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SERVICE MANUAL 7y

ISSUEDATE:Sep. 7, 2016

IMPORTANT

P Please read the manual carefully and keep it in mind before
using this machine,

» Put this manual within touch of your reference in anytime,




PRECAUTIONS FOR USE

The following safety precautions are given throughout this manual. They must be strictly followed to protect those
who install, use or maintain this product as well as to protect players, visitors and property.

For safty reasons.

The following suggestions should be adhered to:

:

A WARNING
Disregarding could result in serious injury.

[

AC AUTION
Disregarding could result in injury or product damage.

« The following graphic suggestions describe the types of precautions to be followed.

A Q
Indicates a care should be taken Forbidden.

E
:

<

Indicates a matter which must be performed.

= Precautions to be followed:

-

Certain procedures require a qualified in-shop maintenance person or industry specialist. For such
instructions, a qualified person must take care of the jobs.
* Otherwise an electric shock, machine trouble, or a serious accident may result.

* Replacing the machine parts, inspecting and maintaining the machines, and troubleshooting must be assigned only
to a qualified in-shop maintenance person or industry specialist. This booklet gives instructions that hazardous jobs in
particular must be handled by an indusiry specialist. Glualified in-shop maintenance person and industry specialist are
defined as follows.

Qualified in-shop maintenance person
= A service staff shall have expenence in operations of game machines. The staff shall be responsible for assembly,

installation, inspection and maintenance of the machine.

Industry specialist
« An industry specialist must be engaged in designing, manufactunng, inspecting and servicing amusement machines.

He or she must have an education in electrical, electronic and mechanical engineening, and routinely maintain and
repair amusement machines.




PRECAUTIONS FOR USE

[ﬂ WARNING ]

rlfthere is any abnormality such as smoke,
bad smell or abnormal noise being emitted %
from the machine, immediately turn OFF the
main power switch and unplug the power cord from
the receptacle to stop operating it.
* Using the machine in abnormal conditions could result
in fire or accidents.

'\1\.

In case of abnomiality

1. Turn OFF the main power switch.
2. Unplug the power cord from the receptacie.
3 . Contact your nearest dealer.

Do not leave the power cord plugged in

improperly or covered with dust.
*Doing so could resu t the power cord

periodically.

\

[ﬁ. CAUTION j

'fbu not use this product anywhere other than
industrial areas.
* Using in a residential area or an area next o a

residential area could affect signal reception of radios,
television sets, telephones, efc..

* Do not give shock the surface of glass products.

* Please do not play this game if
* When you do drinking;
* When your physical condition is not normal,
= When you are in pregnancy;
= When you have on a pulse controller;
= When you have recently experienced a cramp or fainting
away while watching TV.
= Avoid excessive force/shock while playing/moving the

game.
= While do games, pay atiention to surrounding.

Do not plug or unplug the power cord with wet
hands.

N
O

In handling the power cord, follow the
instructions below.

* Do not damage the power  + Do not modify the power
cord. cord.

* Do not bend the power = Do not twist the power
cord excessively. cord.

= Do not heat the power = Do not pull the power
cord. cord.

* Do not bind the power = Do not stand on the power
cord. cord.

* Do not sandwich the < Do not drive a nail info the
power cord. power cord.

If the power cord or power plug becomes damaged,
stop using the machine immediately and ask your
nearest dealer to replace the parts.




PRECAUTIONS FOR USE

N
[11 WARNING jl

fEe sure to consult an industry specialist when setting
up, moving or transporting this product.

* This product should not be set up, moved or transported
by any one other than an industry specialist.

* When installing this product, set the 4 leg levelers evenly
on the floor and make sure that the product is installed
stably in a honzontal position. Unstable installation may
result n injury or accident.

* When installing this product, do not apply undue force on
movable parts. Otherwise, injury and accident may result,
or the product may be damaged.

The machine for indoor usage only does not ®
install outside.
* Rain or moisture. S
* Direct sunlight.

* Direct heat from air-conditioning and heating equipment,
efC..

* Hazardous flammable substances.

* Otherwise an acadent or malfunction may result.

Do not set the game machine up near
emergency exits.

Protect the game machine from:

Do not place containers holding chemicals or ®
water on or near the game machine.

Do not place objects near the ventilating holes. ®

Do not bend the power cord by force or place
heavy objects on it.

Never plug or unplug the power cord with wet
hands.

Never unplug the game machine by pulling the
power cord.
\.

~

[11 CAUTION j

rfElre sure to use indoor wiring within the specified
voltage requirements. For extension cord, use the
specified rating or more.

Be sure to use the attached power cord.

Never plug more than one cord at a time into
the electrical receptacle.

O
O

Do not lay the power cord where people
walk through.

Be sure to ground this product.

Do not exert excessive force when moving
the machine.

For proper ventilation, keep the game machine
100mm(4") away from the walls.

Do not alter the system related dipswitch settings.




PRECAUTIONS FOR USE

~

[A WARNING JI

" Be sure to turn OFF the main power switch
and unplug the power cord from the

receptacle before inspecting or cleaning the
machine.

When replacing parts, be sure to use parts of
the correct specifications. Never use parts
other than the specified ones.

Opening inside the machine shall be done by
machine specialist only as high electric

current is being sent inside. For game machine with
monitor, a care should be taken while opening its
back door. If not, a damage to the inside parts or the
monitor may occur.

If the sub power switch of the service panel

is turned OFF without turning OFF the main C
power switch of the power supply unit, some
parts in the units remain live. When opening the
back door, be sure to turn OFF the main power
switch and unplug the power cord from the
receptacle.

Strictly refrain from disassembly and repair
of parts which are not indicated in this
manual, as well as settings and remodeling.

To clean the game machine, wipe it with a soft cloth

dampened in a neutral detergent.
* Using thinner of other organic solvent or alcohol may

decompose the matenal.

* Electrical shock or equipment failure could be caused
by water entering the inside of the machine.

h rf\‘.‘.tn::nm|:n:m«|=.~nt5 in the game are sensitive to

(A CAUTION J

vibrations and impact. Care should be used

when moving and transporting the game
machine.

Be sure not to let the machine tip over.

Before moving the machine, be sure to turn
OFF the main power switch, unplug the
power cord from the receptacle and remove
the power cord form the machine.

€

Before moving take the machine, off the levelers and
move it on the casters.

Avoid excessive force while moving the machine.

LE SR ERENEEENENEREEENEREERENENEERENESENENENENREDSHNH}.]

PRECAUTIONS
IN HANDLING

" N

* When setting up, inspecting, maintaining, moving or
transporting this product, follow the procedures and
instructions set forth in this manual and perform such
work safely.

* Do not set up, handle, inspect, maintain, move or
transport this product under conditions equivalent to
the condition of "WARNING" or "CAUTION" specified
in this manual.

* If a new owner is to have this product as a result of
transfer, etc_, be sure o give this manual to the new
owWner.

. A



PRECAUTION D’EMPLOI

Les consignes de sécurité suivantes sont données dans ce manuel. Elles doivent étre strictement suivies pour
protéger ceux qui les installent. Utiliser ou entretenir ce produit pour la sécurité des utilisateurs, des visiteurs et

desb

iens.

Pour des raisons de sécurité.

:

Les suggestions suivantes doivent étre respectées:

AATTENTION
Le non-respect peut entrainer des blessures graves.

[

APRUDEHEE
Le non-respect peut entrainer des blessures ou des dommages au produit.

Les suggestions graphiques suivantes decrivent les types de precautions a prendre.

A N
Indique qu'attention est requise. Interdit.

[
:

<

Indique que quelque chose doit étre effectuée.

-

Les precautions a prendre :

-

Certaines procédures exigent une personne de maintenance qualifiée en atelier ou un spécialiste
de lindustrie. Pour ces instructions, une personne qualifiée doit prendre soin des travaux.

* Sinon, un choc électrique, un dysfonctionnement de la machine, ou un accident grave peut en résulter.

* Remplacement des piéces de machines, linspection et la maintenance des machines, et le dépannage doit &tre
aftribué qu'a une personne de maintenance qualifiée en atelier ou spécialiste de lindustrie. Cette brochure donne des
instructions que les emplois dangereux, en particulier, doivent étre traités par un spécialiste de |industrie. La
personne de maintenance qualifiée en atelier et le spécialiste de lindustrie sont définis comme suit.

La personne de maintenance qualifiée en atelier

* Un personnel de service doit avoir de l'expérience dans les opérations de machines de jeux. Le personnel est
responsable pour I'assemblage, l'installation, linspection et l'entretien de la machine.

Le spécialiste de l'industrie

* Un spécialiste de lindustrie doit étre engagé dans la concepfion, la fabrication, linspection et l'entretien des appareils
d'amusement.
Il ou elle doit avair une formation en génie électrique, électronique et mécanique, et de maintenir réguliérement et de
réparer les appareils d'amusement.




