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1- BASICCOMPONENT

Top Access Door

Trap Door

Flaps \ ‘ ‘

ChUtE el
Assembly

ISO VIEW

Automatic
Toy Loader Claw
. ——
Playfield Lights
Player Button
Trap Door
1 Coin-Mech
Two-Digit Display
Speaker Bill Acceptor
AC Power Toy ITDe;gtraval Cash Drawer
Input + Switch
LEFT SIDE VIEW FRONT VIEW

RIGHT SIDE VIEW

Figurel. Overview of main components



2- GAME PLABEQUENCE/BEHAVIOR

I-Powerup initialization SequencelQ seconds)
This is useful to quickly confirthat the machine features are operational.

TheTwes AAA G S5AaLX e gAff FElFakK GKS FANNVSGI NS OSNERAZY
-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.
-Playfieldlightsand cabinet lights will glow up and down, confirming operation.
-The game willhen go intoAttraction-mode, or Playmode, if there were any previous credits saved.

ll- Attraction Mode:
-Various light patterns are shown whilee background sound plays on
b203S GKIFG &aAyOS {Kisareskgeriotl (whith i ph&)@raneablé, BeSse@ian (i K S NB
before these sequence is-tdggered to avoid becoming repetitive

l1I- Adding Money(CoirMech/Bill Acceptor/ Cardswipe system):
- 6Coininé 2 NJ -& gedundis heard ospeaker
- When enough money is added to buy credit(s), the current credits value will be shown on tkgitvo
Display, and the game will enter Pisipde

IV- Play Mode:
- Playmode start soundi [ A 3 K (i yid héatdf a ®ife oy is aldy loaded on Trap Door
- The Playfield Lights will start tlockwisespinning patterriF F RAy 3 Ay O0SKAYR | [jdzi O]

pattern. They will restart every ten seconds to ensure both top and bottom halves are in synch.



V- Player Hits Button:
SLigK G WLdzO1 Q ai2Lla AYYSRALFGSf@ FyR FtlrakSa Ay Al
- Credit will be discounted.
- Trap Door will open proportionally by a preset amount (operator programmable) depending on
whetheri KS f A3 K0 ad2LIISR AyposiioksS LI I @ FASE RQA EmMI EH
-¢N) L) 522N f A3KGA FflakK YR GONrylAy3Ié az2dzyR Aad KS
- If player has more credits, the light spinning will restart for a new try, otherwise the game will go
back into AttractMode.

QX
P~

V- Game Win, normal (Toy falafter progressive opening dirap Door)
- Playfield and Trap Door lights will flashdsound 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:/ K2 &Sy WL O] dzLJ@andal®, ditiiiZed ty usa tay pilds rodzRfciently.
- 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
[ AJHZO1 LA G21LIA AYYSRALFGSt @ [Af&Rhedights fuik Sffor 2 sécordds & O dzN
-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 fanew toy to drop on Trap door
b23SY / K24aSy WL GrhrdiiadQoptimzédtoludedoy pilds dnoré BfiSieR 2
- If player has more crét$, 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
o‘:l_
1

25
COR R *

e\
o \
(9




3- GAME SETUP

UnloadingAssembly

The game is prassembled in théactory;all you have to do is unpack it and check/locate the following:
-The cabinetkeys are ie-wrappedto the lower chute door handle
-Remove any shipping foam that might still be holding any parts
-Remove théhardwareand tiewraps/foam holding the claw assembly against the back of the game.

-Remove the foam/cardboarkdolding the trapdoor flaps on the chute assembly.

-Confirm that the claw carriage can travel freely all around the traitkout finding obstructions or
debris. It should be able to travel bottays to the stopper found on the frortenterof the game
Also, the cla® dectrical cables should not bind/snag to anything.

-The power cord istored inside the cash drawealong with this manual and any spare parts included.




Power p

Plugin the machine and turn it @from the Switch located on thiewer-left side of the cabinet

POWER
SUPPLY

AC INPUT,

IEC-C13 PLUG

2 Fuses Within

(10A, 250V each) \'
MAIN POWER

ON-OFF /

SWITCH

—

Note: Thereare twoAC fuseon thewithin the paver supply(10Amp, 250\each. ¢ K S doQridXside of the
ICEC13 receptacle on thgower supply.

