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INTRODUCTION
Description I Game play:

Players are allowed to choose any of four loveable characters to race. After  being
given the ready-set-go, players can run either by holding the Run button, or tapping it
repeatedly, which makes faster speeds possible.

During the race, four obstacles will be presented. Players may attempt to avoid
tripping over the obstacles by pressing their Jzlnrp  button. Successfully clearing an
nhctnrlc=  CRT-IT~  the  nlnwr  a few  tick_ets,  and also makes the next  obstacle that will beyvu  .--.-  --..-  _.._  r --,- _
encountered harder, but worth more tickets if cleared.

There is also a ticket on the far side of each obstacle. Landing from the precisely
on top of the ticket will earn the player an additional ticket bonus. Hitting these tickets is
about as hard as the hardest jump, providing a challenge for the more skilled players. As
with the jumps, the amount each such target is worth depends on the player’s previous
success.

At the end of the race, a sign proclaims the number of tickets that the winner of
the race will earn. This number is changing randomly and it’s final value is determined
by the time that the first dino crosses the finish line. The random value gives players of
all levels a chance at the jackpot.



ASSEMBLY
SET UP:
To avoid unnecessary movement of the game, setup the game in its permanent location

The footprint is approximately 33” x 35”.

After completely removing all the packaging from the unit, remove the tape over the coin
return. These keys are for the cash box door. The rest of the keys and power cord will be
inthecashbox. ~~

The next step is to simply plug the unit in and turn the switch on. It is a good idea to clean
the game with soapy water.



PROGRAMMING

Diagnostics

VIDEO TESTS - provides an
ample aSS”nment  of test
screens for evaluating the

You will find that Dim  Dnsh comes
with a detailed auditing system that grants a
tremendous degree of control ever  your machme.
To enter the sewice  mode, locate the small shde
switch on rhe  L’O board and flip it into the ‘on

pcsltion.  To exit the sen;ice  mode, flip this
switch back into the ‘off position (certam  modes,
such as the switch test, changing adjustments.

and test screens, may need to be also ccmplefed
in ad&ion  to flipping the switch back.)

Navigating
Use the right set of player

switches to move within the menus The
Jump (left) button moves left through a
menu, and the Run (right) button moves

right through a mew.  The left set of
player switches either descend into the

next menu or activate a service function.
Both buttons in the left set have exactly

the same operation, and are called ‘acwzm
buttons in this documentation.
Exceptions will be noled.  The currently
highlighted  menu item  is sho\n  in white,
ahile  the  other items are shown in shades
of blue.

ccndilicn  of the monitor.
GR4PHIC  USES -primarily
development function that is of
little practical use to operators.
LOADED GR4PHICS  - as
pre~lous
LOADED P.4LETTES  - as
prevmus.
SOUND TEST - allows

opetz!clcsed state of all input
sivirches.

Here and throughout the document.  lest
that appears on screen is shown in ALL CM’S,
just as It  is displayed.

1IECHZLUICAL  TEST -
allows testing of meters, ticket
dispensers. and lamps.

Main  menu all other menus descend Tom  t:tis
top  level.

LYFO - system name, bmld  date, and
version number, as well as a:-a-&cc
errors and more.
ALVDITS  - prcwdes  \ iewing  and
resetting of the  system audits.
ADJUSTRIENTS  prcvidcs  vie,~virs.
changing, and resetting of s]istem
adJustmems.
BEST SCORES provides  wewing  2nd
resetting of best scores, either ?!I  at
once or bv  track.,
CREDITS - provides infcnxmcn  i%:ic!
control of currenr  credits.
TESTS prcvidss  a  number  nr‘s)xt:rz

testing functions, in several groups:



PROGRAMMING
Detailed Descriptions

The above notation means ‘the INFO
item of the main menu’ and will be used
throughout these descriptions.

While INFO is highlighted, the
descending men”  will  show the unit name,
version number, and sofhvare  creatmn  date. ‘l’he
elapsed time since system startup is displayed as
well. Also, if there have been any automatic
resets of the audits, adjustments, or best scores
due to error since the last entry to service moc‘e,
those events will be noted here (each will also be
noted on it’s own sub-menu of the main menu:

Pressing an action button while INFO is

highlighted will  descend into the IliFO  menu.
The functions available under INFO are
primarily hardware capabilities and of little
practical use to operators.