PRECAUTION D’EMPLOI

[ﬁ ATTENTION ]

odeur ou bruit anormal emis par la machine,
couper immediatement l'interrupteur principal e
debranchez le cable d'alimentation de la prise pour
arréter son fonctionnement.

* L'utilisation de |'appareil dans des conditions

ffSi il y a une anomalie comme fumee, mawaisng k

anormales peut provoguer un incendie ou un accident.

En cas d'anomalie

1. Mettez linterrupteur principal sur ARRET.
2. Débranchez ke cable d'alimentation de la prise.
3. Contactez votre revendeur le plus proche.

Ne pas brancher le cable d'alimentation
incorrectement ou le laisser étre recouvert ®
de poussiere.

Cela pourrait nuire le cable d'alimentation.

[ﬁ. PRUDENCE j

r’hn pas utiliser ce produit ailleurs que dans
les zones industrielles.
« L'utiliser dans une zone résidentielle ou d'une zone

a coté d'un quartier résidentiel pourrait nuire a la
reception des radios, téléviseurs, téléphones, etc.

« Ne donnez pas de choc a la surface d'un produit en
verre.

» Sl vous plaft ne pas jouer 4 ce jeu.
* Quand vous buvez,
* Lorsque votre condition physique n'est pas normale;
* Lorsque vous étes dans une période de grossesse,
* Lorsque vous avez un contrileur dimpulsion;
* Lorsque vous avez récemment subi une crampe ou
évanouissement en regardant la télévision.
» Evitez une foroe excessive / un choc pendant la lecture / de
déplacer le jeu.
» Quand vous jouez les jeux, faite attention aux alentours.

Ne pas brancher ou débrancher le cable ®
d'alimentation avec les mains mouillees.

Dans la manipulation du céble d'alimentation, ®
suivez les instructions ci-dessous.

* Ne pas endommager ke cable  » Ne pas modifier le cable
d'alimentation. dalimentation.

» Ne pas plier ke cible = Ne tordez pas le cable
dalimentation de maniéne dalimentation.
EXCEssive. « Ne tirez pas surle cable

» Ne pas chauffer le cible dalimentation.
dalimentation. « Ne moniez pas sur le cable

* Ne pas lier le cible dalimentation.
dalimentation. = Ne pas metire un clou dans

= Ne pas prendre en sandwich ke b cible dalimentation.
cable d'alimentation.

Si la fiche du cable d'alimentation ou est
endommageé, cessez immediatement d'utiliser la
machine et demandez a votre revendeur le plus
proche de remplacer les piéces.




PRECAUTION D’EMPLOI

[11 ATTENTION ] [a PRUDENCE j

" Assurez-vous de consulter un spécialiste de Y\ ( Veillez 4 utiliser le cablage intérieur selon les
lindustrie lors de la mise en place, du déplacement exigences de tension specifiées. Pour une
ou le transport de ce produit. rallonge, utilisez la notation spécifiée ou plus.

* Ce produit ne doit pas éfre mis en place, déplacé ou
transporté par une quelconque autre qu'un spécialiste
de lindustrie.

« Lors de linstallafion de ce produtt, installez 4 niveleurs
de pieds uniformément sur le sol et assurez-vous que
le produit est installé de fagon stable dans une position Ne jamais brancher plus d'uncordon 2 la fois ®
horizontale. Une installation instable peut entrainer des dans la prise électrique.
blessures ou un accident.

» Lors de linstallation de ce produit, ne pas appliquer
une force excessive sur les piéces mobiles. Sinon, des L,
blssures et des accdents peuvert y résulor, oulo | | Ne pas poser e cordon dalimenttion o les
produit peut étre endommagé.

La machine pour une utilisation en intérieur ®
uniquement, ne pas installer a 'extérieur.

N'installez pas la machine de jeu prés des
issues de secours.

Veillez a utiliser le cordon d'alimentation foumi.

Soyez siir de mettre a la terre ce produit. 9

Ne pas exercer une force excessive lors du ®
Protéger la machine de jétl de: ® déplacement de la machine.
* L'humidité ou la pluie.
* La lumiére directe du soleil.
* La chaleur directe de la climatisation et du chauffage, Pour une ventilation correcte, garder la
etc... machine de jeu 100mm (4 ") loin des murs.
* Des substances inflammables dangereuses.
* Sinon, un accident ou un dysfonctionnement.

Ne pas placer les récipients contenant des ® Ne pas modifier les réglages des commutateurs
produits chimiques ou de I'eau sur ou prés de DIP lices au systeme.
la machine de jeu.

Ne placez pas d'objets a proximite des orifices ®
de ventilation.

Ne pas plier le cordon d'alimentation par la ®

force ou de placer des objets lourds au-
dessus.

Ne jamais brancher ou débrancher le cordon ®
d'alimentation avec les mains mouillées.

Ne jamais débrancher la machine de jeu en
tirant le cable d'alimentation. ®

- AN




PRECAUTION D’EMPLOI

[& ATTENTION j

-

N
Veillez 2 éteindre I'interrupteur d'alimentation %
principale et débranchez le cordon

d'alimentation de la prise avant d'inspecter oude
nettoyer la machine.

une partie des spécifications comectes.
Ne jamais utiliser de piéces autres que celles
spécifiées.

Lors du remplacement des pieces, veillez a utih&

effectuée par le spécialiste de la machine
seulement, comme le courant électrique éleveé e
transmis a l'intérieur. Pour la machine de jeu avec le
moniteur, un soin doit étre pris lors de l'ouverture
de sa porte arriére. Si non, une détérioration des
pieces a l'intérieur ou a I'8cran peut se produire.

L'ouverture a l'intérieur de la machine doit itl'H@

Si l'interrupteur secondaire du panneau de
service est éteint sans éteindre le
commutateur d'alimentation principale de I'unité
d'alimentation, certaines parties dans les unités
restent sous tension. Lors de 'ouverture de la porte
arriére, veillez a éteindre l'interrupteur
d"alimentation principale et débranchez le cordon
d'alimentation de la prise.

Il est strictement conseiller de s'abstenir de
demonter et de réparer des piéces qui ne sont

pas indiqués dans ce manuel, ainsi que les
parameétres et le remodelage.

Pour nettoyer la machine de jeu, 'essuyer avec un
chiffon doux imbibé avec un détergent neutre.

« L'ufilisation plus mince d'un autre solvant organique ou
de l'alcool peut décomposer le matériel.

« Un choc électrique ou une défaillance de l'éguipement
pourraient &tre causés par la pénétration de 'eau a
lintérieur de la machine.

(A PRUDENCE )

/ Les composants de la machine de jeu sont
sensibles aux vibrations et aux chocs. Il faut

faire attention lors du déplacement et le transport de
la machine de jeu.

Veillez a ne pas laisser la machine se renverser.

Avant de déplacer la machine, veillez a

éteindre l'interrupteur d'alimentation

principale, débranchez le cordon d'alimentation

de la prise et débranchez le cordon d'alimentation de
la machine.

Avant de déplacer la machineg, la mettre hors des
niveleurs et le déplacer sur les roulettes.

Eviter une force excessive lors du déplacement de la
machine.

LA R R ENENEREREEERENEENREREREERERENEENLENENENEENRNERDNHE.]

[ J

*Lors de la mise en place, [linspection, lentretien,
déplacement ou le transport de ce produit, suivez les
procédures et les insiruclions énoncées dans ce
manuel et effectuer ce travail en toute sécurité.

PRECAUTIONS LORS
DU MANIEMENT

-

*Ne pas metire en place, manipuler, inspecter,
entretenir, déplacer ou transporter ce produit dans des
condifions équivalentes & létat de "ATTENTION" ou
"PRUDENCE" spécifiée dans ce manuel.

