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MANUAL REVISION HISTORY 

 
-05-10-11:  REV-D 
           -Revised for new firmware version 1.1. Pages 13,14,19 
 
-03-02-11: REV-C 
 -wŜǾƛǎŜŘ Ψ¢ǊŀǇ 5ƻƻǊ {ŜƴǎƛǘƛǾƛǘȅ !ŘƧǳǎǘƳŜƴǘέ ǎŜŎǘƛƻƴ 
 -wŜǾƛǎŜŘ άwŜŎƻƳƳŜƴŘŜŘ tƭǳǎƘ aŜǊŎƘŀƴŘƛǎŜέ ŀƴŘ ŀŘŘŜŘ ǇǊƛȊŜ ǘŜǎǘ ǎŜŎǘƛƻƴ 
 
-11-30-10:  REV-B 
 -!ŘŘŜŘ ά¢ǊŀǇ 5ƻƻǊ {ŜƴǎƛǘƛǾƛǘȅ !ŘƧǳǎǘƳŜƴǘέ ǎŜŎǘƛƻƴΦ 
 -Added symptom #20 to troubleshooting guide. 
 -¦ǇŘŀǘŜŘ ά/ƭŀǿ [ƛŦǘ ¢ǊŀǾŜƭ !ǎǎŜƳōƭȅέ ŘǊŀǿƛƴƎ ǎƘŜŜǘ мΦ 
 -!ŘŘ ƎŜŀǊ ŎƻǾŜǊ ǇƭŀǘŜ ǎƛŘŜ ǎŎǊŜǿ ǊŜƳƻǾŀƭ ǘƻ ά¢ǊŀǇ 5ƻƻǊ {ŜƴǎƻǊ !ŘƧǳǎǘƳŜƴǘέ 
 -Update Table of Contents 
 
-10-04-10:  REV-A Created 

 

 
 
 

 
 
 

 
 
 
 
 

 
 

Benchmark Games Inc. holds exclusive copyright in the Hardware and Software contained within this 
game machine.  Benchmark also owns the copyright in the ARTWORK DESIGNS, MUSIC, and original 
SOUND EFFECTS that are incorporated in the game machine. No part of this artwork, music, sound 
effects, images, displays, software or firmware may be reproduced in any way without the express 
written permission of Benchmark Games Inc. Benchmark Games Inc. also retains other various 
intellectual property rights in the game machine including pending patent rights, trade dress rights and 
trademarks.    
PERSONS WISHING TO MAKE USE OF ANY OF THE INTELLECTUAL PROPERTY DESCRIBED ABOVE SHOULD 
CONTACT BENCHMARK GAMES INC. IN THE FIRST INSTANCE. 
Every effort has been made to ensure that the information contained within this manual is accurate. 
Benchmark Games Inc. reserves the right to make alterations without prior notice. 
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1- BASIC COMPONENTS 
 
 
  
 

 
 
 
 

Figure 1.  Overview of main components 
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2- GAME PLAY SEQUENCE/BEHAVIOR 
 
 

I-Power-up initialization Sequence (10 seconds): 
   This is useful to quickly confirm that the machine features are operational.  
 
           -The Two-5ƛƎƛǘ 5ƛǎǇƭŀȅ ǿƛƭƭ ŦƭŀǎƘ ǘƘŜ ŦƛǊƳǿŀǊŜ ǾŜǊǎƛƻƴ ƴǳƳōŜǊ όƛΦŜ άмлέ ŦƻǊ ǾŜǊǎƛƻƴ мΦлύ 
 -Claw will start its vertical homing sequence and will arm its latch mechanism,  
              then it will go park at the back of the game. 
           - Simultaneously, the Trap Door will start its homing sequence until it is fully closed and parked or it  
              detects that a toy is already present. 

-Playfield lights and cabinet lights will glow up and down, confirming operation. 
 -The game will then go into Attraction-mode, or Play-mode, if there were any previous credits saved. 

  
 
 
 
 
 
 
 
 
 
 
 
 
II- Attraction Mode: 
 -Various light patterns are shown while the background sound plays on. 
             bƻǘŜ ǘƘŀǘ ǎƛƴŎŜ ǘƘƛǎ ƛǎ ŀ Ψ{ǘǊŜŜǘΩ ǇƛŜŎŜΣ ǘƘŜǊŜ is a rest period (which is programmable, see section)  
             before these sequence is re-triggered, to avoid becoming repetitive . 

  
III- Adding Money (Coin-Mech /Bill Acceptor /  Card-swipe system): 

- άCoin-inέ ƻǊ άōƛƭƭ-ƛƴέ sound is heard on speaker. 
 -  When enough money is added to buy credit(s), the current credits value will be shown on the two-digit    
              Display, and the game will enter Play-Mode 
 
IV- Play Mode: 

- Play-mode start sound ά[ƛƎƘǘƴƛƴƎ .ƻƭǘέ is heard if a prize toy is already loaded on Trap Door 
- The Playfield Lights will start the clockwise spinning pattern ŦŀŘƛƴƎ ƛƴ ōŜƘƛƴŘ ŀ ǉǳƛŎƪ ΨƎƭƻǿ ŘƻǿƴΩ  
   pattern. They will restart every ten seconds to ensure both top and bottom halves are in synch. 
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V- Player Hits Button: 
 - LigƘǘ ΨǇǳŎƪΩ ǎǘƻǇǎ ƛƳƳŜŘƛŀǘŜƭȅ ŀƴŘ ŦƭŀǎƘŜǎ ƛƴ ƛǘǎ ŎǳǊǊŜƴǘ Ǉƻǎƛǘƛƻƴ. 