FirstTime Setup

-If yourTrap 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 settion 2
Any major anomalyif present, should be seen atithpoint.
- If a toy is not present within the Trapoor, let theautomaticclaw load oneor place one by hand.

-Run through théProgrammingModeCbptions and define your desired settindi&e credits settingssound
Volumes, etc (See Section F 2 NJ . SYOKYDN] Qa RSTI dz Ga&
-Confirm your settings to ensure they are what you wanted.



RecommendedPlushMerchandise

The type and quality of merchandise run in the Trap Door machi
will correlate directly to reliability and revenude sureto 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.

l'yEOKAY 3 mué 2N dpfrgeSiizesitiaRadel R
flexible enough to fall throughmu ¢ 2 LISY Ay 3 dzy R
weight will also work. Prizes oveB¢ may not work if they are stiff
and dropped long ways across the dogka 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 the top of the chute. §
To test:
1. Insertthe dowelg intheslotsk in the top of the
chute.
2. Placetoyl across the dowels trying to get it to stay. !
o If you are able to set a prize across the dowels so ' Y \

that it does not fall through, the prize is probably N i
too large and/or rigid to use. / N "7 A
3. Remove dowels frorohute to resume normal play. 3 2 \}
Note: Tweaking the payout of the Trap Door to low levels will affect your net revenue negatively. Quality
merchandise and fair payout (Z8%) should maximize net income. More door movement = more consecutive
play = more mpss 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

-Secton 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 pgyenagentage and the
income of the machine:
-Coinsper-credit
-Playsper-credit.
-Trap Door Increment
-Jackpot Win Window Tolerance.

Prize Size and Payoutt 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 tieeor wins when no instant win is

8



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 ConsiderationsThe settingsydz OK22a$S (2 &aSG GKS LI e2dzix LI NI A Odz
0KS WYWFOTLR(G 2AYy 2AYR26QF YIe KIFE@S | RNIYFGAO STFFSOI
game psychology which makes the player feel he can win and that he is gedtiifgcantly closer to a win each

L &8 GKS LINBFSNNBR aSidGAy3a Ad& o 6H YAYAYdzYo 2y (GKS
2 Ay 2AYR26Q0

Operators that try to dramatically reduce payout or percentage the machine with too low credit@ogtined

gAGK (22 KAIK LINATS Gl tdS gAtt 6S F2NOSR (2 NBRdzOS
ability to win and curb his interest in playing.

The Excel fil@rapDoor PAYOUTCALC.xIs a payout estimator for thisgame, dvé 6t S 2y (G(KS W52 4
section of our website.
This calculator allows you to plug in different configuration values and get an idea of the expected payout %.

The followingvariedexamplesare some recommended settings that can be tried and later &eljuaccording
to your plush merchandise andemographics The below examples will get you close to a 33% paysiny
standard Jumbo sized crane plush

Note that these examples are not necessarily proportional to edlor, theyjustillustrate differert ways to
configure the game.

25 Cents Per Credit, 1 Play Per credit
Average Plush Cost: $1.75(operator cost)
Coinsper-Credit: 1
Trap Door increment: 2
Jackpot Win Window: 2

50 Cents er Credit, 1 Play Per CrediEactory Default)
Average Plush Cost: $2.70(operator cost)
Coinsper-Credit: 2
Trap Door increment: 3
Jackpot Win Window: 2

1 Dollar Per Creditl Play Per Credit
Average Plush Cost: $5.40 (operator cost)
Coinsper-Credit: 4
Trap Door increment: 3
Jackpot Win Window: 2




4- TECHNICAL OPERATION

Inter-Board Communication

The Circuit Boards communicate wigach othewusing a 485 differential wirpair network, using the SNAP

software protocol layer.

- On this machingthis wire pair has colors Blue and Gray.
- The MainCPU Boardcts aghe master, intiating commands ﬁ
and receiving responsdéom the shve boards

- Likeboards differentiate from each other by means of arfSWitch setting. See #following pages to find

St OK 0 29vitdiRiceationlad setting.
- The following boargs) isNOT connected to the 485 network:
>The Powedistribution board
>The OptaSensors

-Note that the 485 network wirgair chain jumgfrom board to board

>1In some places the chaining is done by dotdrlmps at theconnector
(these areusually 2pin connector$

>In other placesPCB tracgon the boarditself carry the chain from a pair ofonnectorpins
to the next (usually four-pin connector); thusgh 8 O2 Yy y SOG Ay 3 & dzOK |

disconnect the rest of the 4Bchain. Keep this in mind when troubleshooting oplexing pats.

