the Main Menu and pressing <return>. 

2.3
Team welcome, ticketing, checking in.

When a team arrives at the Cyberdrome Crystal Maze Reception they should receive a friendly greeting. The Receptionist should then ascertain whether or not they have decided to play. The centre has its own cash-handling system which is not covered here. It is simply assumed that the Receptionist will have a means of knowing who has paid. The following Checkin procedure is then adopted:

1) Swipe a Crystal Maze card. The Checkin will display a flashing cursor and ask for the number of adults in the team.

2) Using the keyboard, enter number (between 1 and 6) and press <return>. The Checkin now requests the number of children.

3) Enter number (1-6) and press <return>. Display reads:

· “Team Size XX” (XX represents number in team) 

· “Team Accepted” with “WAIT” (red square) followed by “OK” (green square).

· Message box displays  “Next Card Please” (if team is accepted)

A flashing red bar with the words “WARNING TEAM NOT ACCEPTED” indicates an unsuccessful checkin.

Message box displays “REQUEST DENIED - PLEASE WAIT AND TRY AGAIN” indicates a full Maze. The Receptionist should tell the customer that the Maze is currently full and that there will be a short wait.

If the message box displays “DUPLICATE CARD NUMBER - PLEASE DISPOSE OF THIS CARD”, then that card or another with the same number is already “in the system”. The Technical Operator should be notified and the card deleted from the system. This can be done from the Checkin by swiping the card and pressing <del>. If for some reason a second card with the same number has been used, this should be destroyed.

Once they have been successfully checked in, the team is told to be thinking of a team name and is sent to the login where they begin their adventure.

2.4
Login and play

The Technical Operator (TO) will know, by checking the “Teams” screen of the Central Controller, that a new team has been checked in and is therefore on its way to Login. He therefore moves into the Login area and welcomes the team. If it is not immediately obvious, he should ascertain whether or not the team has played before and, if so, whether they require any assistance in logging in.

If assistance is required, the TO stands in front of the team, behind a Login console, and takes them through the Login process, answering questions and explaining to the team how to play the game. Each TO will develop his or her own style and it is important that, despite the frequency with which they are called upon to make the presentation, it should NOT sound “scripted” or tired. This is the start of the teams’ adventure and therefore a little theatricality should be introduced. TO’s should use and develop their own characters. Varying the presentation continuously for different types of customer and over time will help keep it fresh and maintain the TO’s enthusiasm. However there are a number of key pieces of information which must be imparted in all presentations to “First time” teams:

· How and where to swipe the card through the card-readers

· The overall aim - ie to win as many time crystals as possible and convert them to points in the Crystal Dome. Explain that they will exchange their key card at the end for a certificate confirming their performance

· Roughly how much time they will get in the four  Zones

· Use of the Quit button

· The importance of seeking help from the Control Centre if they have any difficulty

· Use of the Tracker-ball in conjunction with the fire button

· The importance of reading the screen instructions and clues - as they disappear after ten seconds

· That once logged on, their time inside the Maze is slowly ticking away. 

· Selection of the correct difficulty level - always “Average” for new teams and language for voiceover (always Arabic for teams whose English is limited)

· Explain that the Login area is at the centre of the Maze, and that there are signposts from there to all the other Zones. However there’s always a quicker way between Zones by secret passages etc

The login monitor tells the team to hurry up and gives them their first clue - the “despatch message” - how to find their first game. The Technical Operator then assists them by giving directions to that game and, somewhere in the Maze, there will be a game displaying the same clue icon and the message “Welcome Team  ..(team name).. Please swipe your card”. The rest is up to them. The TO may choose to use his judgment and (if no teams are waiting to login) escort the team to the first game in order to get them off to a flying start.

Once in the Maze and playing games, teams should normally not need assistance. If the TO has time though, he/she can enhance the atmosphere of the Maze by making a “tour of duty”, cajoling, surprising, helping and encouraging the teams he meets en route. Once again, TO’s will develop their own techniques, but a typical one is to give a team directions to their next game, take a quicker route and, “miraculously”, be there with a “Where have you been?” when the team arrives breathlessly ten seconds later. By checking the Team List on the Administration Terminal  the TO can see which teams may be in most need of encouragement, and deliberately set out to find and help them. 

Further information about handling teams playing the Maze may be found in the section  “Controlling the Throughput”.

2.5
Crystal Dome

The Crystal Dome is the only Gamestation played by each and every team and is therefore in every sense the most important. The length of time given to teams in the Dome varies according to how many crystals have been won, with a minimum of fifteen seconds (even if no crystals have been won). Regular teams may get so good that they receive several minutes, but the average is 20 - 30 seconds. Normally, therefore, the Dome is not a bottleneck, since 120 teams can pass through (at 30 seconds each) per hour, well in excess of expected peaks. In practice however, there will be times when a queue forms for the Dome. For example, a large booked party of regular players may all come through at the same time, each team getting over two minutes in the dome. In general there is no resistance from players to waiting, since they know they have completed the “timed” part of the adventure. In fact they are glad of a rest before going in to play the final, physical, challenge. 

The Receptionist must keep an eye on the Dome at all times and, if a queue begins to form, an assistant should be stationed at the Dome entrance to shepherd teams in and out quickly, thereby diminishing the queue. If there is a technical problem with the Dome, it must be diagnosed and rectified speedily. The most common fault is that the paper (ie certificates) has run out on the printer at reception. The procedures for dealing with this and other Dome faults are detailed later and in the Technical Maintenance section.

2.6
Log book

It is essential that a Log Book be kept to record problems (of all types) at the attraction.

The Log Book should be kept in the Control Centre. We recommend an A4 lined book with, on the Left-hand page, the following headings:

· Date/time

· Nature of problem (as much detail as possible)

· Reported by (initials)

On the right-hand side is then recorded the action taken to rectify the fault:

· Action taken to rectify

· When


· By whom

· Is any further action required?

Each day the Duty Manager must then check the Log Book for any new problems that are as yet unresolved, and take the appropriate action. 

Staff may also like to use the Log Book as a “suggestions book”. As a result of observing the way the Maze operates the Technical Operator may well think up ideas to improve the experience. The Log Book enables him or her to detail these ideas for management consideration.

The importance of the Log Book cannot be understated. It is a key document both for the local management (to enable them to keep the Maze in top condition) and for outside parties (eg Cyberdrome) who may be called upon to diagnose intermittent equipment faults. In these cases the accuracy of the descriptions in the Log Book will be a crucial factor in determining how long it takes to diagnose the fault.

2.7
Certification

Once the team has played the Crystal Dome, the printer at Reception produces a certificate detailing how the team performed on each game, and at the Crystal Dome. The certificate can have a tear-off voucher which has the date, time, team number and Dome score printed on it in a shortened form. This may be used in promotions. For example, teams scoring over 50 could present the voucher at the Main cash desk and receive a 50p discount per player on either a Ten pin lane or another Crystal Maze game, provided it was on the same day. As a further control it might be decided only to accept these vouchers if they are initialled by the Crystal Maze Receptionist.

Whether or not the voucher is used, the Receptionist should hand the certificate to the team and, if they wish, take them through the details, congratulating them on good scores and pointing out ways in which they could do better next time; “I see you ran out of time on Snake Pit. Next time why not try sending two of you across the pit so that one can help the other climbing the rope and pushing the crystal buttons”. There is an excellent opportunity to encourage new teams to have a second play immediately, whether or not a small discount is offered to help them decide. It should also be noted that we do not take crystals off teams that have not already won any. This makes it possible for a team to lose a number of games before winning one and they would then have a positive crystal score. The certificate would show a number of -1 scores (but if they had no crystals at the time they would not have been penalised).

2.8
System close-down

The Licence imposes a contractual obligation on the Operator to produce records of admissions and receipts on a monthly basis. These records may be audited from time to time. As a minimum the following ‘Daily Record’ must be kept for each day’s operation:

· Opening times

· Total number of admissions

· Total gross receipts including allocations from, for example, pre-paid parties, joint promotions with other parts of the complex, etc

· Total number of complimentary admissions

· Any necessary explanatory comments (see below)

The Cyberdrome computer system monitors numbers of players “seen” by the system during the day. At the end of the day the duty manager should copy these “Checkin logs” onto a floppy disk for later auditing). He should also check that the record agrees with till receipts and record the reason for any discrepancy and any action taken in the “Comments” column of the Daily Record. After the last team has played the Crystal Dome game and the Technical Operator has confirmed with the Receptionist that the team has received the last certificate, the following close-down procedure may be started. 

1) Copy daily Checkin logs onto floppy disk. A special program “Copylogs” is provided for this with simple on screen instructions.

2) Switch off power to each of the Gamestations in turn (do NOT use the main board circuit-breaker “trip” switch as a short cut).

3) Check the Maze area for people and hazards.

4) Switch off all special effects lighting.

The Crystal Maze is now closed.

2.9
Maintenance Procedures

2.9.1
Daily checks

All public areas of the Maze must be cleaned daily. Particular attention should be paid to entrance areas as first impressions count.

CHECK :-

· Maze area for obstructions.

· Maze area for cleanliness

· Maze area for damage. eg plasterwork, door hinges, screen glasses, theming, and replace/repair as necessary.

· Gamestations (visual check for lightbulbs and switches etc)

· Log book for new problems 

· Crystal Dome for external damage, loose wires, lightbulbs and switches. The Crystal Dome has a test program installed (see Part III, Maintenance) which may be used for detailed fault diagnosis.

2.9.2
Weekly checks

CHECK :-

· Emergency and special effects lighting.

· Computer rooms for heat build-up

· PC power supply fans are not obstructed and are functioning correctly.

· Any exposed mains plugs and power cables for damage.

· Gamestations using the engineer card or game test card for all functions

This is not an exhaustive checklist, and normal additional site checks should still be carried out.

2.10
Non-standard operational procedures

The following procedures may need to be performed occasionally during normal operation by the Technical Operator at the Administration Terminal.

2.10.1
Delete a team

DELETE TEAM is an option given on the Administration Terminal. Highlight the required team in the Team List using the cursor,  then press <return>. Delete Team is then selected by pressing  “D”. This action removes a card (team) from the Maze system and is not reversible if done accidentally. 

This function can be used to delete cards accidentally checked in incorrectly at the Checkin terminals, or if a team fails to play the Crystal Dome and leaves the premises. It is important to delete such teams because the system will otherwise clog up with “ghost” teams, reducing the capacity of the Maze to accept new (real) ones. It’s preferable to delete them at the Checkin rather than the Administration  Terminal, because this keeps the Checkin statistics accurate.