NFO  has these options:

BACK
DEBUG IhTO
VIDEO HW m T 0
BLIT SPEEDS
AUDIO Hw  IKE0
MEMORY USAGE

Slain->Lh-FO->BACK
Pressing an action button while BACK

is highlighrcd will  return to the main menu.

Main->NFO->DEBUG  INFO
Pressing an action while DEBUG IN?-‘0

is highlighted will switch to a screen showing the

debug  log. If no errors have occurred, all that
will be displayed is several lines of information
i2dlcating  a successful startup. Press any player
sxbitch  to return  to the normal service mode.

4Iain.>NFO->VIDEO  mV  N F O
Pressing an action bu!ton mhilr  VIDEO

H\v  TNFO  is highlighted will switch to the dzbug
log (as abobe, see DEBUG TNFO)  displaying *he
cazabilirles  of the video hardware.

\Iain->LXFO->BLIT  SPEEDS
Pressing an action button while BLIT

SPEEDS 1s  highlighted wili  switch to the debq
:og  (3s  above, see DEBUG INFO) displaying  rhe
rssul:s  of simple speed tests on the hardware
bhtter.

LIain->ISFO->AUDlO  HW  NFO
Pressmg  an action button while AUDIO

HX’  n T 0  is highlighted uill switch  to the debug
log  (aj zbovc, see DEBUG INFO) displaying t1e
capabi!lties  of the audio hardxue.

&fain->lSFO->JlEMORY  USEACE
Pressing an actlon button while

MESIORY  USEAGE  is highlighted will witch
to the debug log (as above, see DEBUG I&TO)
d:sp!ayma  the peak memory usage of the
program. and rhe  current Gee physical memow.

,\lain->.%CDITS
‘AXIs  AUDITS  is highlighted, the

descending  menu will  show all system audits, as
well  as any  tlckcrs  awarded, but not yet
dqwnse:  by the txket  dispensers. The pending
tickets w11  usua!ly  be zero unless a ticket
dispznssr  is currently out oftickets, and unlike
‘real’  a::dl:s.  they are not  saved if power is lost. If
rhe  audiis  have been automatically rest due to
cmr  ~:r.ce  the last entry to service mode, that
n-ill alss  ‘5s  noted.

6



PROGRAMMING
TWO PLAYER GAMES - number of
times two players have a played a single

game. Each two player game
increments this audit by one, not hvc.

PRIZES - number of prizes
successfully dispensed Tom  either

dispenser.
AVERAGE GAME  TIME - average

number of seconds during each game
spent in the race.

Pressing an action button while
AbJITS is highlighted will descend to the
AIJDITS  menu. The ACDITS  menu has the
fol lowing opt ions:

BACK
CLEAR AUDITS
CLEAR PENDING PRlZES

Jlain->.kUDITS->BACK
Pressing an action button while BACK

is highlighted will  return to the main menu.

Main->AUDITS-XLE.4R  AUDITS
Pressing an action button while CLEAR

AUDITS is highlighted will reset all audits to
ZUO.

,\lain->;iUDITS->CLE;IR  PENDING
PRIZES

Pressing an action button while CLE.4R
PENDING PRIZES is highlighted xv111  set to zero
the pending, un-dispensed prizes for both
dispensers.  This will rarely be needed, except
perhaps if a dispenser malfunction has allowed
an  excessive number of prizes to build up.

>Iain->ADJCST>IENTS
While ADJLSTMENTS  is highhghrzd,

the descending menu will stow a subset of the

system adjustments, since there are more than
can lit on the  screen at one tune. If the
ad;ustmenrs have been automatically reset due to
error since the last entry to service  mode, that
~~111  alho  be  no:ed.  If an adjustment is shoikn  in
blue. it is disabled  because of another
adjustment. For instance, wklc  PAYOUT
SETTIiiGS  1s  set to something other than
manuai.  many of the payout adjustments mill  3e
&&led  bzcuse  their values are bemg
ccntrolled  by the system. Iian  adjusrment  has
thxce  defaulrs listed. those  arc the defaults under

LOV+‘.  hIEDlUM,  and HIGH payout settings.