- Credit will be discounted. 
- Trap Door will open proportionally by a preset amount (operator programmable) depending on  
   whether ǘƘŜ ƭƛƎƘǘ ǎǘƻǇǇŜŘ ƛƴ ǘƘŜ ǇƭŀȅŦƛŜƭŘΩǎ  ȄмΣ Ȅн ƻǊ Ȅ3  positions. 
- ¢ǊŀǇ 5ƻƻǊ ƭƛƎƘǘǎ ŦƭŀǎƘ ŀƴŘ άŎǊŀƴƪƛƴƎέ ǎƻǳƴŘ ƛǎ ƘŜŀǊŘ.  
- If player has more credits, the light spinning will restart for a new try, otherwise the game will go  
   back into Attract-Mode. 

 
 
V- Game Win, normal (Toy falls after progressive opening of Trap Door) 
 - Playfield and Trap Door lights will flash and sound effects will begin, lasting about 10 seconds. 

-Trap Door will home back to its closed position. 
- Simultaneously, Claw will automatically look for a new toy to drop on Trap door.  
   Note: /ƘƻǎŜƴ ΨǇƛŎƪǳǇΩ Ǉƻǎƛǘƛƻƴ ƛǎ ǇǎŜǳŘƻ-random, optimized to use toy piles more efficiently. 
- If player has more credits, the machine will continue on play mode, otherwise the game will go back      
   into Attract-Mode. 

 
 
VI- Game Win, Jackpot Hit 
 - [ƛƎƘǘ ΨǇǳŎƪΩ ǎǘƻǇǎ ƛƳƳŜŘƛŀǘŜƭȅ ŀƴŘ ŦƭŀǎƘŜǎ ƛƴ ƛǘǎ ŎǳǊǊŜƴǘ Ǉƻǎƛǘƛƻƴ. All other lights turn off for 2 seconds 
 -All lights commence flashing and sound effects will begin, lasting about 25 seconds 

-Trap Door will open all the way until toy falls down to chute door. 
-Trap Door will home back to its closed position. 
- Simultaneously, Claw will automatically look for  a new toy to drop on Trap door.  
   bƻǘŜΥ /ƘƻǎŜƴ ΨǇƛŎƪǳǇΩ Ǉƻǎƛǘƛƻƴ ƛǎ ǇǎŜǳŘƻ-random, optimized to use toy piles more efficiently. 
- If player has more credits, the machine will continue on play mode, otherwise the game will go back  
   into Attract-Mode. 

 
 
 
 
 
 
 
 
 
 
 
 

JACKPOT

High Trap Door  advance

Medium Trap Door  advance

Low Trap Door  advance
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3- GAME SETUP 
 
Unloading/Assembly 
The game is pre-assembled in the factory; all you have to do is unpack it and check/locate the following: 

 
-The cabinet keys are tie-wrapped to the lower chute door handle. 
 
-Remove any shipping foam that might still be holding any parts.  
 
-Remove the hardware and tie-wraps/foam holding the claw assembly against the back of the game. 
 
-Remove the foam/cardboard holding the trap-door flaps on the chute assembly. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
-Confirm that the claw carriage can travel freely all around the track, without finding obstructions or   
  debris. It should be able to travel both ways to the stopper found on the front-center of the game. 
  Also, the clawΩǎ electrical cables should not bind/snag to anything. 
 
-The power cord is stored inside the cash drawer, along with this manual and any spare parts included.  
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Power up 
 
Plug-in the machine and turn it On from the Switch located on the lower-left side of the cabinet.   

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Note: There are two AC fuses on the within the power supply (10Amp, 250V each). ¢ƘŜȅΩǊŜ found inside of the 
ICE-C13 receptacle on the power supply. 
 

 
First-Time Setup 
 
-If your Trap Door was not ordered with a dollar bill acceptor, we recommend installing one to maximize 
revenue potential 
-Ensure that all motors/sensors work by observing the sequence described on section 2-I. 
  Any major anomaly, if present, should be seen at this point. 
- If a toy is not present within the Trap-Door, let the automatic claw load one, or place one by hand. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
-Run through the ΨProgramming ModeΩ options and define your desired settings, like credits settings, sound  
   Volumes, etc (See Section 5 ŦƻǊ .ŜƴŎƘƳŀǊƪΩǎ ŘŜŦŀǳƭǘǎ). 
-Confirm your settings to ensure they are what you wanted. 

 

POWER 

SUPPLY 

AC INPUT,

IEC-C13 PLUG

2 Fuses Within 

(10A, 250V each)

MAIN POWER 

ON-OFF 

SWITCH
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Recommended Plush Merchandise 
 
The type and quality of merchandise run in the Trap Door machine 
will correlate directly to reliability and revenue.  Be sure to use the 
correct size and desirable toys. 
 