2.10.2
Suspend team (by operator)

The SUSPEND TEAM option is arrived at in the same way as DELETE TEAM, above (an “S” is used instead of a “D”). If selected, it suspends a card (team) from its current state. 

This function may be used in the event of a team not being able to complete a game due to a problem. Following the use of this function, the team may be re-allocated a new game by swiping their card in any game card reader whilst its monitor is displaying the white “idle” screen providing they have a positive CTU figure remaining.   

This action will result in the team being given a new game, not necessarily being the one in which they have swiped their card. If it was not the team’s fault that they were suspended, the Technical Operator may wish to give them some extra time to compensate (see below).

2.10.3
Give a team more time

MORE TIME is an option given on the Administration Terminal. Highlight the required team in the Team List using the cursor, then press Return. Give Team More Time is then selected by pressing “T”. MORE TIME gives the selected team extra time in multiples of 5 CTU’s each time this option is selected.

It is possible using the SUSPEND and the MORE TIME options to divert a problem team that has already been despatched to the Crystal Dome, onto another game.

 2.10.4
Team lost, suspended by system

If a team fails to find the Gamestation it’s been allocated, it will be suspended by the Central Controller.  An error message will appear on the “Teams” screen of the Central Controller to tell the Technical Operator which team has been suspended and where they were going. The Technical Operator must then find the team and re-introduce them to the system (see below).

2.10.5
Re-introduce team following suspension

Having established WHY the team failed to find their allocated game, and checked from the Team List how well they are otherwise getting on, the Technical Operator must judge how much longer they should be given in the system, and therefore whether or not to allocate more time to them. For example, if the team had spent twenty minutes in the Maze, not won any crystals and were poorly motivated, it would be preferable to allocate them an extra ten minutes or so to give them a chance to get the hang of things. If, however, the team had several crystals but had deliberately stopped playing to muck around or annoy others, they should be politely encouraged to get on and play the Crystal Dome game next (and hence leave the system).

A suspended team can be re-introduced into the system simply by swiping their card in any “idle” (ie white screen) Gamestation’s card reader.

“Zapping” a team - A team can be manually allocated Last Game status by using the Suspend team facility on a team that is in an ACTIVE or a PLAYING GAME status. This means that when the team completes that game their next game would be the Crystal Dome even if the game they are playing is their first game. If this has been done accidentally the team can be re-allocated as described above (Suspend Team).

2.10.6
Emergency procedures

All staff must be trained on their induction as to the fire plan and emergency procedure, the correct use of extinguishers and their locations, the location of emergency exits and re-grouping point.

The local Fire Brigade may require documentation to verify that training has been given to all employees.

2.11
Dealing with Equipment Problems

2.11.1
Faulty card 

From time to time a card may be found ineffective due to damage or just old age Normally this will be apparent at Reception and the dud card disposed of immediately. Sometimes a card may “limp” through the first few uses but then give up the ghost. Unfortunately there is no other solution than to offer the team a new card and, consequently, a fresh game. The dud card should be destroyed, or if in a good condition can be collected and returned to Cyberdrome to be recycled.

2.11.2
Faulty Checkin

Unlike the Gamestations, the Checkins should be booted up AFTER the Central Controller. Checkins will only come on-line if the Central Controller is already on-line.

Four simple situations may arise which will cause the Checkins not to function properly:

1) Checking in a team results in long WAIT message. This is either because the Maze is full or because the checkin has not been rebooted since CC was last brought on-line. Solution: wait till a team leaves the Maze or reboot the checkin by pressing the reset button.

2) Cards not read properly. Solution: make sure the Checkins Martialling Box is switched on and there are no loose connections to it. Do card reader test (see Technical Maintenance Manual) and replace if necessary.

3) Checkin bootup stops at “Netware loading” stage. This is either because: 

· the Central Controller is off-line. Solution:  fix Central Controller and then reboot Checkin Admin Terminal).

· It is not on the network. Check that the network cable is properly connected to the computer. If so there may be a network fault (see Part III Maintenance).

4) Checkin crashed. The main symptoms of this are when the time (top right hand corner) is not being updated and there is no response to the keyboard. Solution: reboot the Checkin. If this persists, check that there is still at least 10 Mb of free disk space on the hard disk (“dir C:” typed at the C:> prompt will do this). If not make sure that the checkin and error logs are being archived and removed from the \DATA directory. If PC will not boot properly, replace with a spare. If still not working, contact Cyberdrome.

2.11.3
Faulty Gamestation (including Login)

Every ten seconds or so, each Gamestation sends a “Heartbeat” to the Central Controller to let it know that it’s still there and all is well. Occasionally these heartbeats are not “heard” by the CC and the Gamestation is automatically taken offline by the Central Controller. Its state will appear as “No Hear” on the CC Games screen. No teams will then be sent to it until it recovers. 

It may be brought back on line simply by rebooting (switching the Gamestation off then, after two seconds, on again from the reset switch on the front of the individual Pc’s). However:

Before rebooting, the technical operator must check that no one is playing the game.

 This is done by checking the team list on the Admin Terminal. If a team is playing the game, the TO should find them. If they’ve already realised there is a fault, they should be suspended and re-introduced. If they are still playing the game and no fault has yet occurred, the TO should wait and see what happens at the end of the game. It may recover by itself and send the team on to their next challenge normally. If it doesn’t, the team should be suspended and re-introduced as above.

Other faults with Gamestations may be diagnosed using the test or engineering cards. Test cards are marked “average”, “expert” and “fiendish” and can be used to play the games without otherwise checking or logging in. Engineer’s cards are marked “Engineer” and are normally for use only by Cyberdrome staff. Use of hardware test programs for testing of tracker balls, card readers, sensors, pushbuttons etc is described in Part III, Maintenance.

2.11.4
Faulty Central Controller

The system has been subjected to many comprehensive tests and is now considered to be very reliable. However, should there ever be a problem that causes the Central Controller PC to fail, it will affect the whole Maze. The resulting customer-related problems will directly depend upon the speed that the Technical Operator deals with this.

If the CC fails, the Idle Gamestation monitors will display the message “Can’t find network”. In addition the clock in the top right-hand corner of the screen may stop. BEFORE taking any action, the failure should be confirmed by attempting to change between the two CC screens, pressing the “M” (Messages), “T” (Teams) and “G” (Gamestations) screen keys. If the screens will not alternate, the CC HAS failed.

This is not as fatal as it sounds. As in the case of the Gamestations themselves, usually the PC simply needs re-booting (a “Warm Boot”). The following table gives a step-by-step guide to return the Maze to an operational condition.

After checks, the central controller has failed. Using the Central Controller keyboard :-

Action                                     



Result

Press the <ctrl><alt><delete> keys together.  
(a) no response.






  

(b) screen goes blank and 






      

begins the startup program.

If result = (a). Re-boot CC (switch off then on again)

If  screen goes through startup program and returns to the C: prompt, then:

Action                                     



Result

Select W(arm boot) when prompted.         

(a) screen returns to normal. 

          


  



(b) screen returns to normal 






      

but display is corrupted.

If result = (a). Press <ctrl><alt><delete> keys on the ADMINISTRATION Terminal keyboard and, it will return on line with no further operator involvement.  Observe the CC “G” screen and check that all displayed games in Despatch mode return to Idle. If any do not, those gamestations will have failed and need re-booting, and any teams playing them should be told to wait there.

The Technical Operator must check the Team List on the Administration Terminal, to inform each of these teams (as they arrive at the Control Centre) of their next game. Next, the settings for the CC must be adjusted as on startup. Finally the two Checkins must be re-booted. This is best done by the Receptionist who should type <ctrl><alt><delete> (all three keys simultaneously). At the C: prompt follow the normal start-up procedure for Checkins. This completes a successful Warm Boot.

If result = (b). Try the above action again.

If result still = (b). press <ctrl><alt><delete> keys on CC keyboard. Inform all operating staff that a “Cold Boot” is being performed and that they should take the appropriate action. At the prompt, select “Cold”. The CC should now reboot “clean” ie all data about the teams in the Maze will have been lost. This means that all teams playing in the Maze must be restarted from Checkin.

If this fails, and the CC does not reset, there may be a problem with the Central Controller PC. Fortunately both the Admin Terminal and the Checkins are programmed to carry out each other’s functions and those of the Central Controller. 

In the event of a faulty central controller PC:

1) Reboot the Admin as the CC (type <alt> C at the first, temporary, menu, then select Central Controller from the next menu and press <enter>) and follow cold boot procedure, see above).

2) Without moving it from Reception, reboot one of the Checkins as the Admin (Type <alt> C when prompted and select Admin from the next menu) and continue as normal using new configuration. 

3) Fix or replace the faulty PC (see Part III, Maintenance) and wait until the Maze is empty to restore the normal configuration. 

2.11.5
Cold Boot - team handling

Although Cold Boots should be extremely rare, it is essential that staff should know what to do with customers in order to minimise any adverse impressions. By handling the situation efficiently and politely, the image of the Maze will actually be enhanced.

While one Technical Operator is dealing with the technical problem that has caused the Cold Boot, one other is required to handle the teams in the Maze, and a Receptionist is also required at Reception. If the Maze is very full (say more than 14 teams) one more assistant may be required.

The following action should be taken immediately it is known that a cold boot is being performed:-

1) Ensure all staff know there’s a cold boot.

2) Receptionist tells teams waiting to check in that there will be a few minutes delay. If the Maze is full (say 14 teams or more) the delay will be up to twenty minutes. 

3) Use the P.A. to ask all teams to return to the Control Centre.

4) Explain to everyone what the problem is - ie that the main computer has tripped out and that therefore, provided you can fix it, everyone is going to get the chance to start again - free of charge! Some teams will not have time for another complete game, and they should be offered a complimentary ticket to return on another occasion.

5) Collect everyone’s Crystal Maze cards. It is not necessary for teams to be given the same card back, but it is essential to record how many teams have six players, how many have five, four, three and two. This is most easily done by noting down the numbers on a pad.

Wait for the Technical Operator dealing with the fault to give the signal that the system is up and running again. This can be checked by looking at the Login screens which should return to normal from the previous white, “Can’t find network” message.

6) The Checkin(s) and Admin terminal must be re-booted.

7) The Technical Operator then takes all the cards to Reception and gets them checked in again, ensuring that the number of players is correct for each card. The teams remain in the Login area where the other Technical Operator can entertain them with a song and dance routine[!]

8) Returning to Login with the newly (re)checked in cards the TO hands them back to the teams, ensuring six-player teams get a six-player card and so on. 

9) Teams then log themselves back into the Maze as per normal, with the Technical Operators encouraging them to be as swift as possible

10) The Receptionist and all staff are informed that the system is “clear” and back to normal.