-485 Communicatiometwork chain:

Main CPU (Quad Stepper Boprd

N

IO-expander3 Two-DigitDisplay

SoundBoard
IO-Expanderl (playfield

IO-Expandes2 (playfield)

10



Main Electronic Components

~

Sound Board

(Quad gltzigp?r:goar &-)-. — - = (Aluminum Case not shown)

10-Expander 3

A

r= . o — o '
E . :l‘: !

T~

-

Figure3. PCB Boardgop Panel

10-Expander 1 10-Expander 2

Power Distribution Board

(Programming Buttons)

Door Closed
6Homed Pos
Opto Sensor

Right-Hand Left-Hand
Door Flap Opto Door Flap Opto
Weight Sensor Weight Sensor

Figure4. PCB Board8ack Paneind Trap Door mechanisn
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Upper Panel.
Claw Horizontal
Home Opto Sensor

Tilt/Shake Sensor Claw Carriage. °

" (Tab goes by Opto)

Figure 5.Upper panel Opto sensor

Claw vertical
Homel/Latch
Opto Sensor

Claw
Home/Latch/Slack
Flag Disc

Figure 6. Claw Vertical Home/Latch Opto Senso

12



Power Distribution Board
Pat# PCB17001
Location:Back Panel

ID-Switch setting: None, board has no computer.
noverioad LEDs |

' 1'." 1!‘!‘!‘3
|

2
Digributes DC power from the powesupply to the different devices ‘ P s" Fe' ’
: 2

through aPoly-Switch (thermal, resettable fuse) for each voltage circuit. ot Wokage ,_EDS (must - 0
b2id GKIG F2N O2y@SyAsSyoOsSs (KS wt b
f20F0SR 2y (KAa 0 2doweRrElatdd.f ( K2 dz3a K

Powerisdistributed in the following mannegfworst case estimations)

Board/Device Estimatedconsumption Fuse circui{see board)

-Quad Stepper Board (main CPYB Motors (24v, 3A) (*24A%)

-Sound Board (on Top Panel) (12V, 140mA (*12B*)

-IO-Expander 1(+Playfield Top Lights) (12V,500mA) (*12C)

-IO-Expande (+Playfield Bottom Ligh}s (12V, 500mA (*12C*)

-IO-ExpandeB3 (+Coin/Bill,lightstrips) (12V,4A) (*12A* + *12D*) [3A peak: Bill Acceptor]
- x3 Opto sensor¢Trap Door Assy) (5V, 60mA) (*5A%)

- X2 Opto sensorClaw Assy) + Credits Display (5V,160mA) (*5B%)

Related Note:
Note: Thereare 2 AC fusesn the Power supply groufl0Amp, 250 V)¢ K S dc0rdIisde of the ICEC13
receptacle on thepower supply.

Main CPU BoardQuad StepperController)
Part#PCB11006 PR =
Location: Back Panel. PATTERTYES

ID-Switch setting00 (off-off)

The stepper-motor controller board handleboth the game logic and the
low-level control of the gam@ &otors.

This board is the main controller of the ganttedecides all the game
actions and commands the other boards to act according to the game
scheme.

Canmunication to the other boardis performed via a 485 differential
wire-pair (Gray and blewires).

¢ KS Wt NZ2 3INJ Y Y seftilgsidorniat®ois savedyi 8n-chip Flash

Main ROMprogram VersiorlJpdates
1.1 (051011)
-Meter Gounts coins, a opposed to credits
-Finer resolutioraccuracyon lightstop.][REQUIRES-EXPANDER BOARD WITHFIRBIWARE
-Trap door increment rangadjustedto more practical values
-other internal performance adjustments

1.0 (09-14-10)First release version

13
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IC>Expander

Qewei-a
J3: OUTPUTS,
Open Collector 2

- I
-
- 1».