Size 
In order to achieve consistent reliability it is important to run the 
correct size plush in your Trap Door. 
!ƴȅǘƘƛƴƎ мнέ ƻǊ ǳƴŘŜǊ ǎƘƻǳƭŘ ǿƻǊƪ ŦƛƴŜΦ Larger prizes that are 
flexible enough to fall through a мнέ ƻǇŜƴƛƴƎ ǳƴŘŜǊ ǘƘŜƛǊ ƻǿƴ 
weight will also work.  Prizes over 13έ may not work if they are stiff 
and dropped long ways across the doors  An example of a toy that 
is too large and rigid is shown stuck in the chute in the picture at 
the right.   
 

Verifying Size 
You can verify your prize size using the square wooden dowels 
provided with the game that fit into slots in the top of the chute.  
To test: 

1.  Insert the dowelsj in the slotsk in the top of the 
chute.  

2. Place toyl across the dowels trying to get it to stay.  

 If you are able to set a prize across the dowels so 
that it does not fall through, the prize is probably 
too large and/or rigid to use.    

3. Remove dowels from chute to resume normal play. 
 

Note: Tweaking the payout of the Trap Door to low levels will affect your net revenue negatively.  Quality 
merchandise and fair payout (28-35%) should maximize net income.  More door movement = more consecutive 
play = more gross revenue.  The player recognizes an investment in the prize as they have paid for the door to 
move open and will be more apt to insert more money if the doors show generous movement on the way to an 
inevitable win. 
 

 
Recommended Payout Settings 
 
-Section 5 of this manual describes the different Settings that can be used to configure the machine.  
  From those settings, the following are the ones that will most likely affect the payout-percentage and the 
income of the machine: 

-Coins-per-credit 
-Plays-per-credit.   
-Trap Door Increment 
-Jackpot Win Window Tolerance. 
 

Prize Size and Payout:  It should be noted that prize size will contribute to payout percentage variation.  Larger 
prizes will take more plays for the trap doors to open enough to drop the prize for wins when no instant win is 
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hit.  Smaller prizes take fewer plays.  Therefore large inexpensive prizes will yield a lower payout percentage 
than smaller expensive prizes using the same configuration settings. 
 
Other Considerations:  The settings yoǳ ŎƘƻƻǎŜ ǘƻ ǎŜǘ ǘƘŜ ǇŀȅƻǳǘΣ ǇŀǊǘƛŎǳƭŀǊƭȅ ǘƘŜ Ψ¢ǊŀǇ 5ƻƻǊ LƴŎǊŜƳŜƴǘΩ ŀƴŘ 
ǘƘŜ ΨWŀŎƪǇƻǘ ²ƛƴ ²ƛƴŘƻǿΩΣ Ƴŀȅ ƘŀǾŜ ŀ ŘǊŀƳŀǘƛŎ ŜŦŦŜŎǘ ƻƴ Ƙƻǿ ƳǳŎƘ Ǉƭŀȅ ǘƘŜ ƳŀŎƘƛƴŜ ƎŜǘǎΦ  ¢ƻ Ƴŀƛƴǘŀƛƴ ǘƘŜ 
game psychology which makes the player feel he can win and that he is getting significantly closer to a win each 
Ǉƭŀȅ ǘƘŜ ǇǊŜŦŜǊǊŜŘ ǎŜǘǘƛƴƎ ƛǎ о όн ƳƛƴƛƳǳƳύ ƻƴ ǘƘŜ Ψ¢ǊŀǇ 5ƻƻǊ LƴŎǊŜƳŜƴǘΩ ŀƴŘ Řƻ ƴƻǘ Ǝƻ ōŜƭƻǿ н ƻƴ ǘƘŜ ΨWŀŎƪǇƻǘ 
²ƛƴ ²ƛƴŘƻǿΩΦ 
Operators that try to dramatically reduce payout or percentage the machine with too low credit cost combined 
ǿƛǘƘ ǘƻƻ ƘƛƎƘ ǇǊƛȊŜ ǾŀƭǳŜ ǿƛƭƭ ōŜ ŦƻǊŎŜŘ ǘƻ ǊŜŘǳŎŜ ǘƘŜǎŜ ǎŜǘǘƛƴƎǎΦ  ¢Ƙƛǎ ǿƛƭƭ ŀŦŦŜŎǘ ǘƘŜ ǇƭŀȅŜǊǎΩ ǇŜǊŎŜǇǘƛƻƴ ƻŦ Ƙƛǎ 
ability to win and curb his interest in playing. 
 
The Excel file TrapDoor_PAYOUT_CALC.xls is a payout estimator for this game, avaƛƭŀōƭŜ ƻƴ ǘƘŜ Ψ5ƻǿƴƭƻŀŘǎΩ 
section of our website.  
This calculator allows you to plug in different configuration values and get an idea of the expected payout %. 
 
The following varied examples are some recommended settings that can be tried and later adjusted according 
to your plush merchandise and demographics.  The below examples will get you close to a 33% payout using 
standard Jumbo sized crane plush. 
 
Note that these examples are not necessarily proportional to each other, they just illustrate different ways to 
configure the game. 
 

   
25 Cents Per Credit, 1 Play Per credit 
     Average Plush Cost:         $1.75 (operator cost) 
     Coins-per-Credit:             1          
     Trap Door increment:       2 
     Jackpot Win Window:       2   
   
50 Cents Per Credit, 1 Play Per Credit  (Factory Default) 
     Average Plush Cost:         $2.70 (operator cost) 
     Coins-per-Credit:             2          
     Trap Door increment:      3 
     Jackpot Win Window:      2   
 
1 Dollar Per Credit, 1 Play Per Credit 
     Average Plush Cost:         $5.40 (operator cost) 
     Coins-per-Credit:             4    
     Trap Door increment:       3 
     Jackpot Win Window:       2 
   
 
 
 
 

 



10 

 

4- TECHNICAL OPERATION 
 
 
Inter-Board Communication 
 
The Circuit Boards communicate with each other using a 485 differential wire-pair network, using the SNAP 
software protocol layer.  
 