* ISi un nouveau propriétaire obfient ce produit a la suite
d'un transfert, etc., soyez sir de donner ce manuel au

I nouveau propriétaire.
A




CONTENTS

7-8. TOKEN FND PCB, TICKET FND PCB, -.......P28

1. SPECIFICATION AND vresennnnnns PO2 JACKPOT FND PCB ERROR
DIMENSION 7-9. IN CASE OF MALFUNCTION OF .« veveeenn P30
HOPPER
_ S Snet P02
o TMEOe P02 7-10. IN CASE OF MALFUNCTION OF -----eeeo...P30
1-2. SPECIFICATION TARGET BONUS WHEEL
1-8. NAME OF PARTS bRV 7-11. IN CASE OF MALFUNCTION OF ----srv...P31
1-4. STICKER LOCATION AL PUSHER MOTOR
1-5. COMPONENTS corssnannannns POS 7-12. SOUND ERROR crenineannan e P32
92 NSTALLATION cereeennenn.PO5B 7-13. COIN SELECTOR ERROR PPPOMPSPPORH o <
E_I INSTALLATI‘DN SPACE _""""""_Pﬂﬁ ?_l4+ TIGKET DISPENSEH EHHDH --------------F'Sd'
[BILLBOARD] 8. EXPLODED VIEW TR
2-3. HOW TO INSTALL N
[COIN & CARD] 8-1. MAIN CABINET PART esssinassne P36
3. GAME CHARACTERISTICS  -veeeveee...PO9 8-2. BILLBOARD-L PART P38
4. HOW TO PLAY P09 8-3. BILLBOARD-R PART PO
5. SETUP SETTING PRRROTN - |1 8-4. SCORE BOARD PANEL PART  ....oee.e....P38
5-1. MACHINE SETUP sannannanna P10 8-5. PUSHER PANEL PART AT o .|
5-2. SETUP MODE YOI o & 8-6. TARGET WHEEL PART esnnenesn P4
5-3. CLEAR MODE oL 8-7. FRONT FRAME PART ernssnnnse P42
5-4. TEST MODE ceossenneans P18 8-8. CARD DISPENSER PART ceiereeeennn P43
& ceneenseennen P22
5-5. ERROR CODE 8-9. SMPS PANEL PART rnrennnnn P44
6. HOW TO REPLACE MAJOR  ..............P23 -10. MAI T ST 7. .|
COMPONENTS 8-10. MAIN PCB PAR
_ 8-11. FRONT PANEL PART eivsennnn P45
6-1. Replacing COIN SELECTOR -« +:-....P23
& MAIN PCB B-12. TICKET DISPENSER PART srassrannnen P49
6-2. Replacing WHEEL MOTOR ...........P24 8-13. COIN SHUTE RAIL PART pridbiitinPile
-3. i TOR .........P24
6-3. Replacing PUSHER MOTOR 8-14. CABINET CENTER DECO e P4B
7. TROUBLESHOOTING it P LIGHT PART
7-1. IN CASE OF POWER FAILURE 8-15. FRONT GLASS DOOR PART  «ovoveeenn P47
2_5 GHUTE SENSOR PCB ERFOR 8-16. SETUP PANEL PART v P48
' S
- cernrnnannan P48
7-3. WHEEL LED PCB & UPDATE P TR LT
WHEEL LED PCBERROR  pog 8-18. HOPPER PART RN .2
7-4. BUTTON LED PCB & COIN CHUTE 8-19. CARD DECO LAMP BKT PART -« evevevnene P50
LED PCB ERROR I = = i
7-5. WHEEL FLEXIBLE LED & COIN el LB R ot
FLEXIBLE LED & CENTER FLEXIBLE 8-21. FRONT ROLLER PART veerinee e PBI
LED ERROR S
8-22. COUNTER HOPPER PART fdiiinsnsi a1

7-6. INNER LED, FRONT CARD LED, TOP
LED, BILLBOARD LED ERROR ...p28 9. HOW TO ADJUST FRONT ROLLER ASS'Y +++evsweee-P52

7-7. PUSHER ENCODER PCB & WHEEL CONVEYOR BELT
ENCODER PCB ERROR  .............P29 10. BLOCK DIAGRAM veisssesnnes P53

i



1. SPECIFICATION AND DIMENSION

976 [mm)-38[inches)

1-1. DIMENSION
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1-2. SPECIFICATION
DIMENSION (W x D x H) 1861 x 976 x 2509 (mm)
KRS (WX D xH) 1900 x 1150 x 2030 (mm)
WEIGHT 380kg [ WEIGHT INCLUDING : 425 kg ]
(kg) PACKAGING ]
VOLTAGE AC 230V
FREQUENCY RANGE 50Hz
CONSUMPTION 500 W
CERTIFICATION CE

2509[mm]-99(inches)




1-3. NAME OF PARTS

REAR DOOR

CARD DISPENSER PART

TICKET DISPENSER ::ki

TARGET WHEEL PART

PUSHER PANEL PART

AC INPUT PART

e,

SMPS PANEL PART S 3.
|||}~ MAIN BOARD PART =
L=

RT =

BILLBOARD L PART

SPEAKER
MAIN CABINET

SCORE BOARD PANEL PART
COIN 5HUTE RAIL PART

e =

REAR ELEVATOR HOPPER PART



1-4. STICKER LOCATION

[IIﬁII]I |
lIIIIIJI””I |

DO NOT PUSH OR HIT THIS.

GAME IS EQUIPPED

g —™ e .| 1T wouLD BE DAMAGED.
‘ ' WITH SHAKE ALARM CAUTION
g =h ALARM WILL SOUND
: IF SHAKEN

‘Pl eOninoUs prosnon T kura he powss switch on from off status,
o it ol ik, phinil conly il thvl Plema bry it in 10 secoads from your tursing 04

[Tnsufficient = fWARRANTY). |
N | cains L =4




1-5. COMPONENTS

MO. FART MAME SPEC. aTy
1 | AC POWER CORD, MANUAL - &f’*‘ﬁ g 1
2 COIN - O 2200
3 | CARD B D 600
4 | CARD HEAVY PUSH BKT E E@%p 1
5  KEY 6001, 7001 o3 2
6 BOLT M4 x 10L & 30
7 WRENCH 2.5mm, 3mm, 4mm  _=" 1
2. INSTALLATION

2-1. INSTALLATION SPACE

- Need to have installation place,
Maintenance Zone & Play zone should have at least
2500mm x 2500mm each.

TMPORTANT>

- Once you set up the machine with required game-play
area, when installing this product, set the 4 leg levelers
evevly on the floor and make sure that the product is
installed stably in a hornizontal position.
Otherwise the set winning percentage
can be twisted.

= '
NUT / /I
1 ] |'/i:f__,ﬂ/ MAINTENANCE
ADJUSTER— 4 S Jr,f ZONE
9 CASTER
y




2-2. HOW TO INSTALL

- After unpacking the machine packing, conncect billboard and acryl (1)~ (7)in sequesce
as like below diagrams. (M4 bolts, 30 EA)

- Finish it as like | 2 |picture,




2-3. HOW TO INSTALL [COIN & CARD]

- Using by 7001 key, open 1,2P front door - Detach the cover after unlocking bolts in

and then take out coins after open the coin front and side of elevator hopper cover.
box using by 6001 key,

- Put 1100 coins each for 1P and 2P in Front - Then, push select button among SET UP

Hopper, buttons and perform Perform by pushing
Select button as OPERATION MENU f

PLAYFIELD SETUP / PUSHER TABLE SET.A

in order,

- After selecting 1P, 2P, 1P+2P, supply
1000 coins to PUSHER BASE PANEL by
Hopper.

- Then, put some of cards, which is included
in Accessart Part, onto CARD DISPENSER and
then lay H frame to fix it.



- Complete the supply of coins and cards - On column [5], Set 10~12 cards above coins

as like picture |5 supplied on PUSHER BASE PANEL as like the
picture,

* On initial setting, put some of cards onto
PUSHER BASE PANEL then finish the setting. Then, maintain 8~10 cards on playing,



3. GAME CHARACTERISTICS

3—1. World Famous Characters,
3-2. Beautifully Styled Cabinet.

3-3. LED Lighting,

4. HOW TO PLAY

* Players must skillfully time the release of a token through moving targets to drop tokens,
win free plays, and score cards that fall over the edge!



0. SETUP SETTINGS

9-1. MACHINE SETUP
1. HOW TO ENTER SETUP MENU

I] There is "Control panel” inside cabinet. User may set any setting using following,

& &

LCD

P 2P
RESET—r=— @ @ =+ RESET
COIN IN——- -——c-::rm IN
TICKET OUT—{ - -——T|{_‘:|{ET ouT

[+

acsw— - [l .%:—VGLUME

[ CONTROL PANEL ]
2. SETUP BUTTON LAYOUT

MENU/ | 1)[ *+ ]Up/Down Key : Menu Up/Down move
'k@ SELECT CANCEL 2) [ = —+] Left/Right Key : Change Setting value
3) MENU/SELECT key : Set up Menu mode, Select perform

- ~ a
’—b_}jq—l—r Hj',};‘—l @;‘ © 4) CANCEL key : Exit

-

CHANGE - CHANGE
Momally Service In,
@ @ On ERRD_E, use to ca!'lce_l ERROR.
* 1Credit per 1 service in
1P RESET 2P RESET
[ OPERATION MENU ]

PUSH MENU BUTTON. [SELECT BUTTON: TO ENTER]