.
J2: Power, 12V <]

Part# PCB14008
Location: Back Panel
ID-Switch setting:0000(off-off-off-off)

Handles thel6 LEBon thetop half of the playfield.
Light #1 is the one immediately afte29Q O ftiey(fdllowclockwise.
The jackpot light is the"8light.
Note: For trapDoor version 1.1it is strongly recommended
(but not requirad) that IGexpanders have firmware 2.3.

|O-Expander2

Part# PCB14008

Location: Back Panel

ID-Swich setting:1000 (on-off-off-off)

Handles thel6 LEDs on the bottommalf of the playfield.
Light #1 is the one immediately afte23Q O ftiey(dllowclockwise.

|O-Expander3

Part# PCB14008

Location Back Panel

ID-Switch setting0100 (off-on-off-off)

Handleghe LED strips found on the cabinet columns, the playfield perimeter and in the trap door chute.

It also handles théwo AccountingHardmeters (credits count, toys count), as well as thive enable line
going to the coirmech andBill Acceptor.

14



Sound Boal’d I : & SD-CARD

BAY

Part# PCB18001 - N
Location: Upper Assembly ] —'_ L

ID-Switch settingd000(off-off-off-off) .

Handlesbackground and event sounds
Sound files are stored dhe plugiin SDcardmemoryboard.

Opto Sensors

Part#OPTO407(Right AngleConnector]

Locatiors: Claw track and mechanismndbehind Trap Door assembly
Qty: 5

ID-Switch setting: None, it has no 485 communication

Theydetect the following five occurrences

- Claw Vertical HomeéHome/ latch, cord slack)

- Claw Horizontal Homd3éck of gameclaw track pangl
- Trap Door Home (Door closed)

- Trap DoolLeft (flap toy-weight sensg

- Trap DooRight(flap toy-weight sensg

Notes:
Thissensorboard has a Green LED that lights up when the IR beam is intertupted
All Five sensegmals go to the Quad stepper Board Inputs, J2 connector

Small 2Digit Display

Part# PCBDD010-D [485 capable]
Location:Frontof Game

ID-Switch setting: 0000(off-off-off-off)

The lD{ 6AGOK Aa f20Fd$

pufi
N
<,
[N
ey
w»
(@]
O
—

Tilt/Shake Senso
Part#GENO00074
Location: Back side of game, behind Claw parking position

Detects when somane shakes the cabinet in an attempt to have the toy fall
through Trap DoofThe ggnal goes straight to Main CPU (Quad Stepper Board);
The Tap Door will closdacka few degreesind aten second audible

alarm will be set off.

15



Hard-meter Pair

Part#ASMO0012-in-1 Assembly, with common connector]
Or #ELMOO07 (individual)

Qty: X2 meters

Location:Cash Drawer

Nonresettable type

#1 (left) : Cedits Purchased Count

#2(Right): Toy Vend Count

Coin Mechfactory default)
Imonex 0.900 type witldoin Lock Solenoid
Part#ELM014

Location:Front of Game

Bill Acceptor(Optional)

MARS Me2451 or 2681(115VAC Mods)
Location:Cash Drawer

DefaultBenchmark GameSperationalSettings

This is done by setting the side configuration-Bigitches as follows:

MARS AE2451 MARS AE2681

On OFF  Setting Obtained: OFF On  Setting Obtained:
1@ 4-way accept 8 @) Vending Interface
2 . 4-way accept 7 . 1-Pulse-per Dollar
3 . High Security 6 . Harness Enable
4@ |8t 5/@ | s$20
5 @] no $2s 4 ©) no $2s
6|@ $5 3@ High Security
7 . 1-Pulse-per-Dollar 2 . 4-way accept
8 . Harness Enable 1 . 4-way accept

Enable/Disable featuréGame controlled)

00859¢ 00095

[Note that we provide the appropriate adaptbarnesstonnector for this bill accept]

Pin Name (all pins refer to P1) Type 115 VAC pin
115VAC HOT / 24VAC HOT Power 20 v
115VAC NEUTRAL / 24VAC NEUTRAL Power 4 v
Earth Power 21 v
Denom 1 ENABLE, High Input 15 v
Denom 2 ENABLE, High Input 14 \/I (+5V)
Denom 3 ENABLE, High Input 13 v
ESCROW, High Input 12
Denom 1 ENABLE, Low Input 27 v
Denom 2 ENABLE, Low Input 28 \/|
Denom 3 ENABLE, Low Input 29 v
ESCROW, Low Input 30
CREDIT-PULSE_NOT Output 7 v
LOW LEVEL GROUND Ground 10 v
OUT-OF-SERVICE POWER QOutput 25