 
 
- On this machine, this wire pair has colors Blue and Gray. 
 
- The Main CPU Board acts as the master, initiating commands     
  and receiving responses from the slave boards. 
 
- Like-boards differentiate from each other by means of an ID-Switch setting. See the following pages to find  
   ŜŀŎƘ ōƻŀǊŘΩǎ L5-Switch location and setting. 
 
- The following board(s) is NOT connected to the 485 network: 

> The Power distribution board. 
> The Opto Sensors. 

  
-Note that the 485 network wire-pair chain jumps from board to board: 
 

> In some places the chaining is done by double-crimps at the connector 
   (these  are usually 2-pin connectors) 

 
>In other places, PCB traces on the board itself carry the chain from a pair of connector pins   
   to the next (usually a four-pin connector);  thus, dƛǎŎƻƴƴŜŎǘƛƴƎ ǎǳŎƘ ŀ ōƻŀǊŘΩǎ пур ƳƛƎƘǘ ŀŎǘǳŀƭƭȅ  
  disconnect the rest of the 485  chain. Keep this in mind when troubleshooting or replacing parts. 
 

 
-485 Communication network chain: 
             
                                                 Main CPU (Quad Stepper Board) 
    
 
 

IO-expander-3              Two-Digit-Display 
           

Sound Board  
         

IO-Expander-1 (playfield) 
          

IO-Expander-2 (playfield) 
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Main Electronic Components 
 

 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Main CPU

(Quad Stepper Board)

IO-Expander  3

Sound Board

(Aluminum Case not shown)

Figure 3.    PCB Boards: Top Panel    

Figure 4.    PCB Boards: Back Panel and Trap Door mechanism   
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Claw 

Home/Latch/Slack

Flag Disc

Figure 5.  Upper panel Opto sensor    

Figure 6.   Claw Vertical Home/Latch Opto Sensor    
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Power Distribution Board 
Part# PCB17001 
Location: Back Panel. 
ID-Switch setting: None, board has no computer. 
 
 
Distributes DC power from the power-supply to the different devices, 
through a Poly-Switch (thermal, resettable fuse) for each voltage circuit.  
bƻǘ ǘƘŀǘ ŦƻǊ ŎƻƴǾŜƴƛŜƴŎŜΣ ǘƘŜ ΨtǊƻƎǊŀƳƳƛƴƎ hǇǘƛƻƴǎΩ .ǳǘǘƻƴǎ ŀǊŜ ŀƭǎƻ 
ƭƻŎŀǘŜŘ ƻƴ ǘƘƛǎ ōƻŀǊŘΣ ŀƭǘƘƻǳƎƘ ǘƘŜȅΩǊŜ ƴƻt power related.   
 
Power is distributed in the following manner (worst case estimations): 
 

Board/Device         Estimated consumption   Fuse circuit (see board) 
 -Quad Stepper Board (main CPU)  + 3 Motors (24V, 3A)      (*24A*) 

-Sound Board (on Top Panel)   (12V, 140mA)             (*12B*)  
 -IO-Expander 1  (+Playfield Top Lights)  (12V, 500mA)      (*12C*) 

-IO-Expander 2  (+Playfield Bottom Lights)  (12V, 500mA)      (*12C*) 
-IO-Expander 3  (+Coin/Bill,light-strips)  (12V, 4A)      (*12A* + *12D*)    [3A peak: Bill Acceptor] 

 - x3 Opto sensors (Trap Door Assy)   ( 5V, 60mA)      (*5A*) 
 - x2 Opto sensors (Claw Assy) + Credits Display ( 5V, 160mA)      (*5B*) 

 
Related Note: 
Note: There are 2 AC fuses on the Power supply group (10Amp, 250 V). ¢ƘŜȅΩǊŜ found inside of the ICE-C13  
           receptacle on the power supply. 

 
Main CPU Board  (Quad Stepper Controller) 
Part# PCB11006 
Location:  Back Panel. 
ID-Switch setting: 00  (off-off)  
 
The stepper-motor controller board handles both the game logic and the 
low-level control of the gameΩǎ motors.  
This board is the main controller of the game. It decides all the game 
actions and commands the other boards to act according to the game 
scheme.  
Communication to the other boards is performed via a 485 differential 
wire-pair (Gray and blue wires).    
¢ƘŜ ΨtǊƻƎǊŀƳƳƛƴƎ aƻŘŜΩ ƎŀƳŜ-settings information is saved in on-chip Flash. 

 
Main ROM program Version Updates: 
  1.1  (05-10-11)   
         -Meter Counts coins, as opposed to credits 
         -Finer resolution accuracy on light-stop.[REQUIRES IO-EXPANDER BOARD WITH 2.3 FIRMWARE]. 
         -Trap door increment range adjusted to more practical values 
         -other internal performance adjustments        
 
  1.0  (09-14-10) First release version 

J2: LOGIC INPUTS

485 Communication

J1: MOTOR DRIVER OUTPUTS

J3: Power, 12V

ID Switch
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IO-Expander 1 

 
 
 
 
 
 
 
 

Part# PCB14008 
Location: Back Panel 
ID-Switch setting: 0000 (off-off-off-off)  
 
Handles the 16 LEDs on the top half of the play-field. 
Light #1 is the one immediately after 9 ƻΩŎƭƻŎƪ, they follow clockwise. 
The jackpot light is the 8th light. 
Note:  For trap-Door version 1.1, it is strongly recommended 
            (but not required) that IO-expanders have firmware 2.3. 