11) Teams arriving at Reception may now be checked in as normal, although clearly the Maze may remain full for some time (up to twenty minutes) due to the large number having recently logged on.

12) Technical Operators may wish to indulge in some of the more subtle “throughput handling” measures, such as those described on page , as well as shaving a few minutes off the CTU factor. After all, most teams will already have had five or ten minutes in the Maze as a “practice run”.

2.11.6
Faulty Administration Terminal

As with the Checkins, the Admin must be booted up AFTER the Central Controller. It will only come on-line if the Central Controller is already on-line.

Two situations may arise which will cause the Admin not to function properly:

a) Admin bootup stops at Netware loading stage. This is either because: 

· the Central Controller is off line. Solution:  fix Central Controller and then reboot Admin and Checkins.

· it is not on the network. Solution: Check that the Admin is properly connected to the network. If so there is a network fault (see Part III Maintenance).

b) Admin crashed. The main symptom of this is when there is no response to the keyboard. Solution: reboot Admin. If PC will not boot properly, replace with a spare. If still not working, contact Cyberdrome.

2.11.7
Faulty Crystal Dome 

The Crystal Dome has its own test program installed which is used as follows:-

· Pressing <alt> T when prompted takes the Crystal Dome into a test options screen. Select the first option “Dometest” and press <return>.

It is now possible to physically check every lamp and microswitch in the Crystal Dome, using the “Dometest” option (see Part III, Maintenance)

There is also a Printer Test facility on the same menu.

· Switch off the Marshalling Box and refit wires, replace bulbs and microswitches as necessary on the Crystal Dome.

· Switch on the Marshalling Box.

· Press the <ctrl><alt><delete> keys together.

The Crystal Dome will now run its “setup” program and providing the Central Controller PC is setup, will return “Online”.

2.11.8
Faulty Certificate Printer

The certificate printer is a delicate piece of equipment which must be handled carefully. Furthermore it is essential that it is operational at all times, since the certificate is seen by teams as an important part of the adventure. The printer should therefore be located well out of reach of the public. It should be easily accessible by staff but not “in their way”, in order to minimise accidental bangs and knocks.

There is a menu-driven printer test facility on the Crystal Dome PC. See section  above for details.

The printer is linked to the Crystal Dome. At the point a team finishes in the Dome, a message is sent to the printer with the team’s performance data. If at this instant there is a problem with the printer, the certificate may be lost. This “problem” need only be something simple such as the paper tray having been removed for refilling, or knocked out of line.

By adopting the following general procedures it should be possible to avoid the loss of certificates:

· The paper tray should not be over-filled with certificates; this causes paper jams

· When there is a problem with the printer of any sort (the most common being that paper is required or jammed) the Receptionist must notify the Technical Operator (TO) immediately, before taking any action with the printer. The TO must then immediately take the Crystal Dome offline even if a team is playing in the Dome.

· Once the TO has confirmed that the Dome is clear and Offline, the Receptionist should resolve the printer problem if possible. If not the Technical Manager should be called urgently. When the printer is back on line the TO is informed and the Crystal Dome is brought back online

· It is possible to reprint a lost certificate using the Access Screen on the Central Controller as follows:

Access is gained by typing the word “CRYSTAL” in either upper case or lower case letters on the Central Controller keyboard. The Central Controller will change its screens due to the letters “S” and “T” in the word “crystal” also being ways of changing the normal operational screens as described earlier; this should be ignored. On completion of the word “crystal” an option screen will be revealed. The only option available with this level of access is Reprint team certificate.

To reprint the certificate access the screen and press the “R” key. The screen will display a list of the last ten teams that have played the Crystal Dome. Select the required team by pressing the respective keyboard number as displayed on the left side of the access screen.

Note :- When using this function the Crystal Dome MUST be in an Idle state. To Exit the access screen without using the reprint option press the <escape> key. If the reprint facility has been used the <return> key must be pressed prior to the <esc> key in order to exit to the normal Central Controller operational screens.

2.12
Controlling the throughput

The maximum throughput capacity of the Maze depends on two key factors. These are:-

a) The settings of the variable parameters on the Central Control computer (Adjustable by the Technical Operator) in particular the “CTU value”.

b) The number of games currently installed and Online.       

However, the extent to which this capacity is achieved depends up to a point on the way in which the Technical Operator runs the Maze. The following operational methods are aimed at making things efficient for the operator without detracting from the experience the customer enjoys. 

Login

The Technical Operator should know as soon as a team is on its way from Checkin, by keeping an eye on the “Teams” screen of the CC. In this way he/she will be in position to greet the new team as they arrive in the Login area. His first question to them should be “Have you played before”, since if they have, they will probably prefer to be left alone to log themselves in.

Even if they’re new to the Maze, it is possible for the Technical Operator to introduce several teams at the same time, moving between each team as they progress through the different stages of the Login process. or simply standing under the centre of the Dome where all the teams can see and hear him easily.

The Login is not normally a bottle-neck, but can become crowded if, for example, a coach-load is checked in to an otherwise empty Maze. It is preferable for the Receptionist to talk to the Technical Operator in this case and restrict the rate of Checking in to perhaps a team every two minutes. However even if a dozen teams arrive in Login simultaneously, the TO can cope by:

a) adopting a shorter, pithier introductory chat

b) talking to up to eight teams at once

Game-playing: helping the slow starters

Some new teams will take longer to get the idea than others. A team which takes more than fifteen minutes to get the idea, and receives no help from the TO, is likely to leave quietly, rather bemused, and never return. The TO must spot these teams and motivate them. This is simply achieved by regularly scanning the Team List on the Administration Terminal. Teams who have not won a crystal, or only played one game, and yet have used up over half their CTU’s should be “rescued”. This is done preferably in person, spending a couple of minutes with the team ensuring they win their next game and explaining the system again to them. If time does not allow for this, the PA system should be used to bring the team back to the CC where they can be given extra time and a “pep talk”. The effect on a team of receiving this personal service is remarkable, and nearly always leads to them “catching the bug” and returning for a second game very soon.

At busy times, it is often useful to adopt the opposite tactic, that is to pluck out selected teams and send them to the Crystal Dome EARLY. This plainly must be done with great sensitivity, and is covered under “Zapping”.

2.13
Staff requirements

2.13.1
Technical Operators

Technical Operators are employed to work in and oversee the Administration and Central Control terminals. They welcome, log in and assist new players and provide information on the games when required.

They are required to carry out routine daily checks on all games and equipment, prior to opening to the public, and rectify all faults as necessary. Any items which they are unable to rectify should be immediately brought to the attention of the Duty Manager.

The Technical Operator maintains the daily faults log necessary to ensure accurate information is stored in the event of problems during play.

The staff employed for these positions should have some computer experience or interests. However the overriding requirement is for personality to enhance the customers’ entertainment experience.

2.13.2 Receptionists

The prime role for this position is to greet the public and administer admissions. The Receptionist is the “front line” staff member and must above all be well-presented, courteous, patient and professional. Although he/she will not be dealing with cash, a good basic understanding of the pricing/ticketing system is necessary, together with the ability to deal reliably with discounting, party booking negotiations etc.

Although the qualities required for the two positions are different, there is every possibility that the more able and enthusiastic staff will be able to operate effectively in either rôle. The number of staff needed at any particular time is left up to the Operating Company to determine. 

2.14
Use of Standard Reporting Procedures

It is not Cyberdrome’s intention to impose a bureaucracy on the operation but it is clearly in both the Operator’s  and Cyberdrome’s interests that the quality of the operation remains high, and Cyberdrome managers will be available to discuss problems, give advice and help to achieve this aim.

2.15
Fire Precautions

The Maze is full of dark corners and crevices and extra vigilance should be adopted by staff to ensure that a thorough cleaning procedure is adhered to. At close down a thorough search must be undertaken to confirm no one remains in the Maze area.

Storage of paint and other such combustible materials should be forbidden within the Maze area. 

All fire exits and doorways should be kept clear of any obstructions. The passages and doorways between each zone are also deemed to be fire exits as people will have to use these to gain access to the external fire exits in the event of an emergency.

The Maze should be treated as a NO SMOKING area, adhered to by staff and public.

2.16
First Aid

Due to the physical nature of the games, the number of players within the Maze and the action of the players once involved, there will inevitably be a need for First Aid.

The Maze should have a First Aid station with suitably qualified members of management and staff trained to deal with any eventualities.

2.17
Marketing

The marketing of the attraction is primarily the Operator’s concern and Cyberdrome does not wish to lay down any hard-and-fast constraints. The Licence requires that the attraction be called “The Cyberdrome Crystal Maze” at all times, and that the quality of the operation (and therefore the image to be marketed) must be such that it does not detract from the image of its television precursor.

Appendix I:  Central Controller Error Messages. 

The Central Controller automatically keeps a running list of error messages relating to all aspects of the Maze. The most recent messages may be seen on the “M” screen of the CC (see page ). Older messages are filed by the CC. Messages are constantly being updated to respond to operator suggestions and new conditions. The most common messages and their meaning are as follows:-

I.1
Non-critical errors

CC003: WARNING Game xx failed to go into ALERT, resending team 

allocate Team nnnn enroute for ss secs to this game

Game number xx has received the message which sends it into alert but has failed to send a message back to the central controller acknowledging that it has gone into alert.

Team name nnnn has been looking for this game for ss seconds. The game has been sent and apparently received a message to put it into alert but has not reported that it  has changed its state to ALERT.  The game hasn’t crashed but is mis-behaving.  The software will resend the team_allocate message a number of times.  If the game still fails to respond then CC004 (see page ) will be issued.


No action necessary for this message.

CC0030: Game xx:”TEAM NAME” ALERT TIMEOUT

CC0079: Team is NO SHOW suspending team xxx

The team using card xxx has failed to reach their next game (game xx) within the alert time out period.  They may need some help from the Maze Marshall or have left the Maze without playing the Dome.

CC0030: Game xx:Engineer Card


An engineering card has been used on game number xx. 


Normally no action needed.

 CC0030: Game xx:(re)booted... now on line

Means that game xx is now ready to accept teams having been re-booted by switching the games power off and on.


Normally no action required.

CC0035: Attempt to checkin too many teams, team list full


There is no room to add another team into the maze. 

Continue to run and wait until a team is sent to the dome before trying to checkin another team.

CC0036: Duplicate team id card number xxx

An attempt has been made to checkin a team using card number xx which has the same number as a card which is already in use.  Identify the card and destroy it.  Then checkin the team with another card 

CC0038: Error logging in team xx error:  Duplicate or obscene team name nnnn

Caused by either:  Team number xx selecting an obscene name nnnn, or

Team number xx selecting an name nnnn already in use  General failure logging in a team xx  


Normally no action required. 