(200 ohms to +5 VDC)
OUT-OF-SERVICE NOT Output 22

16



5- PROGRAMMING OPTIONS

MENU

Press Upper and Lower 4 COINS PER CREDIT
buttons simultaneously
to enter Programming Mode

PLAYS PER CREDIT

ATTRACTION VOLUME

PLAY VOLUME

JACKPOT VOLUME

e 18
ggmii
YRTIRGE
‘ 3.

N

Power Distribution Board CLEAR CREDITS
-Behind Playfield panel- EXIT

TILT/SHAKE ALARM VOLUME

FIVE DOLLAR INCENTIVE
Biloft|t on
g g TEN DOLLAR INCENTIVE

TWENTY DOLLAR INCENTIVE

ATTRACTION REPEAT PERIOD

TRAP DOOR INCREMENT

WIN WINDOW TOLERANCE

Playfield panel

Figure 7. Programming Mode Scheme.

Button Assignments:

G! LILISNE Y LYONBYSy(d I f dzS
GOYUSNEY { @S 2LIiA2y @I dzS
G[ 2 ¢S N@Ement Vaiué O

To enter Programming moderessUpper and Lower butins on the Power Distribution Board, by reaching
behind the Playfield Panel, on the riglas shown in figur8.
The menu is followed ia sequential order, by using the center button to advance through the options.

Once you enter Programming Mode

As you go through the meneach optionrnumber will appear in the small twdigit display, thenamewill be
called by a voiceand thevaluese will be displayed by thop-left quadrant gayfieldlights acting as dach
Possible values displayed are: 0 (all dim) and 1 to 8 highlighted

Figure 8. Programming value tach range, 1 to ¢

17



PROGRAMMING MENU

1- COINS PER CREDIT
How many CoiMech pulses are required to add +1 dite
Value Range0¢ 8 Default: 2 y23SY WnQ A &modé Whirishaweasing thRgaive2

Notes:
-One Bill Acceptor pulse will count as four coins internally (i.e. $1= $0.25 x4)
-Actual coin value is determined by your coirech/swipecard configuration,
©w APSd (KS WO2AYyQ O2dAZ R 6S bPndup 2N bmodnnsz

2- PLAYS PER CREDIT
How many playtries are allowed per eachurchasedcredit.
This allows to set for example: 3 tries for $1 , etc.
Vale Range: t8 Default: 1

3-ATTRACTION VOLUME
Background music volume, when outside of play mode
Value Range:-8 (0100%) Default: 5%

4- PLAY VOLUME
Background music and event volume, when Player has credits.
Value Rangeéd-8 (0100%) Defaut: 30%

5- JACKPOT VOLUME
Background music and event volume when Player wins toy, regardless of it being through Jackpot or not.
Value Ranged-8 (0100%) Default:50%

6- TILT/SHAKE ALARM VOLUME
The volume for the alarm sound set off when someohakes the machine.
Value Ranged-8 (0-100%) Default:50%

7-FIVE DOLLAR INCENTIVE
How many extra credits are given whire player introduces tleast$5 (accumulated in coins or bills)
before pressinghe play button
Note that these extra crétb willthend S Y dzf (i A LHajsPENS Soptidriv&ue ¥
Value Range:-6 Default: 1

8-TEN DOLLAR INCENTIVE
How many extra credits are given when Player introdu¢dsast$10 (accumulated in coins or bills)
before pressinghe play button.
Note that this value alreadgccounts fori K Bve DBllarly” O S y dpliod $ale
Value Range:-8 Default:2

18
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9-TWENTYDOLLAR INCENTIVE
How many extra credits are given when Player introdu¢dsast$20 (accumulated in coins oills)
before pressinghe play button
Note that this value already accounts fortieSy 52 f € I NJ Lvl@Sy G A @S Q 2 LIGA2Y
Value Range:-8 Default:3

10-ATTRACTION PERIOD
Length of time before the attracin fanfare repeats when there aneo credits present on machine.
Value Range: -8 Default: 1 NoteO=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, Xplayfield hits are proprtionalto this setting.
Value Range:-8 (smallglarge Default:3 R
Example: For a setting 8 I aME KAGE¢ apk®Pt Y20S GKS R22NJ oé
12-WIN WINDOW TOLERANCE

The width of the jackpot window

Value Range:-8 (harder- easier) Default: 2

13- CLEAR CREDITS
Return the credits to zero.
Presseither the Upperor lower buttonto clear.
¢ KSy LINKriiddle MBigoyi)agailNg continue.