 
IO-Expander 2 
Part# PCB14008 
Location: Back Panel 
ID-Switch setting: 1000 (on-off-off-off) 
 
Handles the 16 LEDs on the bottom half of the playfield. 
Light #1 is the one immediately after 3 ƻΩŎƭƻŎƪ, they follow clockwise. 
 
 
 
 

 
IO-Expander 3 
Part# PCB14008 
Location: Back Panel 
ID-Switch setting: 0100 (off-on-off-off) 
 
Handles the LED strips found on the cabinet columns, the playfield perimeter and in the trap door chute. 
It also handles the two Accounting Hard-meters (credits count, toys count), as well as the drive enable line  
going to the coin-mech and Bill Acceptor. 
 
 
 
 
 

J3: OUTPUTS, 

Open Collector

J1: LOGIC INPUTS

ID-Switch

J2: Power, 12V

485 Communication

Top-Half 

Bottom-Half 
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Sound Board 
Part# PCB18001 
Location: Upper Assembly  
ID-Switch setting: 0000 (off-off-off-off)  
 
Handles background and event sounds. 
Sound files are stored on the plug-in SD-card memory board.  
 
 

 
 
Opto Sensors 
Part# OPTO4070 [Right Angle Connector] 
Locations: Claw track and mechanism, and behind Trap Door assembly 
Qty: x5 
ID-Switch setting: None, it has no 485 communication. 
They detect the following five occurrences: 
 
- Claw Vertical Home (Home/ latch, cord slack) 
- Claw Horizontal Home (Back of game, claw track panel) 
- Trap Door Home (Door closed) 
- Trap Door Left   (flap toy-weight sense) 
- Trap Door Right (flap toy-weight sense) 
 
Notes:  
This sensor board has a Green LED that lights up when the IR beam is interrupted. 
All Five sense signals go to the Quad stepper Board Inputs, J2 connector 

 
 
Small 2-Digit Display 
Part# PCB2DD-010-D [485 capable] 
Location: Front of Game 
ID-Switch settings: 0000 (off-off-off-off) 
 
The ID-{ǿƛǘŎƘ ƛǎ ƭƻŎŀǘŜŘ ƻƴ ǘƘŜ ōŀŎƪ ƻŦ ǘƘŜ 5ƛǎǇƭŀȅ ŀƴŘ ƛǎ ƭŀōŜƭŜŘ ŀǎ ά{мέ. 
 
 

Tilt/Shake Sensor 
Part# GEN00074 
Location: Back side of game, behind Claw parking position. 
 
Detects when someone shakes the cabinet in an attempt to have the toy fall 
through Trap Door. The signal goes straight to Main CPU (Quad Stepper Board); 
The Trap Door will close-back a few degrees and a ten second audible  
alarm will be set off. 

ID-Switch485 Communication

RCA  AUDIO OUTPUT

RCA  AUDIO OUTPUT

Power, 12V

SD-CARD 

BAY
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OFF         On     Setting Obtained: 

Vending Interface

Harness Enable

1-Pulse-per Dollar

$20

no $2s

High Security

4-way accept

4-way accept

8

7

6

5

4

3

2

1

MARS AE2681MARS AE2451

4-way accept

High Security

4-way accept

$1

no $2s

$5

1-Pulse-per-Dollar

Harness Enable

1

2

3

4

5

6

7

8

On         OFF    Setting Obtained: 

Hard-meter Pair 
Part# ASM001 [2-in-1 Assembly, with common connector] 
Or #ELM007 (individual) 
Qty: x2 meters 
Location: Cash Drawer 
Non-resettable type 
#1 (left) :  Credits Purchased Count 
#2(Right): Toy Vend Count 
 
 
Coin Mech (factory default) 
Imonex 0.900 type with Coin Lock Solenoid 
Part# ELM-014 
Location: Front of Game 
 
 

 
Bill Acceptor (Optional) 
MARS Mei 2451  or 2681 (115VAC Models) 
Location: Cash Drawer 
Default Benchmark Games Operational Settings: 
This is done by setting the side configuration Dip-Switches as follows: 
 
 
 
 
 
 
 
 
 
    
  Enable/Disable feature (Game controlled): 
   [Note that we provide the appropriate adaptor harness/connector for this bill acceptor] 

 
 
 
 
 
 
 
 
 
 
 
 
 

(+5V)
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5- PROGRAMMING OPTIONS 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
To enter Programming mode, press Upper and Lower buttons on the Power Distribution Board, by reaching 
behind the Playfield Panel, on the right, as shown in figure 8. 
The menu is followed in a sequential order, by using the center button to advance through the options. 
 
Once you enter Programming Mode: 
As you go through the menu, each option number will appear in the small two-digit display, the name will be 
called by a voice, and the value set will be displayed by the top-left quadrant playfield-lights, acting as a tach. 
Possible values displayed are: 0 (all dim)  and  1 to 8 highlighted. 
 