CC0053: WG from xx; Team not listed, sending to Checkin

Potentially a STOLEN CARD. !!!

A card which has not been checked in has been used in game number xx.   Find the person using the card and recover it.  


No other action.

CC0054: WG from xx; Team not logged on, sending to login

A team has been checked in but not logged in and has tried to use their card in game number xx.  Find the team and help them log in.

I.2
Critical Errors

These are mostly concerned with game crashes.

CC002: GAME CRASH ! Game xx failed to receive ALERT message 

Team nnnn , enroute for ss secs to this game 

Game number xx has failed to receive the message which sends it into alert. Team name nnnn has been looking for this game for ss seconds. If the team has only been enroute for a short time then the operators can wait to see if the game recovers automatically via the watchdog re-booting it.  Otherwise they should suspend the team, intercept them and ask them to swipe their card in an idle game station to get assigned a different game.  Then they can try to sort the game out. 

CC004: CHECK GAME ! Game xx failed to go into ALERT Team nnnn

enroute for ss secs to this game”

Game number xx has repeatedly failed to go into ALERT despite being sent multiple messages from the Central controller.  Team name nnnn has been looking for this game for ss seconds .

The game has probably crashed but may still allow the assigned team to swipe their card and play.  The operator should go and look at the game before rebooting it.  If the team has only been enroute for a short time then the operators can wait to see if the game recovers automatically via the watchdog re-booting it.  Otherwise they should suspend the team, intercept them and ask them to swipe their card in an idle game station to get assigned a different game.  Then they can try to sort the game out.

CC005: ERROR CONDITION ! Team enroute to unavailable game xx Team nnnn enroute for ss secs to this game

Game number xx has had team nnnn looking for it for ss seconds.  However the game is not available for playing. For example it may have had an engineering card used on it after the team was sent to it but before they arrived.  Unless the game is quickly restored to IDLE the operators can be sure that they will have a lost team in the maze.  They must either set the game condition back to IDLE or suspend the team, intercept them, and ask them to swipe their card in an idle game to get assigned a new game.

CC007: GAME/USER CRASH ! User xx failed heartbeat User/game crashed, check team nnnn

OR   

CC007: GAME/USER CRASH ! User xx failed heartbeat User/game crashed, no team involved

Game xx has failed the heartbeat test whilst in IDLE, ACTIVE, ALERT or DESPATCH and has probably crashed.  If a team was assigned to the game at the time it crashed then the team name nnnn will be displayed.  The operator should check the team’s status on the Admin terminal and if they are assigned to this game then they may need assistance.  If there is no team involved then the operator can wait to see if the watchdog can automatically reboot the game.

New software has been developed for Oakwood Leisure to deal with the above problem. If a team is en-route to an unavailable game the system suspends the team and reports to the CC “teams” screen automatically. If a game goes “no hear” during play the system allocates a crystal to the team and gives them a despatch message for their next game when the PC auto re-boots.

CC0011: WARNING No games available for team nnnn Sent to CX DOME, Games played nn  CTU left xx

Team named nnnn has been sent to the Crystal Dome before their time has run out.  This can happen if the Maze is very busy and there are no suitable games left for the team.  The operator should check that the team has had a fair time in the maze and if not intercept them on their way to the CX DOME, suspend them and attempt to get them onto a game.

CC0057: CRYSTAL DOME FAILED TO Receive MESSAGE CHECK THE CRYSTAL DOME

The crystal dome has failed to receive a message. It may have crashed !!!  Check the Dome.

CC0064: WG error sending TEAM_ALLOC *** CHECK THE CRYSTAL DOME*** 

The crystal dome has failed to receive a message. It may have crashed !!!  Check the Dome.

CC0075: Error sending print certificate message 

The crystal dome has failed to receive a message. It may have crashed !!!  Check the Dome.

The following messages can be produced when a game fails to receive a message from the Central Controller.

In general any message that contains the text “Error sending” is a fore-warning to the operator of a game (or Checkin or Admin) crash.

Although the game involved may not be immediately displayed as NO HEARTBEAT the operator can be pretty sure that the game has crashed and will be displayed as NO HEARTBEAT within the next 30 seconds.

In every case the operator should use the Admin terminal to check if a team is assigned to the game and then decide how to handle them.

CC0042: Error sending TEAM_ALLOC message to %i error

CC0045: Error sending GAME_ALLOC message to %i error

CC0056: Error sending TEAM_ALLOC message to %i error

CC0058: Error sending GOTO STATE message to %i error

CC0060: Error sending TEAM_ALLOC message to %i error

CC0062: Error sending GAME_ALLOC message to %i error

CC0064: WG error sending TEAM_ALLOC

CC0066: WG error sending GAME_ALLOC

CC0069: Error sending GOTO STATE message to %i error

CC0072: Error sending ACKNOWLEDGE message to %i error

CC0080: Error sending GOTO STATE message to %i error

CC0082: Error sending NO SHOW LIST message to %i error

CC0084: Error sending USER LIST message to %i error

CC0086: Error sending TEAM LIST message to %i error

CC0091: Error sending GOTO STATE message to %i error

CC0095: Error sending GOTO STATE message to %i error

CC0098: Error sending OFFLINE RESULT message to %i error

CC0099: Error sending GOTO STATE message to %i error

CC0102: Error sending GOTO STATE message to %i error

Part II. Staff Training

1. Introduction

“The Crystal Maze” is a British adaptation of a very successful French TV show called “Les Cléfs du Fort Boyard”. It first hit UK screens via Channel Four in 1990 and it ran to  six series, the last two of which were presented by Ed Tudor Pole, who replaced Richard O’Brien as the “MazeMaster”. It is Channel Four’s most successful series ever, with four to five million viewers each week.

Cyberdrome adapted the show as a leisure attraction in 1991 by developing a network of computers to carry out two essential functions: entertain and inform players as they play the games, and allow the operator to control the whole system from a central screen. The first attraction opened in Blackpool in 1991 and has had over 500,000 visitors. First Leisure Corporation opened their first Crystal Maze in Southampton, UK in April 1993 and their second at Maidenhead, UK in February 1994. Four more followed, two in Japan and two more in the UK. Dubai is the eighth.

The attractions are based very closely on the TV studio itself. However they have to be able to cope with very different conditions. Up to 200 people per hour, of very mixed ability, can pass through. We hope that most of them will enjoy it enough to come again and again, and each time it must present them with new challenges. The key differences, therefore, are:

· No “human” host, teams play the adventure guided by the computers

· No physically arduous games - any averagely fit person can play and do well

· No water or “lock-ins” - in fact nothing too scary for children or adults

· More “computer” or “Mental” games - currently two-thirds of them, compared to one-third “physical”

· A permanent record - each team receives a certificate detailing their performance

· Three difficulty levels - so even regular teams get a real challenge every time

Teams emerging from the Crystal Dome at the end of the experience should be elated and keen to have another go to try and improve their performance. If the operating staff don’t do their job well, some teams can feel bemused, lost or humiliated. They will leave quietly and tell their friends it’s “too hard” or “there are too many computers”. This manual aims to explain how to avoid this and to maximise the repeat business through effective Maze operation.

2. Overview of the experience

We are aiming to give players thirty minutes or more of real adventure. As they pass through the Maze they will find four heavily themed zones - Futuristic, Medieval, Egyptian and Ocean - each with its own secret passages, clues and background sounds. On their first few goes they will get hopelessly lost. Each time they will discover a new secret passage or understand a clue that baffled them the time before. And they will never play the same combination of games twice. This is what happens to a typical, first-time team that has decided to try The Cyberdrome Crystal Maze.

Having paid, the team is Checked in by the Receptionist who hands them a Swipe Card and asks them if they’ve played before. If not, they are directed to the Login Area (next to Reception Centre) where they are welcomed to the Maze by the Technical Operator (TO)

At Login the TO checks whether the team has seen the TV show “The Crystal Maze”. Clearly if so his/her introduction need not be so detailed. The objective (win games to get “crystals” and hence more time in the Crystal Dome) is explained. The use of the Swipe Card is demonstrated and a team member is asked to swipe the Login cardreader to start the Login process. Team members are then invited to choose a team name and take turns at trying the tracker ball and buttons in order to complete the Login. In doing so they choose a difficulty level (normally “average” for first-timers) and their language of preference for the voiceover. All games have both written messages on screen and a voiceover to help players along. Cyberdrome has implemented an Arabic version of voiceover for those whose English is limited, which may be selected during the login procedure.

The Login screen then displays a clue and icon directing the team to their first game. The TO should explain that the “clock has started” and that they now have about twenty minutes to play as many games as possible. The level of excitement should be hyped as much as possible, perhaps by running in front of the team to lead them to their first game. The TO should point out that when they are lost they should always return to Reception Control for help. 

When they reach their first game, the TO checks that they have got the hang of the card-reader and that the first game has started OK. He/she then bids the team dramatically good-bye, telling them to return to Reception Control if they need any help whatsoever. 

The team then gets a welcome and introduction to the Maze from the on-screen host, The Mazemaster. He explains a couple of general points and then gives detailed instructions for that particular game, which are repeated in text on-screen. The team then plays the game, which normally takes between 30 and 90 seconds. The Mazemaster then tells them how they’ve got on and tells them to watch the screen for a clue as to where the next game is to be found. This clue, together with its icon, stays on screen for about fifteen seconds. The screen then returns to the “white screen” (or Idle) mode and the team has to find their next game. This will generally be in a different zone to the previous game.

The next ten minutes are critical in terms of how this team will “feel” about the experience, and therefore whether they’ll come back and tell their friends how wonderful it is. If the team is not very self-confident, or for any reason came into the Maze thinking they weren’t going to enjoy it, they may be getting thoroughly depressed by now, especially if they lost the first game. The fact is that there’s an awful lot of new information to take on board and many people just switch off. If they didn’t read the on-screen clue for their next game, they will now start wandering around the Maze aimlessly, admiring the scenery but not understanding what they’re supposed to be doing.

The TO must therefore keep a watchful eye on the central control screen, which will pinpoint any teams behaving in this way. Once identified he/she should try to find the team and “hype them up” again. The very fact that someone comes to rescue them, plus being told how to play the game for a second time, is generally enough to set the team on a positive track. They will start to pick up how to play the games and when to watch the screen for the next clue. The TO can watch their progress from Reception Control and check that they are finding games fairly quickly and beginning to win crystals. It is extremely satisfying to find a team who, after their first five minutes, were grumpy and demotivated, charging about the Maze whooping with delight after winning their fifth crystal! 