The system  adjustments are:
Page One (Mwc.):

VOLUME (defaulr: 5,  range O(OFF)-
IO)  - controls the software volume for
all sound and music.
ATTRACT SOUNDS  (default: OFF,
range OFF, ON) - if OFF the game will
not make any noise when no one is
playing It.  If ON, it ~11 regularly play a
picsc of music and play random sounds

to grab player’s attention.
SCORE RESET DAYS (default
O(OFF), range O(OFF)-601.  if this many
days have transpired since the last
automated score reset, all of the best
scores will be reset to factory defaults.
SCORE RESET PLAYS (default
O(OFF), range O(OFF)-1000 in steps of
iO0)  - if this many games (ONE
PLAYER G.4MES f TWO PLAYER
G.XVES)  have been played since the
last automatic score rrset,  all of the best
scores will be reset to factory defaults.
PLAY WHILE PRIZES OUT?
(default YES, range NO: YES) -
whether the game will exit from the
payout screen while one of the
dispensers is empty. IfYES.  it will exit
after several seconds and allow more
games to be played, but players will not
be able to receive prizes from the empty
dispenser until the prizes are refilled,
and the appropriate dispenser reset
snitch is prsssed. At that time, all
prizes that have been awarded since the
dispenser ran out will be dispensed.
JCXP  SPACIXC  (default MEDIUM,

ranee  S



PROGRAMMING
jump on the track. If SHORT is one
unit, then MEDIUM is hvo  units, anC
LONG is three units.
JUMP  NUMBER (default 4, range :-
4) - number ofjump  chances in each
track. If there are fewer than four, the
player will never get a chance at the
hardest jumps.
PAYOUT SETTNGS  (default
MEDIUM, range MmiUAL,  Low,
MEDIUM, HIGH, NEW JERSEY) - In
MANUAL, all settings are available 5x
operator control for fme tuning. LO!V,
MEDIUM, and HIGH allow for easy
setting of common payout levels. NEW
JERSEY payout enables the
IMMEDIATE PRIZES adjustment
(which must them be set by the
operator) and disables all other payouts.

Page Two (Credits):
CSI  CONS N (default 1 , range I-10)
- number of coins received in coin
switch one needed to tri.gger  CS 1
CREDITS and CS I METER CLICKS.
CSl CREDITS (default 1, range l-10)
- number of credits granted each time
coin switch one is triggered by receiving
CS I COINS IN number of coins.
CSl &lETER CLICKS (default 1,
range l-10) -number of times the coin
meter is advanced each time  coin switch
one is triggered by receiving CS 1
COINS IN  number of coins.
CS2 CONS N, CS2 CREDITS, CS2
DIETER CLICKS - as with coin switch
one, but for the second coin switch.
CREDITS NEEDED (default I, range
l-10) number of credits need for each
player to play a game. In most cases you
can adjust this value and ignore the coin
swatch  settings.
JI,\XnIUM  CREDITS’  (default 30.
range 2.100) if credits are received in
excess of tlxs  number, thmey  v.111  be
ignored.

8



PROGRAMMING
Page Three (Payout):

JIKvlEDUTE PRIZES (default 0,
range O-100) - Number of prizes that are.
dispensed as soon as a coin in is
insened, to support New Jersey style
payout. As the only available crutch for
determining where to dispense the
prizes, a coin inserted in coin switch
one triggers prizes from  dispenser one,
and switch two to dispenser hvo.