 
 
 
 
 
 
 
 
 
   
 

Figure 7.   Programming Mode Scheme. 
Button Assignments: 
ά¦ǇǇŜǊέΥ  LƴŎǊŜƳŜƴǘ ±ŀƭǳŜ   
ά9ƴǘŜǊέΥ {ŀǾŜ ƻǇǘƛƻƴ ǾŀƭǳŜ ŀƴŘ ŀŘǾŀƴŎŜ ǘƻ ƴŜȄǘ ƻǇǘƛƻƴ 
ά[ƻǿŜǊέΥ  5ŜŎrement Value 

Figure 8.    Programming value tach range, 1 to 8 

Power Distribution Board  

-Behind Playfield panel-

Press  Upper  and  Lower 

buttons simultaneously

to enter Programming Mode

Upper Button

ñEnterò  Button

Lower Button

Playfield panel

MENU

COINS PER CREDIT

PLAYS PER CREDIT

ATTRACTION VOLUME

PLAY VOLUME

JACKPOT VOLUME

TILT/SHAKE ALARM VOLUME

FIVE DOLLAR INCENTIVE

TEN DOLLAR INCENTIVE

TWENTY DOLLAR INCENTIVE

ATTRACTION REPEAT PERIOD

TRAP DOOR INCREMENT

WIN WINDOW TOLERANCE

CLEAR CREDITS

EXIT
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PROGRAMMING MENU 

 
1- COINS PER CREDIT 

How many Coin-Mech pulses are required to add +1 credit. 
Value Range:  0 ς 8 Default:  2       ƴƻǘŜΥ ΨлΩ ƛǎ ƳŜŀƴǘ ŀǎ ŀ ŘŜƳƻ-mode, when showcasing the game. 

 
Notes: 
-One Bill Acceptor pulse will count as four coins internally (i.e. $1= $0.25 x4)    

-Actual coin value is determined by your coin-mech/swipe-card configuration,  
  ώ ƛΦŜΦ ǘƘŜ ΨŎƻƛƴΩ ŎƻǳƭŘ ōŜ ϷлΦнр ƻǊ ϷмΦллΣ  ǿƛǘƘƻǳǘ ǘƘŜ ƎŀƳŜ ƘŀǾƛƴƎ ǘƻ ōŜ ŀǿŀǊŜ ƻŦ ǘƘƛǎ ϐ 

 
2- PLAYS PER CREDIT 

How many play-tries are allowed per each purchased credit. 
This allows to set for example: 3 tries for $1 , etc.  

       Value Range:  1 ς 8 Default:  1 
 
 

3-ATTRACTION VOLUME 
Background music volume, when outside of play mode 
Value Range: 0-8  (0-100%)    Default: 25% 

 
 
4- PLAY VOLUME 

Background music and event volume, when Player has credits. 
Value Range: 0-8  (0-100%)    Default: 30% 

 
 
5- JACKPOT VOLUME 

Background music and event volume when Player wins toy, regardless of it being through Jackpot or not. 
Value Range: 0-8  (0-100%)    Default: 50% 

 
 
6- TILT/SHAKE ALARM VOLUME 

The volume for the alarm sound set off when someone shakes the machine. 
Value Range: 0-8 (0-100%)    Default: 50% 

 
 
7-FIVE DOLLAR INCENTIVE 
      How many extra credits are given when the player introduces at least $5 (accumulated in coins or bills) 

before pressing the play button. 
Note that these extra credits will then ōŜ ƳǳƭǘƛǇƭƛŜŘ ōȅ ǘƘŜ ΨPlays per CǊŜŘƛǘΩ option value. 
Value Range: 0-6 Default: 1 

 
 

8-TEN DOLLAR INCENTIVE 
           How many extra credits are given when Player introduces at least $10 (accumulated in coins or bills) 

before pressing the play button. 
Note that this value already accounts for ǘƘŜ ΨFive Dollar IƴŎŜƴǘƛǾŜΩ option value. 
Value Range: 0-8 Default: 2 
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9-TWENTY DOLLAR INCENTIVE 
           How many extra credits are given when Player introduces at least $20 (accumulated in coins or bills) 

before pressing the play button.  
Note that this value already accounts for the Ψ¢Ŝƴ 5ƻƭƭŀǊ LƴŎŜƴǘƛǾŜΩ ƻǇǘƛƻƴ value. 
Value Range: 0-8 Default: 3 

 
 
10-ATTRACTION PERIOD 
           Length of time before the attraction fan-fare repeats when there are no credits present on machine. 
 Value Range:  0-8   Default: 1                 Note:    0=off(no attraction)     1 to 8 = 5 to 40 minutes 
 
 
11- TRAP DOOR INCREMENT 

Proportion by which trap door opens on play mode. All three x1, x2, x3 playfield hits are proportional to this setting. 
Value Range: 1-8   (small ς large)   Default: 3 
Example: For a setting of 3Σ   ŀ άмȄ Ƙƛǘέ ǿƛƭƭ ƳƻǾŜ ǘƘŜ ŘƻƻǊ ōȅ about 3° 

 

 
12-WIN WINDOW TOLERANCE 

 
The width of the jackpot window. 
 
Value Range: 1-8  (harder - easier)    Default:  2 

 
 

 
 

13- CLEAR CREDITS 
Return the credits to zero. 
Press either the Upper or lower button to clear. 
¢ƘŜƴ ǇǊŜǎǎ Ψ9ƴǘŜǊΩ(middle button) again to continue. 