Most players will admit that they were fairly bemused the first ten minutes they spent in the Maze, but that after that they picked it up rapidly. It is the TO’s responsibility to make sure that no-one slips through without getting the hang of it.

The team (whom we left at the end of their first game) now make their way to the next game, following the on-screen clue. If they forget the clue, they can swipe their card into any “white-screen” game and it will repeat it for them. The clues at Dubai have been made very simple; the team is told which Zone and which Game to go to. When they find the new game it will be showing the same icon as the team were shown with the clue, together with the rubric “Welcome team: XXXXX”. In addition there will be a sign with the game name written on it. In time it may be considered wise to remove these name signs, in order to make the adventure more difficult, but for the first six months, while the public gets used to it, we suggest they stay put. In this way they can be sure they’ve found the right game. They swipe their card and receive more instructions from the omni-present Mazemaster, who once again gives them their score at the end and sends them on their way.

Normally the team will have to find the next game following the signs to the relevant zone (clues always give the zone name). In this way teams will gradually get to know all the parts of the Maze, and should start using the secret passages on their own initiative if they think they’re quicker than the alternative “main” route.

When their time is up, the team is sent not to another game in the Maze, but to the Crystal Dome. This is the only game which all teams play. Consequently there may be several teams at any one time who have been sent to the Dome, and a small queue may form. The Receptionist must ensure that this queue is orderly and safe.

The Mazemaster once more welcomes the team to the Dome and explains briefly what they have to do. After a “3-2-1” countdown the game starts and the team must do their best to score as many points as possible in the time they have built up by winning crystals at the games in the Maze. When their time is up, the The Mazemaster congratulates them and sends them to Reception Control to pick up their certificate.

This is another “critical moment” in terms of formation of the team’s opinion about the experience. This time the responsibility lies with the Receptionist to ensure that no team leaves without wanting to play again soon.

As the team approaches the Reception desk, their certificate will be printed out. The Receptionist picks it up and checks that it’s the correct one for this team, then asks again (if he/she can’t remember) if it was their first time. If so he/she must quickly scan the certificate and see how the team got on. It will be clear if they had problems; if they got lost then only three or four games will have been played instead of the average six or seven. If they had trouble understanding the games then this will also be apparent from the number of low scores (-1 or 0). If the team didn’t cotton on to the way to play the Dome, this will be evident from their overall score.

If there were problems in these areas, then the Receptionist must shift into top “Diplomatic” gear. Without sounding patronising he/she must explain how they can improve, and ensure that they realise that everyone has difficulty to start with, “it’s not just them!”. He/she should establish whether or not the team received any assistance from the TO while they were in the Maze. If not, and they warranted it, this should be “discussed” in private with the TO 

The team is handed their certificate and the Receptionist goes through it with them, discussing how they got on with individual games and giving them appropriate “hints” for next time. The overall tone should be to retain some of the mystery of the Maze but to ensure the team learns something which may help them do better next time. 

3. The computer system - how it works

3.1.
“Normal” operation

Part I,  Operation, goes into detail on the computer system. The aim of this section is to describe in overview how it works without too much jargon. Once you’ve read this, you should know what it can do, even if you don’t know exactly which buttons to press. 

At opening there were 16 individual games in the Maze, with a couple of spare cells where new ones can be added. Each of these is controlled by a separate computer, as are each of the three Logins and the Crystal Dome. These all have numbers (between 2 and 36) and are called “Gamestations”. In addition there are three computers which the players do not see: the Checkin Terminals, the Central Controller (CC) and the Administration Terminal (Admin). The whole lot are networked together, so that the Central Controller “knows” what’s happening on all the other gamestations and terminals (which are known collectively as “users”).

The “Swipe” cards have a number encoded on them. Although they appear to be “smart”, in fact they are not. Nothing is written onto the card as it goes through the Maze, and nothing except the number and its check-code is read off it. The intelligence of the system rests in the Central Control computer.

When a card, say number 3046, is checked in, the Checkin Terminal (having made sure the Maze isn’t full and that 3046 isn’t already being used) sends a message to the CC saying “I’ve just checked in a team with three players in it on card number 3046”. The CC sets up a blank record for team “3046”, noting that there are three players, and waits for them to log themselves on. 

When the team swipes their card through a Login, it sends a message to the CC asking if this is a valid card. The CC checks and sees that 3046 has checked in, so replies “yes”. The Login accepts the card, and goes into its routine. At the end of this it sends another message saying “OK, I’ve logged on card 3046. They’re called Al Hokair and they’re on “Expert” difficulty level. Where shall I send them?” The CC looks round all its Gamestations and chooses one in “white-screen” or IDLE mode, say game 7 (Bat Cave). Then it fills in the record for team 3046, allocating the name “Al Hokair” to it and noting the difficulty level. It also calculates how long to give the team in the Maze (a certain number of “CTU’s” (Crystal Time Units) and “starts the clock” on that team. It then sends two messages. Firstly it replies to the Login, saying “send this team to game 7”. Secondly it sends a message to game 7 saying “Wake up, there’s a team called Al Hokair on its way to you. Don’t let any other teams play you”. 

Game 8 (which is themed as a burial chamber) then changes its screen to the one saying “Welcome team: AL Hokair” beneath an “arrow” icon and waits for them. The Login displays the same arrow icon and, underneath, the clue: “Go to AZTEC Zone and find the Bat Cave game”. This is displayed for about fifteen seconds, then the Login returns to IDLE.

When the team swipes its card through game 7’s cardreader, the same thing happens as at login. Game 7 asks the CC if this is a valid card and is told it is, so it starts its routine (if it isn’t it shows a screen saying “go to Central Control and ask for assistance”). It also asks the CC what difficulty level this team is on, and this determines what instructions they are given and which version of the game is played. The first part of the routine is to tell the team how to play the game. This allows the team as long as they like to read instructions and get in position to play. Once they are ready they press the “START” button and the game commences. The instructions routine is known as “ACTIVE” mode and once the START button is pressed the game flips to “PLAY” mode.

Every ten seconds or so every gamestation and terminal sends a “heartbeat” to the Central Controller. Normally this just tells the CC “Hi, I’m still here and OK” but it also lets the CC know if its mode has changed from, say, “ACTIVE” to “PLAY”. The Technical Operator can therefore see at a glance on the Central Controller screen exactly what is happening at each gamestation at any instant. 

When the game is finished, it sends another message to the CC: “This team scored one crystal on this game, how many crystals did they have before and where shall I send them now?”. The CC notes that team 3046 has got one more crystal, checks the time and looks round for another free game (say game 16), then it replies to game 7 saying the team had no crystals before, send them to game 16. Game 7 then clicks into “DESPATCH” mode. It tells the team that it won that game, gaining one crystal. Their total score is now (also) one crystal. Then it shows them an icon of a castle with the clue for game 16 beneath it: “Go to MEDIEVAL Zone and find Siege Catapults”.

And so it continues. Each Gamestation cycles through the following modes: IDLE, ALERT, ACTIVE, PLAY, DESPATCH and back to IDLE, swapping messages with the CC all the time to keep it up to date. At any time the Technical Operator can call up a screen on the Administration Terminal asking for details about a specific team. It will give (in an abbreviated form):

Team number: 3046

Team Name  : AL HOKAIR

No. Players : 3

Time allocated : 31 CTU’s

Time left before last game : 23 CTU’s

No. Crystals won: 1

No. games played: 1

current status: en route to game 16

When the team’s remaining time drops below 5 CTU’s, the CC allocates a new game as normal, but tells the new game that it’s the team’s last game. It then notes on the record for team 3046 that they’re on their last game. When that game clicks into DESPATCH mode, instead of telling the team to watch the screen for a clue to their next game, it tells them to go to the Crystal Dome. The team is then recorded as being “en route to Dome” and no other game will accept their card.

The Crystal Dome is very similar to the other gamestations except that it doesn’t really have an ALERT mode. This is because there could be a number of teams due to play the Dome at any one time, and it will accept any of them (in fact it will accept any team at all, regardless of how many games they’ve played, providing they have logged in). A screen saying “Welcome team: Al Hokair” would therefore be inappropriate. The Dome also drives the printer. When it enters DESPATCH mode it asks the CC for a full run-down on how the team has performed on each game, and sends this information, along with their score in the Dome itself, to the printer. At the same time the team’s record is scrubbed from the CC, and so card 3046 will not be accepted by any Logins or games in the Maze until it has been checked-in once more.

3.2
“Abnormal” operation

The system as described above works fine as long as everyone follows instructions and acts “rationally”. Fortunately they don’t. People lose and break cards, go to the bathroom and come back, get stuck in the Bamboo Tower etc. All these situations require special facilities to sort them out. These are provided on the Admin Terminal. Not all of them will be mentioned here, but the full list is in Part I, Operation.

A useful feature of the network is that you can close bits of it down without affecting the rest at all. If, for example, a new Smoke Detection system has to be fitted in Medieval Zone and the fitters don’t want people rushing under their feet while they’re working, you simply switch off the six games in that zone. The rest of the system continues to act normally, but no one will be sent to Medieval Zone, because the CC will “see” that none of those games is available. If maintenance needs to carried out on an individual game, the same applies; just switch off that game and no-one will be sent to it.

When there is a problem with a game (ie if buttons, lights or sensors appear not to work) the fault can be diagnosed without switching anything off using the test programs provided (See Part III,  Maintenance).

If a team is delayed through no fault of their own (maybe one of them twists an ankle, or one of the buttons on a game is faulty) they can be given more time. When this is done by the TO they get five extra CTU’s. If the team has to start again for some reason (eg if they’ve broken their card), they will first need to be deleted otherwise the CC will think they are still lost in the Maze. Another useful facility is to suspend a team. They may, for example, have been sent to a game where a team before them was violently sick (...it happens!). Even the Cyberdrome system cannot necessarily detect this unfortunate event. The team sent there will understandably wish to be re-routed. This is done by suspending them. If they swipe their card in any IDLE gamestation they will be given a new game.

One of the worst things that can happen to a keen team is for their certificate to be lost. This can happen if the printer runs out of paper just at the wrong time, or if the Crystal Dome is switched off inadvertently. A facility therefore exists for certificates to be reprinted for any of the last ten teams that passed through the dome.

The system can detect a number of abnormal events itself. Some of these it can rectify automatically, others are notified to the Technical Operator with a message and, if important, a “beep”. If, for example, a team takes more than four minutes to find their next game, the CC reckons they must be lost and automatically suspends the team, giving the TO a beep to tell him/her to go and find the team. Once found they are asked to swipe their card in any IDLE screen and they will be allocated another game, which the TO can help them find and get them started on.