## OPERATION MENLU ##

PROGRAM SETTING SETUP MODE

CLEAR MODE CLEAR MODE

BOOKKEEPING DATA VIEW INT-DATA

FACTORY-SETTING SETS GAME TO DEFAULT

TEST MODE TEST MODE

PLAYFIELD-SETUP PUSHER TABLE SETTING

GAME MODE RETURN TO THE GAME

-10-



9—-2. SETUP MODE

SETUP MODE
LCD DISPLAY DESCRIPTION RANGE DEFAULT
SETTING
TICKET / TOKENM : 2 SET TICKET Q'TY PER MEDAL DROPT MONE, 0.1, 0.125, 0.2, 0.25 2
ON COUNT HOPPER. ,033051,2 34,5
PLAYS / COIN SET SET PLAYS(CREDITS) Q'TY PER COIN. (REFER TO THE TABLE
IN CASE OF USING COIN OR SWIPE BELOW)
CARD IN COMNTIMUE, DIFFERENT
PLAY(CREDITS) ARE PAID ACCORDING
TO THE CONTINUOUS SWIPING
MUMBERS.
PLAYS / BILL SET SET PLAYS(CREDITS) Q'TY PER (REFER TO THE TABLE
INSERTED BILL. DIFFERENT BELOW)
PLAY(CREDITS) ARE PAID ACCORDING
TO THE INSERTED BILL AMOUNT.
GAME TYPE SET : A CHAGE THE VALUE OF ROULETTE & (REFER TO THE TABLE
WHEEL LED BELOW)
DEFAULT
JP SCORE : 5000 SET JACKPOT BASIC POINTS. 500 ~ 9000 5000
(INCREASED BY 500)
ST-SCORE SET SET PAY AMOUNT IN CASE OF BONUS | (REFER TO THE TABLE
TOKENS ROULETTE. BELOW)
ST-TYPE : TOKEN SET THE WAY OF PAYING IN CASE OF | TICKET or TOKEN TOKEN
BONUS TOKEN
TICKET : TICKETS
TOKEN : DISPENSING TOKEM
WHEEL LED SET SET THE FUCTION FOR EACH SECTOR | (REFER TO THE TABLE
OF WHEEL LED BELOW)
PLAYS/CARD : 50 SETTING FOR WINNING CARD PER NOME, 1 ~ 500 50
MUMBER OF PLAY. (INCREASED BY 10)
SETTING VALUE STANDS FOR PLAY
COUNTS, CARD DISPENSING IS
ALLOWED OMLY 1 TIME UNTIL SETTING
VALUES. NO MORE CARD IS DISPEMNSED
UNTIL SETTING VALUE.
IN CASE OF NO WINNING CARDS UNTIL
SETTING VALUE, 1 CARD WILL BE
AUTOMATICALLY DISPENSED AT THE
LAST PLAY COUNTS OF SETTING VALUE
PAYOUT SET : 10 SET TICKETS PAYING RATES PER 1COIN | 2 ~ 50 10
OR 1SWIPE 1% (INCREASING BY 1)

(CONTROL THE SPIN SUCCESS BY THE
SETUP VALUE)
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WHEEL SPEED : 3

SET THE WHEEL ROTATING SPEED.
1: AROUND 15 SECONDS PER 1
ROTATING

2 : AROUND 14 SECONDS PER 1
ROTATING

3 : AROUND 13 SECONDS PER 1
ROTATING

4 : AROUND 12 SECONDS PER 1
ROTATING

5 : AROUND 11 SECONDS PER 1
ROTATING

1~5 3
(INCREASED BY 1)

MERCY TICKET : 0 SET NUMBER OF DISPEMSING TICKET 0~10 0
PER COIN (INCREASED BY 1)
DEMO SOUND : ON SET DEMO SOUND ON OFF OFF / ON ON

SAVE AND EXIT

SAVE AND EXIT

SELECT BUTTON TO PERFORM

SETUP MODE

-> PLAYS /COINS SET.

* SET UP PLAY(CREDITS) PER COIN OR SWIPE.

- IN CASE OF SWIPING THE CARD IN SEQUENCE TILL 5 TIMES WITHOUT USING CREDIT,
PLAY WILL BE INCREASED AS BELOW. AND, FROM 6TH TIMES, 1 SWIPE VALUE WILL BE
ADDED AGAIN (STANDARD: 5 TIMES)

LCD DISPLAY (1P, 2P
APPLYING TOGETHER) DESCRIPTION RANGE VALUE
COIN UP : x1 Set Minimum Coins to insert for playing 1~9 1
Applying all set up value below. (increment by
Ex) COIN UP : incase of setting as x5 1 unit)
1 x5 COIN > 12 PLAYS : In case 5 coins insert,
12 PLAYs provide
1 x1 COIN > 12 PLAYS Set play No per inserted COIN. FREE, 1 ~ 500 | 12
Set FREE, FREE GAME (increment by
FREE GAME WHEN SETTING IS ON "FREE" 1 unit)
2 x1 COINS > 26 PLAYS Set play No per inserted COIN 26
3 x1 COINS > 42 PLAYS Set play No per inserted COIN 1 ~ 500 42
4 x1 COINS > 60 PLAYS Set play No per inserted COIN (increment by | 60
5 x1 COINS = 75 PLAYS Set play No per inserted COIN 1 unit) 75
SAVE AND EXIT SAVE AND EXIT
CANCEL AND EXIT CANCEL AND EXIT

® PROGRAM SETTING -> PLAYS / BILL SET.
< SET UP PLAY(CREDITS) PER BILL

- BELOW VALUE WILL BE INCREASED FOLLOWING BY THE SIGNAL FROM BILL SELECT.

LCD DISPLAY (o2t L YiNe DESCRIPTION RANGE VALUE
1BILL > 12 PLAYS SET PLAY QTY FOR 1.00$ 12
2 BILLS > 26 PLAYS SET PLAY QTY FOR 2.00$ 1 ~ 500 26
3 BILLS > 42 PLAYS SET PLAY QTY FOR 3.00$ | (increment by | 42
4 BILLS > 60 PLAYS SET PLAY QTY FOR 4.00% 1 unit) 60
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5 BILLS = 75 PLAYS

SET PLAY Q'TY FOR 5.00%

1~ 500

10 BILLS > 175 PLAYS

SET PLAY Q'TY FOR 10.00$

20 BILLS > 400 PLAYS

SET PLAY Q'TY FOR 20.00$

{INCREASED BY 1)

75

175

400

SAVE AND EXIT

SAVE AND EXIT

CANCEL AND EXIT

CANCEL AND EXIT

GAME TYPE SET (SET UP CHANGE 15 RECOMMENDED AFTER FACTORY SETTING)

ROULETTE & WHEEL LED DEFAULT VALUE CHANGE SETUP

* SETUP VALUE CHANGE AS BELOW, ITIS APPLICABLE ONLY AFTER SAVING THE CHANGED SETUP
VALUE AND THEN EXIT FROM PROGRAM SETTING MODE

BONUS TOKENS ROULETTE WHEEL LED
01 02 03 04 05 06 07 BOMNUS TOKENS BONUS CARD
TOKENS PLAYS DROP
A 4 g 4 15 4 8 4 1 2 3 2 2 1
B 5 10 5 20 2 10 5 1 2, 3, 2 2 1
5 10 5 25 2 10 5 1 2, 3 2 2 1

® PRESS SELECT BUTTON ON SPIN TIME SCORE SET OF SETUP MODE THEN IT MOVES TO THE SETUP
MODE AS BELOW

SETUP MODE -> ST-SCORE SET.

* SPIN TIME ROULETTE VALUE CHANGE PER ZONE ( FROM LEFT 01~07)
* CAUTION : IN CASE OF CHANGING BASIC SET VALUE, PAYOUT RATES MAY BE DIFFER.

LCD DISPLAY (1P 2P DESCRIPTION RANGE VALUE

APPLYING TOGETHER)
ST- SCOREQL SET UP 15T LAMP WINNING POINTS 1 ~ 500 4
ST- SCOREO2 SET UP 2ND LAMP WINNING POINTS (increased by 1)
ST- SCOREO3 SET UP 3RD LAMP WINNING POINTS JP : SET FOR
ST- SCOREO4 SET UP 4TH LAMP WINNING POINTS PLAYING JP 15
ST- SCOREQS SET UP 5TH LAMP WINNING POINTS VALUE 4
ST- SCORED6 SET UP 6TH LAMP WINNING POINTS
ST- SCOREQ7 SET UP 7TH LAMP WINNING POINTS
SAVE AND EXIT SAVE AND EXIT
CANCEL AND EXIT CANCEL AND EXIT
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-> WHEEL LED SET
- * SETUP FUCTION AND POINTS PER WHEEL LED

Zone.