 
 
14-EXIT 
 
 

 

 
6- ALTERNATE COIN/BILL AND CARD-SWIPE SYSTEM CONFIGURATIONS 

 
 
There are a few alternative configurations regarding Card Swipe systems and Bill Acceptor devices that are 
possible to setup, depending on your location. These are described in a general fashion as follows. 

 
Note that the system expects the following timing ranges for any pulses: 
   Low time:   40-80mS    
   Up time:   100-150ms 
   



20 

 

 
 
CARD SWIPE SYSTEM 
 
The Coin-Mech and/or Bill Acceptor can be replaced to set up a swipe-for-credits scheme. 
The recommended set up is as follows: 
 
-Remove the Coin-Mech and/or Bill Acceptor and install your card swipe systems in one of the two spots. 
  [contact customer service for custom plastic plates for this purpose]. 
 
-Have your card swipe system tap into the Coin or Bill signal line.  
 
-Configure your card swipe system for a 1-pulse-per-swipe response. 
 
-If tapping the coin signal line (GrayςRed wire), 1 pulse (swipe) will count as 1 coin internally. 
 
-If tapping the bill signal line (Gray-Green wire), 1 pulse (swipe) will count as 4 coins internally. 
 
-Configure the game to provide the necessary credits for the ΨŎƻƛƴΩ Ŏƻǳƴǘ ƛƴŘƛŎŀǘŜŘ ŀōƻǾŜ ŀƴŘ ǘƘŜ ŀŎǘǳŀƭ ƳƻƴŜȅ  
  you will charge per-swipe. 
   
 
 
-If possible (strongly recommended), hook up your system to the enable line (Blue-Green wire), so that the  
   game can stop money intake in case of any error or fault.  
 
-Additionally, if your scheme supports/requires accounting, you can tap from the pulse signal (White-Blue wire) 
  going to Hard-meter box #2 (see page 16), which tracks the number of toys vended. 

 
  
 
 
 
 
 
 
 
 
COIN MECHS 
It is possible to use other coin mechanisms on this machine. The wiring harness terminates on both Spade-type 
connectors and an IDC connector for this purpose, the signal lines are: 
 
# Wire Color Signal               
1 Yellow  12V  
2 Gray-Red Coin Signal 
3 Blue-Green Enable (low=enable, high=disable)   (this should be hooked to coin-mech ground) 
4 Black  GND, actual DC Ground    
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Notes: 
 The Ψ5ŜǾƛŎŜ DǊƻǳƴŘκ9ƴŀōƭŜ line comes from the IO-Expander 3 Board, as commanded by the main CPU to 
enable or disable money intake. It is necessary that your coin-mech device has a coin-ƭƻŎƪ ΨǊŜƧŜŎǘΩ ǎƻƭŜƴƻƛŘ ǎƻ 
that this feature is available. 
Normally, for an Imonex, if it has a coin reject solenoid, you hook the solenoidΩǎ ΨƎǊƻǳƴŘΩ ǘƻ ǘƘŜ ŜƴŀōƭŜ ƭƛƴŜΣ ǎƻ 
that the game can control it. 
For an electronic coin-mech, like the MPU, you hook up the coin-ƳŜŎƘΩǎ ΨƎǊƻǳƴŘΩ ǘƻ ǘƘŜ ŜƴŀōƭŜ ƭƛƴŜΦ 
 
 
 
 
 
BILL ACCEPTORS 
 
It is possible to use other bill acceptors on this machine,  
like the IT-Bellis BV50, or the Pyramid Apex 5000 Series. 
 
 The wiring harness on the Cash Drawer terminates on a 12-Pin Molex female connector, 
providing all the necessary signal lines: 
 
Pin Wire color Signal 
1 Red                5V 
2 Yellow  12V 
3 Black  GND, actual DC Ground 
4 Gray-Green Bill Pulse Signal 
5 Blue-Green Enable (low=enable, high=disable)  όǎŀƳŜ ΨEnableΩ ƭƛƴŜ as for coin-mech above)  
6 White  AC Neutral 
7 Black  AC Hot 
8-12 - -  Reserved 
 
This connector is followed by an adaptor harness for the appropriate device. We stock adaptor harnesses for  
the Mars 2451, the IT-Bellis BV50 and the Pyramid bill acceptors. [Please note that we strongly recommend a 
device that supports a Logic-Enable line, so that the game can stop money intake in case of any error or fault].  
Please contact customer service if necessary. 
 

7- MECHANICAL 

 
 

Claw Operation 
 
¢ƘŜ ¢ǊŀǇ 5ƻƻǊ Ŏƭŀǿ ǳǎŜǎ ŀ άƳƻǳǎŜ ǘǊŀǇέ ǎǘȅƭŜ ƳŜŎƘŀƴƛǎƳ ŦƻǊ ŀŎǘƛǾŀǘƛƻƴΦ  ¢ƘŜǊŜ ƛǎ ƴƻ ǎŜƴǎƛǘƛǾƛǘȅ ŀŘƧǳǎǘƳŜƴǘΦ  
The claw is activated when the weight of the claw rests on the trip sensor plate upon descending onto a 
prize.  The claw is set open when it is lifted up into the travel assembly.   
It is normal that the claw will not activate every time due to the nature of bulk prize storage in the prize bin.  
άIƻƭŜǎέ ƛƴ ǘƘŜ ǘƻǇ ƭŀȅŜǊ ƻŦ ǇǊƻŘǳŎǘ Ƴay not allow enough pressure directly on the trip sensor plate to activate 
the claw in some instances.  If this occurs, or if the claw just misses a prize, the machine will continue to cycle 
the load sequence until a prize is finally loaded. 
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Service and Adjustment Procedures 
 