If a team “finds” a Swipe Card, evades the Receptionist and walks into the Maze or simply to Login, the first time they swipe the card they will see a screen saying “Go to Control Centre for assistance.” On the CC, however, a message will appear flagging up that an illegal card has been used on a particular gamestation. This gives a quick TO a chance to locate the rogue team and challenge them.

If, however, a team has paid and checked in, but for some reason gone into the Maze without Logging in, an appropriate message is given to the TO so that they are not accused of not paying, but simply asked to return to Login.

One quite common fault is a game crash. These are flagged up on the Central Controller, which dutifully beeps at you and tells you whether or not a team is involved. If so you should go and check that that team is OK. 

4. The games in detail

The only way to get to know the games is to play them often, on all three difficulty levels. However this is very time-consuming. A quick guide to them all follows here. It is aimed at those who have played the game once or twice at “average” difficulty level, in order get straight on to the subtleties and avoid long descriptions of how the game basically looks and plays. 

F2. TIMEBOMB
FUTURISTIC 
Type: PHYSICAL
1 Screen

The team reads out “Trivia” questions from the screen while the player “answers” them by treading on the correct stepping stones marked on the floor. A correct sequence of answers leads the player to a “timebomb” which must then be defused by remembering the sequence of stepping stones trodden. Higher difficulty levels give harder and more questions. As time ticks away, a throbbing heartbeat gets louder, increasing the tension. If the team fails, the timebomb “explodes” with special effects. 

Features: The sequence of numbers varies at random, so teams cannot just remember the steps from last time. On Fiendish level, wrong answers dock ten seconds from the allotted time for the game, and there are seven questions to answer (five on average).

Common problems: When the team is asked to key in the code number, they often forget to press SELECT first. Teams often don't realise that wrong answers cost them time and forget to watch the “clock”.

F3. SENSOR CELL
FUTURISTIC  
Type: PHYSICAL
1 Screen

Two crystal buttons glow at the back of a blackened room full of coloured fluorescent poles. The player must squeeze between the poles to reach the button and return to his team without knocking the poles and triggering the sensor each “contains”. The monitor has a clock to show the time remaining. This is the second most popular game amongst players and is very attractive visually.

Features: Some poles are shorter than others so the easiest way to win is to crawl on the floor. The game favours small children and vice versa.

Common problems: After a few goes, regular teams begin to realise that in fact some of the poles have no sensors. They may then lose respect for the game, with potential damage to the poles as a result.

 F5. MOONQUEST

 FUTURISTIC
Type: DUAL MONITOR

Inside a spacecraft one player uses the tracker ball to guide a lunar module onto its landing pad, while the team, at a second screen, advise on time left, and control the module’s anti-meteorite force field.

Features: On “Average” the craft starts off quite near its landing spot and you have plenty of fuel (time) in case of aborted attempts. On Fiendish the craft starts far away and there’s less time.

Common problems: The craft must not only be landed accurately, but gently. If it comes down too fast it will crash. The force field against meteorites (operated by the team’s SELECT button) comes on for three seconds at a time (whether or not you want it to) and then it won’t go on again for a second or so. It uses up fuel, and you can’t land with the force field on, or the craft will crash.

A7. BAT CAVE
AZTEC     
Type:      PHYSICAL 

1  Screen

A screen is hidden beside a themed cave entrance. One brave player is required to climb into the cave and then place his/her hand into a series of twelve small “pigeon-holes”, shouting out to the team what he/she thinks the objects are, inside the holes. The team picks out the objects on the screen, and when six have been correctly identified, the game is won. Consistently one of the most popular games.

Features: The objects are fairly easy to identify, making this a fun but simple game. For special occasions more “interesting” objects may be placed in the holes like a hamburger (with tomato sauce!) or a “moving” rubber snake. 

Common problems: First timers sometimes refuse to put their hands in the holes, fearing the worst.

A9. SNAKE PIT     

AZTEC       
Type: 
PHYSICAL  
1 Screen

The player must leap across an eight-foot gap onto a ledge, using a climbing rope. Once on the ledge two buttons must be pushed simultaneously. This might require the help of a second team member. Sensors detect whether any cheating is going on, and when the player has returned safely. Those falling into the pit - a 0.6m drop onto a soft mattress - are allowed to start again. On the “Fiendish” difficulty level, players have to climb a second rope to an even higher Crystal Button.

This is one of the most popular of all the games, although paradoxically some players detest it.

Features: The “Average” level is very simple, and gives players a chance to let off steam, swinging on a rope. The “Fiendish” level is hard for anyone not used to climbing ropes. There are pressure sensitive mats in the pit and on the far ledge, so the game “knows” where the player is and responds intelligently to what they are doing.

Common problems: This is another one where people don’t read the instructions; they think it’s obvious what you have to do and sail across the pit, forgetting to press “START” or not realising they’ve got to press both the buttons simultaneously to win. This is also the game with the highest accident rate - rope burns and twisted ankles - so do remember to warn teams to be careful in the pit.

A10. MAGIC SQUARES  
AZTEC       Type:  DUAL MONITOR

At the foot of a Bamboo tower one player is asked to climb up the inside of the tower and play the game. Once there, encouraged by his team-mates below, he uses the tracker ball and buttons to move four “jig-saw” pieces from a square to a rectangle, a classic “trick” puzzle. The team also operates a button which turns the pieces, essential for a successful outcome.

Features: Another game requiring good coordination between the player and his team. On easier difficulty levels there is a clue given to players in the top left-hand corner of the screen. This disappears on Fiendish level.

Common problems: If the rules are not read, teams don’t realise that they have to turn the pieces round with the SELECT button. The game’s impossible to do without this knowledge.

A12. SUN TEMPLE    
AZTEC       
Type:    DUAL MONITOR

The player has to complete a jig-saw on screen, while his colleagues watch a second monitor which has a water clock superimposed, enabling them to shout out the time remaining.

Features: On higher difficulty levels, the volcano erupts periodically, shaking out some pieces of the jig-saw. It can be stopped by the team pressing “SELECT” at the appropriate time. 

Common problems: This one is fairly easy for people with good hand-eye coordination. It becomes a race against the clock, so teams need to realise that there is a water clock on the team screen (they don’t always!).

M14. FORTUNE TELLER 
MEDIEVAL    Type:    DUAL MONITOR

Behind an iron dungeon grille the teams finds two screens. At one the player uses the tracker ball and buttons to turn over tarot cards on the screen. When a matching pair is overturned it disappears, gradually revealing the face of a medieval fortune-teller (Mumsie). The team, watching the other screen, can see the time ticking away, and shout encouragement.

Features: If the fire button is held down, the tracker ball can be spun to reveal all the cards in turn, quite quickly. This provides a good overall picture of where the cards lie, after which they can be picked off individually. Plenty of time is allowed for this in “Average”. In “Fiendish” there are many more different designs of cards, making it much harder.

Common problems: For some reason everyone always crowds round the player monitor, ignoring the other one with the timer on it. Consequently teams often fail to “Quit” in time.

M15. WOODEN WHEELS 
MEDIEVAL   
Type:   DUAL MONITOR

Having climbed a ladder into a tower, the player is directed back down into a dungeon, while the team stays upstairs. In the “dungeon” the player attempts a “cog wheels” game. Cog wheels must be selected and placed on the correct axles to form a continuous mechanism which then allows the player to wind up a rope to open the drawbridge and allow the crystal to escape. Meanwhile the team, watching a second monitor “upstairs” offer advice and count down the time remaining.

Features: People either find this game impossible or very easy. It depends how their mind works!

Common problems: The main problem is for the player to FIND the “dungeon”. It must be well-signposted and even so, Technical Operators should keep an eye on first-time teams going to this game. 

M16. SIEGE CATAPULTS  
AZTEC       
Type:     DUAL MONITOR

Description:

Directed into the doorway of a castle tower, the team is then told to send one player up a rustic ladder. Here he finds a second console and screen from which he must operate a seige catapult to destroy the enemy’s castle. However the team below must also use their console to co-ordinate the attack. A highly popular game combining skill, physical effort and teamwork.

Features: On Average level it takes four direct hits to destroy each tower, but on Fiendish it takes six. It is also harder to hit the towers in the right place on Fiendish, with more shots either falling short or sailing over the top.

Common problems: If the team hasn’t read the rules they will not find out how to take out the right-hand tower which has to be done with the SELECT button.

F18. BAGATELLE MAZE  FURTURISTIC   
Type:      PHYSICAL  1 Screen

A pair of steel balls must be manoeuvred by the player(s) tilting the maze. Once the balls have passed through certain “crystal” points on the maze, without passing through a “skull” point, the game is won. A very popular and effective physical game.

Features: When a “skull” sensor is passed, time is lost (between five and fifteen seconds depending on the difficulty level). The whole screen forms the clock on this one.

Common problems: People take some time to realise there is more than one ball in the maze, by which time they may have set off several “skulls” and run out of time. 

O20. STEAMER   
OCEAN        Type: SINGLE MONITOR

A “straight” video game for one player, and great fun. Using tracker ball and buttons, a steam engine must be manoeuvred to shunt trucks into their correct siding. It seems fairly simple once the buttons for changing the points have been mastered - then an express train rushes through on the main line, crashing into your trucks, and you must start again!

Features:  One of the few games in which the player has to use all the buttons and the tracker ball. There are two “tricks” which are not explained on screen: firstly there is a little yellow flashing light which moves across the bottom of the screen; when this reaches the left hand side it means an express train is about to come through (and you must therefore “shelter” your engine in the siding and set the points straight). Secondly at the end you must de-couple the engine from the trucks, or the game will not finish.

Common problems: Obviously it takes players a few goes to pick up all the points mentioned above, and to work out that the timer is the height of the pile of coal being shovelled in the background. Then when they finally manage to win a game on “average” they’ll find it a whole lot harder on “Fiendish” where there are more trucks, more mixed up.

O24. SHIP’S CAT
OCEAN

Type: PHYSICAL
1 Screen

The team is asked to choose a “Cool cat” to play this “Swinging game”. A stuffed cat hangs above a pit, on a long rope just within reach of the player, who stands on a ledge behind a railing. The cat must be swung at a selection of “rats” stuck to the far wall of the cell. Each rat has a score painted by it, which is added to the team’s running total on screen (a “pile” of rats) when the rat is hit.  Players may not swing on the rope or climb into the pit. Either action results in an immediate “game over” message.

Features: Each rat has a light indicating it is “live”. When the rat is hit, the light goes out. If the “dead” rat is hit, its score is DEDUCTED from the running total. There are several differences according to difficulty level. Firstly, the total score to win rises with difficulty. Secondly the score must be achieved EXACTLY when playing on fiendish, whereas on other levels the game is won if the required score is simply reached or passed. Finally, on Fiendish, the required score is so high that the central “rat”, which has the highest score, must be hit. This entails actually throwing the cat, rather than just swinging it.