14-EXIT

6- ALTERNAICOIN/BILIAND CAREBWIPE SYSTEM CONFIGUBNS

There are a few alternative configuratioregardingCard Swipaystems andBill Acceptor devices thaire
possible to setup, depending on your location. These are described in a general fashion as follows.

Note that the system expects the follawg timing ranges for any pulses:
Low time: 4e0mS
Up time: 106150ms

19



CARD SWIPE SYSTEM

The CoirMech and/or Bill Acceptor can be replaced to set up a svigpe&redits scheme.
The recommended set up is as follows:

-Remove the CoHviechand/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 stgm for a ipulseper-swipe response.

-If tapping the coin signal line (Gied wire),1 pulse (swipe) will count as 1 coin internally
-If tapping the bill signal line (Gr&reen wire),1 pulse (swipe) will count as 4 coins internally

-Configure tle game to provide the necessary credistheWO2 Ay Q 0O2dzyi AYRAOFI SR 620
you will charge peswipe

-If possible (strongly recommended), hook up your system to the enable line@&sn wire), so that the
game can stp money intake in case of any error or fault.

-Additionally, if your scheme supports/requires accounting, youtaprfromthe pulse signal (Whit8lue wire)
going to Hardmeter box #2 (see page 16), which tracks the number of toys vended.

QOIN MECHS
It is possible to use other coin mechanisms on this machine. The wiring harness terminates on boityspade
connectors and an IDC connector for this purpose, the signal lines are:

Wire Color Signal

Yellow 12v

GrayRed Con Signal

BlueGreen  Enable(low=enable, high=disable]this should be hooked to coimech ground)
Black GND, actual DC Ground

A WONPRFEH#®

20



Notes:
TheW5 S@A OS D NiRedegntes f@ryf the @ &ander 3 Board, as commanded by the main CPU to
enable or diable money intake. It is necessary that your aonch device has a cofn 2 O |
that this feature is available.

Normally, for anmonex, if it has a coin reject solenoid, you hook the sole@&H NB dzy RQ (2 (K

that the game can control it.
For an electronic coimech, likethe MPU, you hookip the coinY S O G &2 dzy R Q

BILL ACCEPTORS

It

is possible to usether bill acceptors on this machine

like thelT-Bellis BV50or the Bramid Apex 5000 Sées.

The wiring harness on the Cash Drawer terminates on-Ribh2Violexfemaleconnector,
providing all the necessary signal lines:

Pin  Wire color Signal

1

oO~NO OTh WN

G2 GKS

WNBE2SO0GQ a2zt

(0p))

Syt

tS

(0p))
(@]

yl

A

Red 5V
Yellow 12v
Black GND actual DC Ground
GrayGreen  Bill Pulse Sigha
BlueGreen  Erable (low=enable, high=disablé) & | Eh&bleW fasifofc®inrmech above)
White AC Neutral
Black AC Hot
12 -- Reserved

This connector is followed by ataptor harnes$or the appropriate device. We stock adaptor harnessas f

the Mars2451, the [TBellis BV50 anthe Pyramid bill acceptors[Please note that we strongly recommend a
device that supports &ogicErable line, so that the game can stop money intake in case of any error or fault].
Please contact customer sergid necessary.