Claw Travel Assembly Removal 

1. Power machine off 
2. Loosen (2) lower roller mount screwsj 
3. Disconnect harness 
4. Lift assembly up and out of trackk.  Do 

not force assembly out as you may bend 
the bracket.  If necessary, loosen the (4) 
motor mount screwsl and allow motor 
to fall to its lowest position to allow 
more clearance before lifting assembly 
out. 

To replace, reverse above procedure. 
 
 

 
Trap Door Sensor Adjustment 
(Use this procedure if the trap doors are uneven (one higher than the other) with no prize in the 
chute.) 

1. Power machine off. 
2. Remove all toys from machine. 
3. Remove (2) gear cover plate screws and (4) cover plate side screws 

(2 on each side). 
4. Remove gear cover plate. 
5. Loosen right side shaft collarj. 
6. Remove right side geark and pin platel and allow the right side 

trap doorm to raise completely. 
 

 
 
 

7. Replace the right side geark on the shaft so that the opto flagn is in 
ǘƘŜ ǳǇ Ǉƻǎƛǘƛƻƴ ŀƴŘ ǿƛǘƘƛƴ ǘƘŜ ƻǇǘƻ άƘƻǊǎŜǎƘƻŜέ when engaged with 
the worm gearo. 
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8. Replace the right side pin plate on the shaft, turn the pin platel 
clockwise until it stops on the opto mount spacer while the right side 
trap door is in the up limit position, and tighten the shaft collar. 

 
 
 
 

9. Loosen the left side shaft collarp and allow left side trap doorq to 
raise completely. 

 
 
 
 
 
 

10. Turn the left side pin plater completely counterclockwise until it 
stops on the opto mount spacer while the left side trap door is in the 
up limit position, and tighten the shaft collarp. 

 
 
 
 
 
 
 

11. Replace gear cover plate and screws.  
 
 

Trap Door Sensitivity Adjustment 
(Use this procedure to adjust the sensitivity of the prize sensing on the doors.) 

1.  Power the machine off and then on again with no prize in 
the chute allowing the boot up sequence to take place. 

2. Power the machine off (trap doors should be horizontal or 
slightly angled up). 

3. Loosen trap door attaching screwsj on one of the doors. 
4. Adjust the doork so that it is at the slot limit toward the 

center of the chute and tighten one of the trap door 
attaching screws to hold in place. 

5. Test this setting by gently pushing the door down ŀōƻǳǘ ѹέ 
to see if it will return up reliably. 

a. If the door returns up reliably, tighten remaining 
screws. 



24 

 

b. If the door remains down or does not reliably return up, loosen the trap door attaching 
screw and slide the door back slightly toward the side of the chute and retest.  Repeat 
until the door returns up reliably, but stays as sensitive as possible. 

6. Repeat steps 3-5 on the other door. 
7. Verify Operation 

a. With the doors in the up position, place the lightest prize that will be used in the machine 
on the doors.  The prize should easily depress 
the doors and activate the sensors notifying 
the computer that there is a prize in the 
chute. 

b. Remove the small, light prize and place the 
largest prize that will be used in the machine.  
This prize should require that the doors open 
almost completely before dropping. 

c.  Play the machine without hitting the jackpot 
until the prize drops.  When the prize drops, 
the counterweights should cause the doors to 
immediately return slightly notifying the 
computer that a prize has dropped.  The 
machine should then return the doors to the 
up position and continue normal operation.  If the doors do not return at all after 
ŘǊƻǇǇƛƴƎ ǘƘŜ ǇǊƛȊŜ ŀƴŘ ǘƘŜ ƳŀŎƘƛƴŜ ŘƻŜǎƴΩǘ ƪƴƻǿ ǘƘŜ ǇǊƛȊŜ Ƙŀǎ ŘǊƻǇǇŜŘΣ ǘƘŜ ŘƻƻǊǎ ƴŜŜŘ 
to be adjusted in the slots away from the center of the chute.  Adjust them out slightly 
and repeat steps 5-7. 
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Claw Cord Replacement 
Notes:  Use Benchmark supplied cord to insure proper 
operation. 

       You may perform cord replacement with the 
claw travel assembly within the game or removed. 

1. Cut old cord and remove claw. 
2. Remove cord from lift reel. 
3. Feed new cord up through claw position rodj, 

claw reset hoopk, and claw centering platel. 
4. Feed string through the cord guide spacerm: 

a. Position the cord guide spacer so that 
the cross drilled hole is offset to the 
left of the pivot spacern. 

b. Feed the string through the cord guide 
spacer and to the left of the pivot 
spacer as shown (very important). 

c. Feed the cord through the cable 
pulleyo and tie a knot to secure. 

d. Trim cord above knot. 
e. Take up the slack by turning the large 

timing belt pulley in the up feed 
direction at least until claw is 
suspended by the cord and not sitting 
on the prize bin floor. 

f. Power machine on and verify operation. 
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