(FROM TOP 01 TO 24 IN A CLOCK WAY)

LCD DISPLAY (1P, 2P

DESCRIPTION RANGE VALUE
APPLYING TOGETHER)

W-LEDO1 SPIN > 1 |SET UP 1ST LAMP FUCTION AND | SPIN or PLAY SPIN >
POINTS or CARD or TICKET

W-LED0O2 TOKEN > 2 | SET UP 2ND LAMP FUCTION AND |or TOKEN TOKEN >
POINTS >SET TYPE WITH

W-LEDO3 TOKEN > 3 | SET UP 3RD LAMP FUCTION AND | LEFT DIRECTION TOKEN >
POINTS KEY

W-LEDO4 TOKEN > 2 | SET UP 4TH LAMP FUCTION AND TOKEN >
POINTS 1 ~ 10 {INCREASE

W-LEDOS PLAY > 2 | SET UP 5TH LAMP FUCTION AND | BY 1) PLAY >
POINTS > SET POINT

W-LEDO6 TOKEN > 2 | SET UP 6TH LAMP FUCTION AND | WITH RIGHT TOKEN >
POINTS DIRECTION KEY.

W-LEDO7 TOKEN > 3 | SET UP 7TH LAMP FUCTION AND TOKEN >
POINTS

W-LEDO8 TOKEN > 2 | SET UP 8TH LAMP FUCTION AND TOKEN >
POINTS

W-LEDO9 SPIN > 1 | SET UP 9TH LAMP FUCTION AND SPIN >
POINTS

W-LED10 TOKEN > 2 | SET UP 10TH LAMP FUCTION TOKEN >
AND POINTS

W-LED11 TOKEN > 3 | SET UP 11TH LAMP FUCTION TOKEN >
AND POINTS

W-LED12 TOKEN > 2 | SET UP 12TH LAMP FUCTION TOKEN >
AND POINTS

W-LED13  CARD > 1 |SET UP 13TH LAMP FUCTION CARD >
AND POINTS

W-LED14 TOKEN > 2 |SET UP 14TH LAMP FUCTION TOKEN =
AND POINTS

W-LED15 TOKEM > 3 | SET UP 15TH LAMP FUCTION TOKEN >
AND POINTS

W-LED16 TOKEN > 2 | SET UP 16TH LAMP FUCTION TOKEN >
AND POINTS
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W-LED17 SPIN > SET UP 17TH LAMP FUCTION SPIN
AND POINTS

W-LED18 TOKEN > SET UP 18TH LAMP FUCTION TOKEN
AND POINTS

W-LED19  TOKEN > SET UP 19TH LAMP FUCTION TOKEN
AND POINTS

W-LED20  TOKEN > SET UP 20TH LAMP FUCTION TOKEN
AND POINTS

W-LED21 PLAY > SET UP 21S5T LAMP FUCTION AND PLAY
POINTS

W-LED22  TOKEN > SET UP 22ND LAMP FUCTION TOKEN
AND POINTS

W-LED23  TOKEN > SET UP 23RD LAMP FUCTION TOKEN
AND POINTS

W-LED24  TOKEN > SET UP 24TH LAMP FUCTION TOKEN
AND POINTS

SAVE AND EXIT SAVE AND EXIT

CANCEL AND EXIT

CANCEL AND EXIT
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9—-3. CLEAR MODE

CLEAR MODE
® CLEAR GAME DATA AND BOOKKEEPING DATA
LCD DISPLAY DESCRIPTION PERFORM

CLEAR TICKETS CLEAR CURRENT PAYABLE TICKETS

SELECT BUTTON
CLEAR CREDITS CLEAR CURRENT PLAY

CLEAR XXXX DATA
CLEAR CARD DISPENSER | DELETE THE ACCUMULATED NUMBER OF NONDISPENSED

ARE YOU SURE?

CARDS

YES or NO
CLEAR HOPPER DATA CLEAR CURRENT PAYABLE TOKENS(ELEVATOR HOPPER) "
CLEAR GAME DATA CLEAR GAME DATA & BOOKKEEPING DATA EESTMRMAEIES

CURSER MOVING

EXIT

EXIT

BOOKKEEPING DATA

LCD DISPLAY (1P 2P DESCRIPTION
APPLYING TOGETHER)
-~ TICKETS PER COIN -- | DISPLAY AVERAGE TICKET OUT PER COIN
121 12.8
-——- CARD PER PLAY S-- | DISPLAY AVERAGE DISPENSED CARDS PER PLAY
55 80 | PLAY Q'TY / DISPLAY CARD DISPENSER QUT Q'TY
ce-eee--=COIN IN ------- | TOTAL COIN IN
12 25
----- BILL IN ---—- TOTAL BILL IN
1 3 | ACCUMULATE INPUT PULSE Q'TY
~-—-- SERVICE IN --—-- | TOTAL SERVICE IN
32 75 | PUSH A SERVICE IN BUTTON THEN 1 CREDIT INCREASING
-—--- PLAYIN ---—- | TOTAL PLAY COUNT. (USED CREDIT Q'TY)
60 75
<-eeeo- TICKET OUT --—--- | TOTAL TICKET OUT Q'TY
730 960
-- CARD DISPENSER OUT - | TOTAL CARD OUT Q'TY FROM CARD DISPENSER
2 3
--- REAR HOPPER -- TOTAL Q'TY FROM REAR ELEVATOR HOPPER
260 340
---- COUNT HOPPER ---- | TOTAL Q'TY COUNT FROM COUNT HOPPER
73 9
--- CHECKER INFO --- | DISPLAYS CHECKER PASS TIME
TOTAL 11 15 » CHECKER PASS TOTAL Q'TY
SPIN 4 5 » BONUS TOKENS WINNIG TIMES
PLAY 2 3 » BONUS PLAYS WINNING TIMES
CARD 2 3 » CARD WINNING TIMES,
TICKET 2 3 » TICKET WINNING TIMES
TOKEN 1 1 » TOKEN WINNING TIMES

*dkdk UER ]NFD wkdk

DISPLAY VERSION INFO

CANCEL BUTTON : EXIT
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FACTORY-SETTING INITIALIZE AS FACTORY SETTING VALUE (SET TOTAL DATA CLEAR AMD BASIC GAME
SET UP VALUES)

LCD DISPLAY (PERFORM) LCD DISPLAY (PERFORM)
FACTORY-SETTING FACTORY-SETTING
ARE YOU SURE? REALLY 7
YES or NO RECONFIRM YES or NO
PERFORM AFTER CURSER MOVING PERFORM AFTER CURSER MOVING
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9-4. TEST MODE

TEST MODE
LCD DISPLAY STAUS DESCRIPTION
INPUT TEST (REFER TO BELOW | TEST INPUT SIGNAL
TABLE TICKET FND & TOKEN FND : DISPLAY INPUT SIGNAL
STATUS.
FMD & LED  OFF OFF/ON FMD & LED MOVING TEST
CONFIRM THE MOVING 5TATUS OF FND & LED
WHEEL MOTOR TEST WHEEL MOVEMENT TEST.
1P TEST 01| OFF | OFF/ON TICKET FND : DISPLAY LOCATION INFO.
2P TEST O - DISPLAY SENSOR | TOKEN FND : DISPLAY MOVING STAUS OF ENCODER
STATUS SENSOR.
PUSHER MOTOR TEST PUSHER MOTOR MOVING TEST.
1P TEST 1| OFF | OFF/ON TOKEN FND : ENCODER SENSOR MOVING STATUS.
2P TEST O " DISPLAY SENSOR
STATUS
FRONT HOPPER TEST FRONT ELEVATOR HOPPER MOVING TEST
1P TEST 3| OFF | OFF/ON AFTER DISPENSING 3 MEDALS, STOP AUTOMATICALLY.
2P TEST 3] OFF | DISPLAY SENSOR | TOKEN FND : DISPLAYS MOVING STATUS.

STATUS

REAR HOPPER TEST

REAR ELEVATOR HOPPER MOVING TEST.

1P TEST OFF/ON AFTER DISPENSING 3 MEDALS, STOP AUTOMATICALLY.
2P TEST 3| OFF T DISPLAY SENSOR | AFTER DISPENSING 3 MEDALS, STOP AUTOMATICALLY.
STATUS TOKEM FND : DISPLAYS MOVING STATUS.
COUNT HOPPER TEST COUNT HOPPER MOVING TEST.
1P TEST l = Ef_F__- OFF/ON AFTER DISPENSING 3 MEDALS, STOP AUTOMATICALLY.
2P TEST 3 |OFF [ DISPLAY SENSOR | TOKEMN FND : DISPLAYS MOVING STATUS.
STATUS
MEDAL BRIDGE TEST MEDAL BRIDGE MOTOR TEST
1P TEST 01 OFF | OFF/ON ON-PERFORMING
2P TEST 01 EE?“' DISPLAY SENSOR | TOKEN FND : DISPLAYS MOVING STATUS.
STAUS
FRONT. ENCODER
REAR: SWITCH
CARD DISPENSER TEST CARD DISPENSER TEST
1P TEST 10 | OFF | OFF/ON OM-PERFORMING, IN CASE THERE IS CARDS, STOP
2P TEST 10 E-I?F"‘ DISPLAY SENSOR | AUTOMATICALLY AFTER DISPENSING 1 CARD.
STAUS TOKEN FND : DISPLAYS MOVING STATUS.
FRONT: STACK
SENSOR
CONVEYER TEST CONVEYER TEST
1P TEST 1 |OFF | OFF/ON ON-PERFORMING
2P TEST | 1 EFIE‘"‘ DISPLAY SENSOR | TOKEN FMND : DISPLAYS MOVING STATUS.