Common problems: A concern is that players will attempt to climb over the barrier and hit or grab the “rats” by hand, or swing across on the rope. The rats will be mounted out of reach of anyone in the pit, and the moment a weight of more than a few kilogrammes is put on the rope, the cat will “yeowl”.

M25. MOLE STOMP
   
MEDIEVAL

Single Monitor

The player is sent onto the “common” and is told he/she has to tread on escaping moles. The trouble is he can’t see any. In fact all he sees is a “grass” floor and an “owl/moon” graphic on the wall. On screen, however, the team sees the mole (which is generated by the computer in cyberspace) and the player (who is shown in his actual position by means of under-floor sensors). The team then directs the player towards the “mole” in order to prevent its escape. He must “last” one minute successfully treading on the non-existent moles.

Features: On Average difficulty level, there is one mole underfoot at any one time. When it tries to escape, the team and player are warned by both an on-screen message and an audible alarm (a scratching noise) for five seconds or so. Even then, five moles may escape before the game is lost. On Expert level there are two moles, and on Fiendish, three. None of the Fiendish moles may escape. Furthermore these moles give less warning of their escape, and choose paths further away from the player.

Common problems: We anticipate that some teams will have difficulty with the whole concept of this game; it is quite different to the others in the way it mixes real and computer-generated features. It is also the only game where you WIN if you “run out of time”. The scoring is therefore unique with (on Fiendish level for example) fewer crystals being lost, the longer the player “survives” on the common, whilst six crystals are always won if the game is completed.

M26. SYMBOLIC MATHS
MEDIEAVAL

Type:  SINGLE MONITOR

In this game the character must hop from square to square denoted by numbers which form an arithmetical progression. One for the mathematical egg-heads. It is made more taxing when played on higher difficulty levels.

Features: The game cannot be rushed. Each move must be made deliberately and the computer given time to check it’s the right one. “Average” players are given plenty of time. There are several different versions so that even regular teams will have to do different sums each time they play.

Common problems: Only people with a talent for numbers understand quickly what this game’s about - ie each square represents a number in a number sequence such as 3,6,9,12,15,18 etc. Many regular teams quit this one straight away!

O27 CAPTAIN’S GARAGE

OCEAN

Type: 1 Screen

This is a variant of the classic “Towers of Hanoi” game which has fascinated mathematicians for centuries. In the game, rings of different sizes must be moved from one tower to form another, with the largest ring at the bottom. A third tower may be used as an intermediate step. A larger ring may not be placed on a smaller one. 

In this version the rings are car tyres in the Captain’s garage. “Master Salama” also has a number of other problems to sort out, especially on the higher difficulty levels, such as answering the phone, and backing trucks into his yard. All of this must be controlled by the players who operate Master Salama via the tracker ball and buttons. 

O28 THE WALL GAME

OCEAN

Type: 1 Screen

An entertaining mental game in which the team must rebuild a brick wall, using combinations of the trackerball and buttons to control  the on-screen bricklayer. Depending upon the difficulty level, he may have to build a wall with a complicated pattern of bricks, deal with a dog which treads in his cement, and constantly hitch up his trousers as his belt isn't tight enough. 

D36. FINALE GAME: THE CRYSTAL DOME                  Type: PHYSICAL 1 Screen

As the team waits to enter, they see how the previous team is getting on both by watching them and seeing their score mount up on the monitor. When they enter the dome, they see they must hit the flashing crystals, and that unlit crystals must be avoided. The Mazemaster’s voice counts down to the start, and then tells them how much longer they have every ten seconds. After the excitement they see their score on the monitor, before being asked to collect their certificate.

Features: The game is fairly straightforward on “Average” although it is hard to avoid unlit crystals. On higher difficulty levels three extra “hidden” buttons come in to play. At random intervals the game appears to stop, and the hidden buttons must be pressed (in varying combinations) in order to start it up. On Expert level, these “panic” button light up. On Fiendish level they don’t, and they have to be found while a siren screams away in the background!

Common problems: Expert teams can be bewildered when the crystals stop flashing and the “panic” buttons light. The Receptionist should make sure that, if they are caught out by this, they are told what to do for next time, so they don’t go away with an anticlimax.

L30 - L33. LOGIN TERMINALS  (3 off identical)    
Type: 1 Screen

The team is now ready to play and arrives in the Login area where they are introduced to the game by an assistant. They log in by inserting their card and then use the tracker ball to select a team name for themselves, and choose what difficulty level they wish to play at (“Average”, “Expert” or “Fiendish”) language for voiceover.  The Login Terminal then starts the clock on their adventure and sends them to their first challenge.

5. General Operation 

5.1 Working in Reception Control - Checkin

You’re the first person potential customers see and (hopefully) speak to. So your face will always be associated with The Cyberdrome Crystal Maze in their eyes. It’s your friendliness, enthusiasm, courtesy and efficiency which will persuade them to try the Maze for the first time, and your skill in explaining their first certificate to them which will persuade them to play again.

Technically you must ensure that you understand how to deal with the printer (especially paper jams, changing the paper and re-filling the ink), and what to do in the unlikely event of the Checkin crashing. You must be able to switch everything on in the morning and shut down at night, which may include running the COPYLOGS program.

When the Maze is busy, you will need to work very efficiently, giving teams only the time and assistance they really need. This requires diplomacy, as it is often the regular teams (who need no help at all) who ask the most questions.

It is most important that you know all the games “backwards”, and the way the Maze works. It will then be possible for you to judge, for each group of people you speak to, exactly what level of detail you should tell them about the Maze. You should try to judge it so you tell them just enough to encourage them to play again, but always keep plenty of “tricks” in reserve so that the Maze continues to give the team surprises. Say things like “...That’s the trick when you’re playing on Expert, but when you move up to Fiendish it’s completely different!”

5.2
Working in Reception Control - Running the Maze smoothly

Whilst your “pep talk” to first-time teams is very important, your key rôle is to keep the Maze working as efficiently as possible, and in particular to ensure that no teams get as far as the Crystal Dome without winning a few crystals and feeling good about themselves, even if they’ve also lost a few. No teams should play less than five games and you should ensure this is the case by checking all the teams’ performances on the Admin terminal. Whether or not they tell their friends it was a great experience is largely down to you!

When the Maze is busy (and there’s a queue) you can also speed things up by “picking off” individual teams and arranging for them to be sent to the Dome next. You will be shown how to do this in training. 

If all is running smoothly your main task is to animate the place. Make a “spoof” announcement on the P.A. system (“...will team Al Hokair please return to Reception Control as their mother is here to collect them...” etc). Develop your own “MazeMaster” character. Check up on any teams with children and help them out on a few games, show them the secret passages (even if this involves a detour) and entertain them.

5.3
How to deal with problems

There will be problems. Whether or not they are at fault, the players will think it’s “the computer” that’s gone wrong. Your job is to agree with them, while at the same time quickly getting them back into their adventure with a warm feeling about how how helpful the staff are. In most cases the players will have missed some vital instruction such as “Press both buttons simultaneously” (Snake Pit), “Remember the route you took ..” (Time Bomb).

Sometimes it will be “the computer’s” fault though. A good Maze operator will be aware of this before any of the players and, in most cases, able to rectify it before it affects any player. For example if a game crashes whilst in IDLE mode, no teams will be sent to it. 

Whether or not the player is at fault, however, you should be generous in awarding teams extra time if they’ve had any sort of problem, unless there is a big queue to get in. It costs the operation nothing, after all.

Faults will affect a team if they occur while the team is at the game. Again, however, it is possible to spot the fault before the team does, and certainly before the team has made its way to Central Control to ask for help. If you have time, go and find the team, check that there really is a problem (sometimes they rectify themselves) and tell them to stay put. Take their card, return to the CC and suspend and reallocate them. Then go back and take them to their new game, checking that they get started on it OK. If you think they deserve extra time, ask them if they want it and if so, go back to the CC and give them “More time” using the Admin terminal.

Very rarely, network faults may occur, affecting all the games. The fault must be diagnosed by a technician, and this may take a short time. Your job is to explain what is going on to the players and “keep everyone calm”. It’s not as bad as the pilot of a stricken aircraft having to tell his passengers that “everything’s going to be OK” but it’s the same general idea. You have to be seen to be on top of things, even though you have no idea how long the Maze is going to be out of action for. Some basic rules are:

1) Clear the Reception area and make sure no one is allowed in until you give the green light.

2) Use the PA to ask everyone to stay where they are for a couple of minutes while the fault is rectified

3) Put on the cleaning lights

4) If after five minutes the fault isn’t sorted, call everyone back to Reception, explain the situation and say you will give them all a voucher for another game. Find out how many will want to play immediately the fault is fixed (assuming it will only be another tem minutes or so) and tell them there will be a PA announcement downstairs when you’re ready. However they will not be able to resume the game they were playing, they’ll have to start again from scratch

5) Collect their cards, and make a note of the numbers of players in each of the teams that want to return soon. 

6) When the system is rectified, but before the public are allowed in, check in enough cards for the teams you noted and put the cards in five separate piles: “2 player teams”, “3 player teams”, “4 player teams” and so on. Get a couple of people manning Login so as to help teams get through into the games as quickly as possible when they return.

When there is a problem with the system it is important to log it in a book which will be kept in the Control centre, stating exactly what happened and how/when/by whom it was sorted out. The system itself keeps a log of the error messages, so it is not necessary to write these down, but every bit of information is useful for the technician in order to diagnose the true cause of the problem. 

Part III. Maintenance

1. Overview

The computer system hardware comprises a network of IBM compatible personal computers (PCs) configured as either gamestations or maze administration terminals. They are fitted with a selection of interface cards to operate all the external hardware and communicate with each other through a network. There is also an ambient sound system, which provides special sound effects for the different zones and a remote access system which allows Cyberdrome access to the network for diagnostics and inspection of team logs and statistics.

There is one PC for each game or terminal, located in computer rooms throughout the maze.

Control and administration of the Maze are handled by four PCs designated as Maze Administration Terminals (MATs). They are the :

· Central Controller,

· Administration Terminal 

· Checkin Terminal 

The checkin terminals are for issuing the cards to the teams. The central controller keeps track of the status of all the games and the teams playing in the maze. The administration terminal is used for changing the way the maze operates and monitoring information not available on the central controller. All MATs are interchangeable in the sense that each MAT PC has the software to run any MAT function. 