(Unlike the other prize adjustments, tiis
one is independent of ‘points.‘)

POINTS  TO GET 1 PRIZE (defaulr  1,
range O(OFF)-100) -Number of poinrs  a
player must get to receive each prize.
WIBNER  POINTS  (default O(OFF).

range O(OFF)- 100) - Number of potis
(see POIhTS  TO GET 1 PRIZE above)

awarded to a player for crossing the
finish line first. This allows for a fixed
amount awarded to the winner. By
default, the random points are awarded
to the  winner of a race instead.
LOSER POLYTS (default O(OFF).
range O(OFF)-100) -Number ofpoinrs
(see POINTS  TO GET 1 PRIZE above)
awarded to a player for crossing the
finish linr second (last).
HIGH SCORE POINTS (default I, 2,
4, range O(OFF)-100) -Number of
pomts  (see POINTS TO (GET  1 PRIZE
above) awarded to a player for getting a
time good enough for the current trac.i’s
:op-ten table.
51IN RANDOM PONTS  (default 0,
1,  1,  range O-100) - Generally works as
RWDOM  POlNTS  x below, expect
that no probability calculations are

done; instead, any time one of the other
random payout levels (or the jackpot) is
not awarded, MIX  PANDOM  POINTS
:s  awarded. Therefore. it should

probably not be anything besides zerc
or one.
MDO\l POISTS x [Z-5]  (defaults
2. 5.  10.  20,  range O-100:1  -These.
together with !vlIN  RANDOM POINTS
2nd  JACKPOT, define the  payout levels

for the random points. The chance of
paym;  out each Is\-el 1s  based on the

amount oi that value and AVCI
Rk.ViO?Il POlNTS.  so that a setting  of

213  will be paid approximately once for
every  ten ?s  that ace paid, and so on.

JACKPOT (default 100, range O(OFF)-
1000 in steps of 10) - This should be
highest random payout available. It
otherwise functions the same as
RANDOM POINTS x, except that it
goes in steps of ten, and setting it zero
disables the  random payout feature. The
jackpot is also shown in bright text
when the sign at the end of the race is
showing possible values.
AVG  RANDOM POINTS (default 2,
4,4,  range O(OFF)-100) - This controls
the average payout for the random
points. It will often  pay out lower,
offset by the occasional jackpot or other
high  payout. Since the random pomt
bonus is only paid to the winner of a
race, the overall average payout horn
random points should actually be about
half this, but It  can be adjusted if it  is
found that most players are either
winning  or losing.



PROGRAMMING
Page Four (More Payout)

JUhlP  x POINTS (defaults (1, 1, 1, 2 1,
(1, I, 2,3),  (1,2,3,4),  range 0 -100) -
During the game, the player is presented
with up to four obstacles. Clearing an
obstacle earns the player plaints  (which
become prizes). Each successftd  jump
awards the points  and presents the
player with a more difficult obstacle at
his  next jump. Since there are four
obstacles and four types of obstacles,
on!y  a player who make all four jumps
will be able to add JUMP 4 POINTS to
his score. If a player misses a jump anal
mps. he will be presented with the same
obstacle  again and again until either he
makes it or the game ends A very pocr
player who cannot clexrjump  class 1
will  earn no points/prizes from jumps.
A p!ayer who can clear jump classes 1,
2, and 3 but not 4 will earn (in medium
wrings)  1- 1  + 2 points, or 4 total from

jumps.
TARGET SIZE (default 80%, 10056,
12046,  range O%(OFF)-200% in steps of
SO,;)  - On the far side of each jump is a
target, in the form of a large ticket.
Landing precisely m  the  target area will
award the player the number ofpoints
shoun on the target. The #default
difficulty of hitting the target is
approximately equal to that of clearing
the  class 4 obstacle, but because there
are four chances per race, hitting one or
two targets is not unusual. but hitting all
four is nearly impossible. This
adjustment controls the size of (and
therefore difficulty of hitting) each
target.  For ease of use it is listed  as a
percentage of the default size. At 504’c
11  1s half as small as the default size, ar
XC”6  :t  is twice as big.  Dmue  to the
amount of space covered by a player
during a p:ogram  cycle, sizes below
about 25%  may be completely
:mpossible  to hit. A setting of 00/o
disables :he  rargct feature.
IST-4TH  TARGET POIiYTS  (defaults
,,I.  I, 2. IO),  (1,2.5.20),  (1,2,5,20),
x,y  0- 130)  ‘rhcse  conrrol the
pyouts  of each target. The first target
Aat a p!ayer hits 1s wonh 1ST  TARGET
POIYTS.  <he  second 1s  worth 3KD
T.-\RGET  POINTS, nr.d  so on. Setting

4TH TARGET POIxIS  IO  O(OFF)  will
also disable the target feature.