STAUS
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TICKET TEST TICKET DISPENSER TEST

1P TEST 3 |OFF | OFF/ON ON-PERFORMING, IN CASE THERE IS TICKET, STOP

2P TEST EIEF-"‘ DISPLAY SENSOR | AUTOMATICALLY AFTER DISPENSING 3 TICKETS.
STAUS

COIN TEST COIN SELECTOR INHIBIT TEST.

1P TEST B-Ci OFF/ON COFIRM COIN MECH USAGE.

2P TEST 1 [OFF | DISPLAY COIN
INPUT

COUNTER TEST COUNTER TEST

COIN  TICKET | DISPLAY LEFT BUTTON : COIN COUNTER TEST.

1P ( 0 0 OUNTER SIGNAL
2P 0 0

RIGHT BUTTON : TICKET COUMNTER TEST.
COUNT 1 PER PUSHING.

SOUND TEST

OFF | OFF/1~24 AFTER SELECT BUTTON, REPLAY IN A NUMER USING BY
< , > BUTTOMN.
BACK TO OFF IN CASE OF PUSING SELECT BUTTON.
EXIT TEST MODE EXIT
TEST MODE -> INPUT TEST
LCD DISPLAY (1P, 2P DESCRIPTION
APPLYING TOGETHER)
1P INPUT TEST 2P DISPLAY INPUT SIGNAL STATUS AND CHANGE VALUE.
_—— 000000 000000 | (PLAY THE SOUND 1 TIME IN CASE OF INPUT SIGNAL CHANGE)
_— 000000 000000 | O IN THE MIDDLE IS TILT SENSOR.
~1 00000 0 00000 TICKET FND : CHECKER IR SENSOR, CHECKER IR SENSOR 2,DISPLAY SHOCK
SENSOR STATUS.
TOKEN END : DISPLAY EACH INPUT SIGNAL STATUS.
“I— DESCRIPTION (SAME SEQUENCE TO 2P)
000000 : LWHEEL ENCODER POSION 2WHEEL ENCODER HOME 3.PUSHER SENSOR 4.FRONT HOPPER
hm SENSOR 5.COUNT HOPPER SENSOR 6.FRONT HOPPER FULL SENSOR
000000 : LTICKET EMPTY SENSOR 2TICKET SENSOR 3.SERVICE BUTTON 4.COIN SENSOR
~ 5.IR SENSORL 6.IR SENSOR2

00000000 : LCONVEYER ENCODER 2.MEDAL BRIDGE REAR 5W 3.MEDAL BRIDGE FRONT SW 4.REAR
HOPPER SENSOR 5.5TART BUTTON 6.IR SENSOR 7.IR SENSOR

PLAYFIELD-S5ETUP

® WHEN YOUSET THE MACHINE FOR THE FIRST TIME, PERFORM PUSHER TABLE SETA AFTER FILLING
MEDALS IN FRONT HOPPER.

LCD DISPLAY (1R2P

DESCRIPTION

APPLYING TOGETHER) PERFORM
PUSHER TABLE SET. A PUSHER TABLE SETTING FOR INSTALLATION

(REFER TO EAPLANATION BELOW) PEREORM WITH
PUSHER TABLE SET. B MEDAL FOR ENTRIE MACHINE TEST SELECT BUTTON
PUSHER TABLE SET. C MODE FOR LONG TIME TEST.

(REFER TO EXPLANATION BELOW)
EXIT EXIT
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PLAYFIELD-SETUP -> PUSHER TABLE SET. A PERFORM
(USING FOR PUSHER TABLE MEDAL SETTING IN THE FIELD)

® AS LIKE REAL GAME, 1,000 MEDALS LAUCHE BUT NO WIN TICKETS OR CARDS DISPENSING.

LCD DISPLAY (1P 2P DESCRIPTION PERFORM

APPLYING TOGETHER)

PUSHER TABLE SET. B SELECT AND PERFORM

1P START PERFORM ONLY 1P PERFORM

2P START PERFORM ONLY 2P WITH

1P + 2P  START PERFORM 1P, 2P TOGETHER SELECT

PUSHER TABLE SET. B l . DISPLAY DATA IN REAL TIME (REFER TO EXPLANATION BUTTOM
| BELOW)

® HOW TO INSTALLATION COIN & CARD
Open 1,2P front door and then take out coins after open the coin box.
Put 1200 coins each for 1P and 2P in Front Hopper.

Then, push select button among SET UP buttons and perform OPERATION MENU/PLAYFIELD

SETUP/PUSHER TABLE SETA
After selecting 1F 2P 1P+2F supply 1000 coins to PUSHER BASE PANEL by Hopper

Then, put some of cards, which is included in Accessart Part, onto CARD DISPENSER and then lay H

frame to fix it.

PLAYFIELD-SETUP -> PUSHER TABLE SET. B PERFORM

(IN MANUFACTURING, IT IS USED FOR AGING TEST)
® USE FOR MACHINE ENTIRE FUNCTIONS TEST.

LCD  DISPLAY (1P 2P DESCRIPTION PERFORM
APPLYING TOGETHER)
PUSHER TABLE SET. B SELECT AND PERFORM.
1P START PERFORM ONLY 1P PERFORM
2P START PERFORM ONLY 2P WITH
1P + 2P START PERFORM 1P 2P TOGETHER SELECT
PUSHER TABLE SET. B 1 DISPLAY DATA IN REAL TIME (REFER TO EXPLANATION BUTTON
BELOW)

PLAYFIELD-SETUP -> PUSHER TABLE SET. C PERFORM
® USE FOR TEST OF ENTIRE FUNCTIONS OF MACHINE. (LONG TIME AGING TEST)

AS LIKE REAL GAME, 100,000 MEDALS LAUNCH AND REWARDS COME IF IT WINS.

BUT, NO ERROR MESSAGE IF NO CARDS OUT EVEN IT WINS THE CARDS.
LCD  DISPLAY (1P 2P DESCRIPTION PERFORM
APPLYING TOGETHER)
PUSHER TABLE SET. C SELECT AND PERFORM.
1P START PERFORM ONLY 1P PERFORM
2p START PERFORM ONLY 2P WITH
1P + 2P START PERFORM 1P, 2P TOGETHER SELECT
PUSHER TABLE SET. B 1 DISPLAY DATA IN REAL TIME (REFER TO EXPLANATION BUTTON

BELOW)
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PLAYFIELD TEST DATA

LCD  DISPLAY (1P,
APPLYING TOGETHER)

2P

DESCRIPTION

--=- TICKETS PER COIN ---
121 12.8

DISPLAY AVERAGE TICKET OUT PER COIN.

--= =CARD PER PLAYS ----
55 a0

DISPLAY AVERAGE DISPENSED CARD PER CREDIT.

T\ { Y p—
730 960

TOTAL CREDIT Q'TY.

~-emm- TICKET QUT ===~
730 960

TOTAL TICKET OUT Q'TY.

-- CARD DISPENSER OUT --
2 3

DISPLAY TOTAL DISPENSED CARDS THROUGH CARD DISPMNESER.

---- REAR HOPPER -----
260 340

DISPLAY TOTAL Q'TY THROUGH REAR ELEVATOR HOPPER.

=== COUNT HOPPER ----
73 96

DISPLAY TOTAL COUNT Q'TY THROUGH COUNT HOPPER.