The computers operate a variety of external hardware such as sensors, card readers, trackerballs etc via  interface cards fitted inside each PC. These are connected to the external hardware either directly, via a global control bus (GCB) or a martialling box. The lighting and some effects are separate from the computer system. In some cases, eg. the Crystal Dome and Time Bomb games, these are driven via relays or run off the game power supplies. Game sound reaches the speakers via amplifier boxes situated in the PC rooms.

1.1
Network.

The network connects all the PCs together except the ambient sound system. This consists of network “hubs” situated in the PC rooms which are connected to each other via a network ring between the PC rooms. The PCs within a PC room are then connected to the hubs. Diagrams 1 and 2 illustrate the layout of the network hardware.

1.2
Global Control Bus. 

All games except the Crystal Dome and the Logins use a global control bus (GCB) to control the swipe readers, the tracker balls, start/quit buttons and other hardware such as crystal buttons and lamps etc. This is effected via a GCB transceiver box situated in the PC rooms. The bus consists of two cables, one for power and one for data, which go from the transceiver box to the game cell, where they connect each peripheral in turn. 

1.3
Martialling Boxes. 

These are used for the Checkin and the Crystal Dome to house the interface cards and cables required to drive the card readers, tracker balls and Crystal Dome hardware.

1.4
External Hardware.

The following external hardware is controlled by the computers:

· Card reader panels. These house the swipe-through magnetic card reader, flashing LEDs and the yellow “select” button and lamp. 

· Tracker ball panels. These house the tracker ball and its back-illumination lamp and the red “fire” buttons and lamps. 

· Start / quit panels. These hold the green “start” and blue “quit” buttons and lamps.

· Sensors. Various sensors are used in the games for play, presence or cheat detection. Examples are Crystal buttons, pressure mats (Snake Pit), and sensor poles (Sensor Cell). These are controlled via an “auxiliary hardware controller” situated in the monitor box. Only the physical games have these.

· Printer. This is used to print team certificates and is controlled by the Crystal Dome PC.

1.5
Cabling.

All computer hardware is connected via cables. Many of the cables are “themed” in, ie. they are built into the structure of the maze and are difficult to replace. All the cables between the martialling boxes, transceiver boxes, amplifiers and the PCs are “loose” and easily replaced.

The following is a summary of the cables fitted in a typical game:

· Mains cables. These are switched at a breaker in the control room and supply mains to the PCs, transceiver boxes, amplifiers, martialling boxes and the monitors. 

· Global Bus Power and signal cables. These supply the power and control signals necessary for operation of the swipe readers, tracker balls, start/quit buttons and other external hardware. 

· Monitor cable(s). These carry the video signal to the monitors.

· Sensor cables. These carry the signals from eg. pressure pads, to the auxiliary hardware controllers situated in the monitor boxes.

· Speaker cables. These connect the speakers to the amplifiers inside the PC rooms and thence to the soundcards inside the PCs.

· Printer cables. These include all the cables which connects the Crystal Dome and Checkin computers to the printer via a dataswitch and serial to parallel converter.

1.6
Remote Access System.

This is a connection to Cyberdrome’s UK office via a modem and telephone line for use in diagnostics of the maze computers and to give access to statistics and team logs. It may also be used to download new software. 

2. Repair/replacement of faulty hardware.

2.1 Bulbs. (This refers only to the bulbs in the pushbuttons.) 

Remove panel to gain access to the rear of the pushbutton. (Panels will require a special security driver or allen key supplied by Cyberdrome.) Remove white plastic microswitch/bulb holder assembly from the black button bezel. This is a push fit and just needs to be gently pulled off. This will expose the bulb which is then easily removed. Replace by inserting new bulb in position. Make sure the replacement bulb is 12v 100mA. This is identified by a green  filament holder inside the bulb. Refit the microswitch/bulb holder assembly into the button bezel. Refit panel.  

2.2 Fuses. 

Only the Crystal Dome has fuses which may be changed by the operator. The fuse values and locations are indicated on a diagram inside the Crystal Dome martialling box.  Normally a fuse goes because there is a fault. Therefore it is essential to establish whether or not there is a fault before using up too many fuses. Replace fuse and run the Crystal Dome as normal. If the new fuse blows then there is a fault. Report any symptoms of faults to Cyberdrome as soon as possible, as it may be possible to diagnose and fix the problem over the telephone.

2.3 PCs. 

Once it is established that a PC is faulty, it should be replaced as follows:

2.3.1 Maze Administration Terminals (Checkin, Central Controller and Admin). 

The function of a faulty MAT be may transferred to another, eg. using the Admin terminal as a central controller. Once this is done, contact Cyberdrome and a replacement will be sent. Remove the faulty PC by switching off at the mains socket and the switch on the front panel and carefully removing all attached cables, noting where they were plugged in. Cables have been designed so that it is impossible to reconnect into the wrong sockets. All MATs should have a mains, keyboard, monitor and network cable attached. The checkins also have a cable from their martialling box which controls the card reader. The admin terminal also has a cable for the modem which is part of the remote access system.

Once the PC is fully disconnected, send it back to Cyberdrome. When the replacement arrives, connect up the cables as they were and switch on. The PC should then be configured as the terminal it has replaced by typing <alt> C when prompted and selecting the option: “Central Controller”, “Admin” or “Checkin” as appropriate.

2.3.2
Login PC

The maze may be successfully operated with only 2 Logins, until the replacement arrives. Switch off the PC at the mains socket and on the front panel. Disconnect all other cables. These PCs also have tracker ball cables plugged into the ports, which come from the martialling box. When the replacement has arrived, simply connect up as before and switch on. The PC should then boot up automatically as a login. 

2.3.3
Game PC 

Once the fault is established, take the game offline and inform Cyberdrome. Switch off at the mains and on the front panel. Disconnect all cables. These should be mains, network, global bus, sound and video cable(s). Take note as to which video cable goes into which socket, as these are identical. Return the PC to Cyberdrome and await replacement. When the replacement arrives, connect up as before. If the team and player screens are interchanged,  simply swap the cables at the back of the PC. 

2.3.4
Crystal Dome PC 

A spare dome computer is always kept on site as this is the most critical PC. Switch off at the mains and on the front panel. Switch off the martialling box power. Disconnect all cables except the grey ribbon cable which goes inside the PC; this should be disconnected from the inside of the martialling box. The other cables should be mains, network, two audio (music & voice), video and printer. Take note as to which audio cable goes into which socket, as they are identical. Connect up the spare as before. If the music and voice are interchanged,  simply swap the cables at the back of the PC. When finished, switch on the martialling box and the PC. It should boot up correctly and be ready for operation.

2.4
Panels

Using the security drivers provided, unscrew the securing bolts and remove panel gently, taking care not to strain the cables. Remove the power connector(s)  (coloured wires) by pulling away from the board and the data cable(s) (grey) by lifting the locking tag on the underneath of the plug before pulling clear. Do not attempt to pull the data cables out without releasing the locking mechanism as this will result in damage to the plug. Do NOT allow the cables to fall back into the studwork, as they can be very difficult to recover! Replace with spare and reconnect as before. Refit the panel and test by playing the game before fitting  the securing screws.

2.5 
Monitors

Remove the front panel using the security drivers provided. The whole front will swing down on its hinge. Gently ease the monitor forward and remove the mains cable. Then remove the video cable. If the securing screws on this have been done up, it may require two people, one to hold the monitor and one to undo the screws. To replace, simply refit the cables and place monitor back in the box. Check the picture before putting the front panel back, adjusting position and brightness as necessary.

2.6 Network. 

Network faults manifest themselves in the same way that a failed CC does, ie “network not found” is displayed on the games and checkins and admin are unable to function. In this case, the central controller is also unable to communicate with anything.

Most network faults are caused by operators/technicians not reconnecting network cables properly or forgetting to refit terminators. Occasionally, a problem is caused by a faulty connector or damaged cable, but these are rare. Once installed, the network should function correctly without the need for reconfiguring. The best way to find a network fault it to find out who last changed a PC or a cable on the network. 

2.7 
Printer 

The printer is shared between the Checkin and the Crystal Dome, where it is used to print out daily statistics and certificates respectively. Both PCs use a serial data link and a data switch selects which is currently in use. Set the switch to “Certificates” for normal use and “Checkin” for printing statistics.

It is a Hewlet Packard Deskjet. Maintenance and operation of this are covered in the user manuals provided, which give details on how to change ink cartridges, remove a paper jam etc. The printer is supplied with a printer support pack, which includes a maintenance contract with a local Hewlet Packard agent. All other printer problems should be referred to the local agent.

3. Test Software

3.1
Introduction & Usage

Every PC in the maze contains the full suite of standard test programs. This software is normally used only by Cyberdrome technicians, but it may be necessary for site staff to use the test programs to enable Cyberdrome to perform diagnostics over the telephone.

Every PC in the maze contains a suite of standard test programs. There is also an engineering mode for games (but not MATs). This is accessed by the use of engineering cards, and was developed for use by Cyberdrome staff only. This facility, although available, is currently neither supported nor guaranteed by Cyberdrome.   

3.2 Access

To access these, use the following procedure:

· Connect a keyboard to the PC and check that any hardware attached to the PC (including the amplifier box, GCB transceiver box or martialling box for a game station) is powered up.

· Re-boot the PC (Power on or Hard Reset) and wait until the white ‘CYBERDROME BOOT UTILITY’ screen is displayed. Type “<ALT> T” while this screen is displayed (it stays for three seconds) to get to the test programs menu. Then select the required test program by using the arrow keys and pressing return or typing the test number.

· Typing  ESC will boot the PC into DOS mode, showing the C:\ prompt. The test programs may be also be accessed from here by typing “TEST” to run the test utilities launcher. 

· After running the test programs the machine should be switched off, then on again to re-boot for normal use within the maze.

4. Utilities

A suite of programs exists to facilitate copying and processing of logs. These are:

Copylogs.exe. This program is installed in the \UTILS directory on the CC, Admin and Checkin hard disks. It is used by the Operations Manager for daily accounting printouts. It requires a blank formatted floppy disk in drive A:. The function of the program is as follows:

· First it asks the user to set the date for which log files are to be copied.

· Next it identifies the MAT type ie CC, ADMIN or CHECKIN

· Next it checks to see if the files it is going to copy already exist on the target disk. If they do then it offers OVERWRITE or ABORT options.

· Finally, if running on Checkin 1, it automatically runs CHSTATS. This displays the day’s statistics on the screen and produces a printout (note: data switch must be set to Checkin).  

Chstats.exe. This is a program to produce statistical information on the checkin logs eg. totals, adult / child ratio’s etc.

5. Off-site maintenance support

Returned faulty parts must include a completed equipment repair form (copies supplied).  

The printers are supplied with  on-site maintenance support packs; please use these in the event of printer problems. 
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