/- MECHANICAL

Claw Operation

¢CKS ¢NJ LI 522N) Of g dzaSa |+ ayvY2dzaS

0 NI LX

5688 YSOKLEY

The claw is activated when the weight of the claw rests on the trip sensor plate upon descemidirzg o

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.
Gl 2fSaé¢ Ay (KS ayhatalov eddbidipressire dikidBy Bro@ drip Sénsplateto 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 o 0
1. Power machine off 1 il €
2. Loosen (2lower roller mount screws g~ 3
3. Disconnect harness ® p—
4. Lift assembly up and out ¢fackk . Do ® Rl
not force assembly out as you may ben 2
the bracket If necessary, loosen the (4) = =

motor mount screwks and allow motor ; —

to fall to its lowest position to allow \

more clearance before lifting assembl 8

out. 1
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 toyfrom machine

3. Remove (2year cover plee screwsand (4 cover platesidescrews
(2 on each side)
Removegear cover plate
Looserright side shaft collar .

o g s

Removeright side geak andpin platd and allowthe right side
trap doom to raise completely.

7. Replace theight side geak on the shaftso that theopto flagn is in
0KS dzLJ LI2aAdAz2y | yR whenekdgaged Witk S
the worm geao .




8. Replace the righside pin plateon the shaft, turn thepin platd
clockwise until it stops on the opto mount spaedhnile the right side
trap door is in the up limit positiognd tighten the shaft collar.

9. Looserthe left side shaft collgr and allowleft side trap doog to
raise completely.

10. Turn theleft sidepin plater completely counterclockwisentil it
stops on the opto mount spacevhile the left side trap door is in the
up limit position,and tighten theshatft collap .

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 i
the chute allowing the bootip sequence tdake place.
2. Power the machine off (trap doors should be horizontal
slightly angled up).
Loosertrap door attaching screws on one of the doors.
Adjust thedoork 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 byantly puslingthe door downl 6 2 dzii
to see if it will return p reliably.
a. If the door returns up reliably, tighten remaining
screws.

»w
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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-5 on the other door.
7. Verify Operation

a. With the doors in the uposition, place the lightest prize that will be used in the machine
on the doors. The prize should easily depress
the doors and activate the sensarstifying
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 befe dropping.

c. Play the machine without hitting the jackpot
until the prize drops. When the prize drops,
the counterweights should cause the doors tc
immediately return slightly notifying the
computer that a prize has dropped. The
machine should then retn the doors to the
up position and continue normal operation. If the doors do not return at all after
RNRLILAY3I G4KS LINARTS YR GKS YIOKAYyS R2SayQi
to be adjusted in the slots away from the center of the chutejustthem ou slightly
and repeat steps 4.
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Claw CordReplacement
Notes: Use Benchmark supplied cord to insure prope
operation.
You may perform cord replacement with the
claw travel assembly within the game or removed.
1. Cut dd cordand remove claw.
2. Removecordfrom lift reel.
3. Feed new cordip throughclaw position rod ,
claw reset hook , andclaw centering plate .
4. Feed string through theord guide spacen:

a. Position the cord guide spacer so that
the cross drilled hole isffset to the
left of the pivot spacen .

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

c. Feed the cordhrough thecable
pulleyo and tie a knot to secure.

d. Trim cord above knot.

e. Take up the slack byitning thelarge
timing belt pulleyin the up feed
directionat least until claw is
suspended byhe cordand not sitting
on the prize bin floor.

f. Power machine on and verify operation.
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collapsed view

FevEOK:

DECRITON DATE

>z

Release to Production 04/23/10

®

Add Note 09/18/10

Note:
All screws this assembly have lock patch on
threads or use Loctite #220.

PART NUMBER DESCRIPTION QryY.
079MAC026 claw top bracket3 2
079MAC027 claw rod bearing 4
079SCM008 trigger bearing spindle 2

AFBMA 12.2 - 0.2500 -
4 0.7500 - Oé2é88 - 4
5 CR-% 0.T72- 12
40x0,375x0.375-N
6 OCOR-PHM 0.1 12—N 2
40x iﬁfﬁgﬂ )5{;??«
7 4040 B;gx% 2
8 spacer #440x500x 8
hex
9 079SHM009 claw arm linkage?2 4
079SCM11 claw bushing 4
079ASM trigger lever assy 1
079MACO30 rod slide block inside 2
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Benchmark Games
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claw main top assy3

oo
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TEM NO. PART NUMBER DESCRIPTION [T Base plofe assy
1 079MAC025 claw base plate3
2 #6x500 PPSM 8
3 pin 094 x 500 4
4 079MAC032 claw arm small blunt 4

rEvEON:

200 | vev] DECHITON ATt

Prototype Release

>

Release to Production 08/05/10

Collapsed View
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