CANCEL BUTTON : EXIT

® NORMAL LCD DISPLAY CONTENTS IN CASE OF NOT ENTERING INTO OPERATION

MENU

BOOKKEEPING DATA

LCD DISPLAY (1P, 2P DESCRIPTION
APPLYING TOGETHER)
--- TICKETS PER COIN -- | DISPLAY AVERAGE TICKET OUT PER COIN.
12.1 12.8
---- CARD PER PLAYS -- | DISPLAY AVERAGE DISPENSED CARD PER PLAY,
55 80 | PLAY USAGE Q'TY/DISPLAY CARD DISPENSER DISPENSE Q'TY,
reeeee-—- COIN IN =------ | TOTAL COIN IN.
12 25
S ] { Y p— TOTAL BILL IN.
1 3 | ACCUMULATING THE NUMBER OF INPUT PULSE Q'TY.
---- SERVICE IN ---- TOTAL SERVICE IN.
32 75 | SERVICE IN AND 1 CREDIT UP
T\ | Y — TOTAL PLAY Q'TY. (USED PLAY Q'TY)
60 75
---===- TICKET OUT ------ | TOTAL TICKET OUT Q'TY.
730 960
-- CARD DISPENSER OUT-- | DISPLAY TOTAL DISPENSED CARDS THROUGH CARD DISPNESER
2 3
—-- REAR HOPPER -- DISPLAY TOTAL Q'TY THROUGH REAR ELEVATOR HOPPER
260 340
---- COUNT HOPPER ---- | DISPLAY TOTAL COUNT Q'TY THROUGH COUNT HOPPER.
73 9%
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5-5. ERROR CODE

CODES CONTENTS DESCRIPTION
ERROR 01 TICKET ERROR NO TICKET OR TICKET DISPEMSER JAM PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)
ERROR 03 WHEEL ERROR WHEEL MOTOR PROBLEM
WHEEL ENCODER PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)
ERROR 04 PUSHER ERROR PUSHER MOTOR PROBLEM OR,
PUSHER ENCODER PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)
ERROR 05 COUNT HOPPER ERROR COUNT HOPPER PROBLEM OR
COIN JAM PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)
ERROR 06 FRONT ELEVATOR HOPPER ELEVATOR HOPPER PROBLEM OR
ERROR ELEVATOR COIN JAM PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)
ERROR Q7 REAR ELEVATOR HOPPER ELEVATOR HOPPER PROBLEM OR
ERROR ELEVATOR COIN JAM PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)
ERROR 08 CONVEYER. ERROR CONVEYER MOTOR PROBLEM OR
ENCODER SENSOR PROBLEM.
(ATER TAKING ACTION, PRESS RESET BUTTON)
ERROR 09 MEDAL OUT BRIDGE THE PROBLEM WITH MOTOR WHITCH TANSFERS
FRONT MICRO 5W ERROR THE PATH FROM COUNT HOPPER TO FRONT HOPPER
OR MICRO 5W PROBLEM.
(ATER TAKING ACTION, PRESS RESET BUTTON)
ERROR 10 MEDAL OUT BRIDGE THE PROBLEM WITH MOTOR WHITCH TANSFERS
REAR MICRO SW ERROR THE PATH FROM COUNT HOPPER TO REAR HOPPER
OR MICRO 5W PROBLEM.
(ATER TAKING ACTION, PRESS RESET BUTTON)
ERROR 11 CARD DISPENSER ERROR CARD EMPTY IN THE DISPENSER or CARD JAM or

DISPENSING SENSOR PROBLEM.
(AFTER TAKING ACTION, PRESS RESET BUTTON)

TILT

TITL ERROR

OCCURS WHEN THE MACHINE IS BEING SHAKED.
IN 15 SECONDS, UNLOCK AUTOMATICALLY.
(RELEASE THE OFFENDER AFTER WARNING)
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6. HOW TO REPLACE MAJOR COMPONENTS s—
6-1) REPLACING COIN SELECTOR & MAIN PCB

* COIN SELECTOR

(1) MOpen a Front Side Door, Separate a connected connector with
COIN SELECTOR, And then (2)Separate a COIN SELECTOR,
[Each M4 bolts, 4points]

{2) After separating, replace a COIN SELECTOR.

MNO. PART NAME SPEC. CODE NQ.
@ | COIN SELECTOR TW=-333 MZZZ0CO5045

+* MAIN PCB

(1) @0Open a Left Rear Door, There is a (Z) MAIN PCB.
After separate a connected connector, replace a PCE.

‘ NO.

0

PART MNAME SPEC.
MAIN PCB ASSY

CODE NO.
ASWOPCBOO3




6-2) REPLACING WHEEL MOTOR

{1) When you opne the REAR DOOR, there is WHEEL
MOTOR on upper side of MOTOR BASE PANEL.

(2) () After dissembling TIMING PULLY, [Bolt M5, 2EA]
(2) Dissemble WHEEL MOTOR [Bolt M4+ Nut, 4 EA]

NO. PART NAME SPEC. CODE NO.
@ | WHEEL MOTOR KoDGEN1 MZZZOMOTOB6
K6G250C MZZZOGEADDT

6-3) REPLACING PUSHER MOTOR

(1) (DAfter dissembling AC MOTOR ROTATION SHAFT-A, [Bolt M4, 2EA],
{2) dissemble the connector connected with a motor.
Then, dissemble Z)PUSHER MOTOR [Bolt M4+ Nut, 4 EA]

NO. PART NAME SPEC. CODE NO.
@) | PUSHER MOTOR Ke1GoNU(-T) |MZZZOMOTO85
KeGS0C MSAWOZZZ008
D

* Reassemble them in reverse order and check
performance of the game,
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8. EXPLODED VIEW

8-1. MAIN CABINET PART

f,
o

D) @E)

@Y PRLD

e "..E-Il!ihh LAE _|§x'

!Jb.-_. k y
s

SO

®




NO., PART NAME SPEC. QUANTITY CODE NO,

1 MAIN CABINET a 1 -

2 BILLBOARD-L PART - 1 -

3 BILLBOARD-R PART 1 -

4 SCORE BOARD PANEL PART = 1 -

= PUSHER PANEL PART . 2 -

B TARGET WHEEL PART - 2 -

7 FRONT FRAME PART . 2 -

8 CARD DISPENSER PART = 2 -

9 sMP5 PANEL PART = 1 -

10 MAIN PCB PART - 1 -

1 FRONT PANEL PART - 2 .

12 TICKET DISPEMSER PART = 2 g

13 COIM SHUTE RAIL PART - 2 .

14 CABINET CENTER DECO LIGHT PART = 1 -

15 FROMNT GLASS DOOR PART = 2 3

16 SETUP PAMNEL PART - 1 -

17 AC INPUT PART - 1 -

18 HOPPER PART = 4 g

18 CARD DECO LAMP BKT PART - 2 2

20 COIN BOX PART = 2 -

21 FROMNT ROLLER PART 9 2 :

22 COUMTER HOPPER PART . 2 .

23 BILLBOARD MAIN ACRYL LR ACRYL-3.0T 2 MSBPOACROOB
24 BILLEOARD JACKPOT ACRYL ACRYL-3.0T 1 MSBPOACROOY
25 SPEAKER MIDS. 5" +TW1/2" BR 2 MZZZ0SPEDDA
26 LED STICK BAR ) 2 AZZZOPCE1 28
27 SIDE GLASS GLASS-5.0T 2 MSBPOGLADOZ
28 TILT ASS'Y = 1 -

29 FND PCE ASS"Y - 1 AFNDOPCBOOS
30 LED STICK BAR 2 AZZZ0PCB124
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8-2. BILLBOARD-L PART

NO. PART NAME SPEC. QUANTITY CODE NO,
1 BILLEQARD MAIN POP-L X 1 MSBPOACRODG
2 BILLBOARD SUB POP-L - 1 MSBPOACRO04
8-3. BILLBOARD-R PART
NO. PART NAME SPEC. QUANTITY CODE NO.
1 BILLBOARD MAIN POP-R - 1 MSBPOACROOS
2 BILLBOARD SUB POP-A - 1 MSBPOACROO1
3 BILLEQARD SUB POP-B - 1 MSBPOACRODZ
4 BILLBOARD SUB POP-C - 1 MSBPOACROO3
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8-4. SCORE BOARD PANEL PART

NO, PART NAME SPEC, QUANTITY CODE NO,
1 SCORE BOARD MAIN ACRYL ) 2 M3BPOACRO16
2 SCORE BOARD FMND COVER ACRYL - 2 MSBPOACRO15
3 UPGRADE TARGET BOMNUS WHEEL ACRYL - 2 MSBPOACROT3
4 LED CAP ACRYL @20 20 MZZZOPLAD3T
5 LED CAP ACRYL @15 42 MWOLOPLADOZ
b BONUS FMD PCB ASS™Y - 4 ASBPOPCBOO3
7 WHEEL LED PCB ASS"Y - 2 ASBPOPCBOOG
8 UPDATE WHEEL LED PCE ASS'Y - z ASBPOPCRBOOT
9 CHUTE SENSOR PCB ASS™Y - 4 ASAWOPCBOOT
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8-5. PUSHER PANEL PART

©
NO. PART NAME SPEC, QUANTITY CODE NO.
1 PHOTO INT-1 AS5"Y 2 ACIROPCBO
2 S5R PCB ASS'Y 2 AENSOPCBOOT
3 GUIDE RAIL 200mm 2 MSBPOZZZ011
4 PUSHER MOTOR KelGENU(-T) 2 MZZZOMOTORS
KeGoe0C 2 M5SAWO0LZZ008




8-6. TARGET WHEEL PART

NO., PART NAME SPEC, QUANTITY CODE NO,
1 TARGET WHEEL BASE ACRYL Z MSBPOACRO14
2 TARGET MOLD 16 MSAWOPLADOT
3 TARGET COVER ACRYL 16 MSAWOACRDZ3
4 PHOTO INT-2 ASS™Y 2 AWIWOPCBOOS
5 WHEEL MOTOR KEDGBEN 2 MZZZOMOTOB6
K&G250C Z MZZZ0GEADD
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8-7. FRONT FRAME PART

NO, PART NAME SPEC, QUANTITY CODE NO,
1 FRONT TAELE ACRYL - . MSBPOACRO21
2 FROMNT TABLE LED BAR COVER . 2 MSEPOACRO3S
3 BUTTOM FRAME ACRYL-B - 2 MSBPOACRO32
4 BUTTOMN FRAME ACRYL-A - 2 MSBPOACRO31
5 FRONT TABLE PUSHER LIGHTING ACRYL = Z MSBPOACRO34
6 LED BAR 450 ASS"Y i 2 AZZZOLEDOOT
7 BILLBOARD LED PCB ASS'Y - 2 ASBPOPCBOOS
8 BUTTON CL-2020 65 TYPE LED F. MZZZOBUTIN
9 KEY AS3'Y F001 Z MZZZOKEYOT76




8-8. CARD DISPENSER PART

NO, PART NAME SPEC, QUANTITY CODE NO.
1 CARD DISPENSER DECO ACRYL PC-3.0t 2 MSBPOACRDZ0,045
2 PHOTO INT-1 PCB ASS"Y - 2 ACIROPCBO11
3 LED PCB AS5"Y 2 AMUMOPCBOOS
4 CARD DISPENSER YO PCB ASS"Y 2 ASBPOPCEOOS
5 DC MOTOR KGC-3429-075-1/40_162 5RPM 2 MZZZOMOTORS
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8-9. SMPS PANEL PART

NO. PART NAME SPEC, QUANTITY CODE NO.,
1 ATX JOIN PCB ASS"Y - 1 ASBPOPCBO10
2 AC MOTOR 55K PCB ASS'Y - 2 AENSOPCROO
3 POWER SMPS NES-150-24% MEANWELL 2 MELEOSMPO4D
4 ATX POWER SUPPLY SPC=350_UL POREX 1 MELECSMPOB2
5 NCOISE FILTER ES1-F10 1 MELEONOIOOG
& TERMINAL BLOCK 10P UL 1 MELEQTEBOO3
8-10. MAIN PCB PART

@

NO. PART NAME SPEC. QUANTITY CODE NO,

1 MAIN PCB ASS"Y - 1 ASWOPCBOO3




8-11. FRONT PANEL PART

I . |
2
B

NO, PART NAME SPEC, QUANTITY CODE NO.,
1 LED PCB ASS'Y - z AMUMOPCBOOS
2 COIN SELECTOR TW-333 2 MZZL20C05045
8-12. TICKET DISPENSER PART
o[y -
2
s
@& -1
]
U
NO, PART NAME SPEC, QUANTITY CODE NO,
1 TICKET DISPENSER TL-002H MZZZ0TIDOGT
2 BUTTON AMI1PFB-265H R12D 2 MMUMOBUTOOZ
3 KEY AS5'Y 7001 MIZZOREY O/ G
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8-13. COIN SHUTE RAIL PART

NO, PART NAME SPEC. QUANTITY CODE NO,
1 COIN CHUTE RAIL COVER-B PET-1.0t 2 MSBPOACROZY
2 COIN CHUTE RAIL COVER-A PET-1.0t 2 MSBPOACROZE
3 COIN CHUTE RAIL COVER GUIDE-B ACRYL-10.,0t . MSEPOACROZS
4 COIN CHUTE RAIL COVER GUIDE-A ACRYL-10.0t 2 MSBPOACROZ24
5 COIN CHUTE RAIL-D PET-1.0t 2 MSEPOACROZ2S
6 COIN CHUTE RAIL-C PET-1.0t 2 MSBPOACROZE
7 COIN CHUTE RAIL BASE ACRYL ACRYL-3.0t 2 MSBPOACRO30
8 COIN CHUTE RAIL SPACER ACRYL-5 0t 40 MSEPOACRDZ3
9 COIN CHUTE INLET GUIDE ACRYL-A ACRYL-8.0t 2 MSBPOACRO43
8-14, CABINET CENTER DECO LIGHT PART

NO. PART NAME SPEC. QUANTITY CODE NO.
1 CENTER DECO LIGHT ACRYL ACRYL-5.0t 1 MSBPOACROTE

_46-




8-15. FRONT GLASS DOOR PART

ey
2
\ q\
\ e
-
NO, PART MAME SPEC, QUANTITY CODE NO,

1 FROMNT GLASS GLASS-ST Y. MSBPOGLADDT
. KEY AS5'Y 7001 4 MIZZOKEYDTE
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8-16. SETUP PANEL PART

NO. PART NAME SPEC. QUANTITY CODE NO.
1 SETUP PAMEL BKT PET COVER PET-1.0t 1 MEBPOACRO40
2 SETUP LCD PCB ASS'Y ; ] AZZZOPCB113
3 VOLUMN PCB ASS"Y : 1 AHMZ0PCBO16
4 PUSH BUTTON SWITCH HS 412R 2 MELEOPUS00T
5 COUNTER AMMC-712(0A127CL) 4 MZZZ0COUD02
6 ROCKER SWITCH T-125 4P 1 MELEOSWI004
7 VOLUME KNOB : 1 MELEOVOLOO7
8-17. ACINPUT PART
NO. PART NAME SPEC. QUANTITY CODE NO.
1 AC INPUT DAC-13H 1 MELEDSWIO1S




8-18. HOPPER PART

NO, FPART NAME SPEC, QUANTITY CODE NO,
1 HOPPER MACHINE 4 MZZZOHOPO19
2 HOPPER PCEB ASS'Y 4 ADRE2ZPCBOOGE




8-19. CARD DECO LAMP BKT PART

NO, PART NAME SPEC. QUANTITY CODE NO,
1 DISPLAY CARD PET-1.0t 18 M5BPOACRO47-055
2 CARD DISPENSER DECO LIGHT ACRYL-A ACRYL-3.0t 2 MSEPOACRO
3 CARD DISPENSER DECO LIGHT ACRYL-B ACRYL-3.0t 2 MSBPDACRO12

8-20. COIN BOX PART

&
X
e

NO, PART NAME SPEC, QUANTITY CODE NO,
1 COIN BOX - i MDREOPLAQOT
2 KEY ASS"Y 6001 2




8-21. FRONT ROLLER PART

®

NO. PART NAME SPEC, QUANTITY CODE NO,
1 FRONT ROLLER GUIDE ACRYL-L ACRYL-10.0t 2 MSBPOACRD37
2 FRONT ROLLER GUIDE ACRYL-R ACRYL-10.0t , MSEPOACRO37
3 DC MOTOR Ko er soriii 2 MZZZOMOTO87
4 PHOTO INT-1 PCB ASS'Y - 2 ACIROPCBOT1

8-22. COUNTER HOPPER PART

2} —= @)

NO. PART NAME SPEC, QUANTITY CODE NO,
1 HOPPER ASS"Y HOPPER MOTOR 24V 2 ALZZOHOPO19
2 DREAM HOPPER PCE ASS'Y 2 ADREZPCBOOG
3 RMICRO SWITCH G ER 4 MELEOMICOO3
4 DC MOTOR KGC-3429-075-1/210_31RPM 2 MIZZOMOTORE
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9. HOW TO ADJUST FRONT ROLLER ASS’ Y CONVEYOR BELT s

* The adjustment of belt tension of FRA shall be made only
when conveyor is not moving although FRA motor is normally
working.

(1) Detach the installed FRA by (T)unlocking 2 bolts and (2)3 cables in
front of FRA.

(2) Loosen (3)the bolts and nuts of belt adjustment BKT of FRA to
mMove.

(3) Adjust@)the bolt in front oF FRA which controls belt tention.

* |f you need to make belt tension hard -
Check operating condition of conveyor belt by turning half way to
right side.

* |f you need to make belt tension soft -
Check operating condition of conveyor belt by turning half way to
left side.

il g (S st Warning) Motor can be damaged if you make the tension of belt
too hard.

(4) Fasten the bolts and nuts of belt adjustment BKT of FRA._
Warning) Use loctite to prevent loosening by vibration.

(5) Lock the bolts and tighten the cables to FRA after installing FRA
to machine.

(6) Operate the machine after checking final operation condition.
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Product name:SpongeBob
Company name:Guangzhou Tong Li Animation Technology co.,Itd.
Address:H19 Startoon City,N0o.143 Yingxing East Road,Donghuan Street,Panyu,Guangzhou.China

Version:Ver1.0
All rights resarved,raprnductinn IS pl‘ﬂhibitﬂd.
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