Pressing an action button while
ADJUSTMENTS is highlighted mill  descend
into the ADJUSTMENTS menu. The
ADJUSTMENTS menu has the following
options:

BACK
hTXT PAGE
CHANGE
RESET ADJJYSTIME~TS

Pressing an action button while BACK
is highlighted will return you to the main menu.

illain->riD~STMEITS->SEXT  PAGE
Pressing an acrion button will cycle

through  the adjustnxct  pages. It changes from
Page One to Two, Two to  Three, Three to Four,
and Four back to One.

hlain->.~JC’ST~lENTS->CH~~GE
Pressing an action button while

CHAKGE  is highlighted will put you into the
adjustment change mode. A highlight box will
appear on :he  current adjustment, and the
controls ~11  function differently. Pressing an
action burton  will move you down one to the next
adjustment. Pressing an action button while on
the last adJustment  will return ycu to the normal
ADJLJSTMENT  menu. with CHANGE
highlighted. Pressing the Jwnp button on the
right-hand control set while in change
adjustments mode uill  decrease the cument
adjustment by one, and pressing the Run button
on the right-hand control set while in change
adjustmen:s  mode ~11 increase the current
adjustment by one.

Pressing an action button while KESET
ADTlrSTXlENTS  is highligh:ed will reset all



PROGRAMMING
SCORES

\%hiIe  BEST SCORES is highlighted,
the descending menu will show a set of the best
scores. If the best scores have been
automatically reset do to error since the last
service, that will also be shown.

Pressing ao  action button while BEST
SCORES is highlighted will descend into the
BEST ccoR.Es  menu.  ThP  BEST SCORES
menu has the following options:

BACK
NEXT SET
CLEAR SHOW3
RESET SHOWS
CLEAR ALL
RESET ALL

Main->BEST SCORES->BACK
Pressing an action button while BACK

is hlglzlighted  will return you to the main menu.

Main->BEST SCORES->SEXT  SET
Pressing an action button while NEXT

SET is highlighted will change the currently
displayed se! ofscores, where each set is the ten
best times for one possible track.

Rlain->BEST SCORES->CLE.m  SHOWN
Pressing an action button while CLEAR

SHOWN is highlighted will clear ths name fields
and reset the scores to  zero in the ten scores
currently displayed.

Main->BEST SCORES->RESET  SHOWY
Pressing an action button while RESET

SHO\“/TS  is higtilighted  ~41 reset the scores
currently dlsplayed  to factory defaults.

Main->BEST SCORES-XLEAR  ALL
Pressing an action button while CLEAR

ALL is highlighted will clear the name fields xd
reset the scores :o zero in all score’s  stored in the
svstem.

Main->BES-I  SCORES->RESET  ALL
Pressmg  an action button while  RESET

ALL is hl+ghted  u-ill  reset ali  scores stored on
the  system to factory defaults.

bl:Gn-XREDITS
\!*mie  CREDITS is highhghtcd. the

descending menu  will show the current number
ofunxsed  credu.  as well as the value of the
hMXIUM  CREDITS adjustment.

Pressing an acnon button nhile
CREDITS is highlighted will descend into the
CREDITS menu. The CREDITS menu has thr
following options:

BACK
AWARD FREE CREDIT
DEDUCT CREDIT
- M.LY  CREDITS
- MARX  CREDITS

hfain-
XREDl
TS-
>BACK

P r e s s i n g
an act102
button
whi le
BACK ii
highi:rhr
ed wilj
return
you  to
the main
menu.

Jlain->CREDITS-zA~~;\RD  FREE CREDIT
Main-XREDITS-zDEDUCT  CREDIT

Pressing  an action while one of these
menu :t:ms  is hlghlighted will increase or
decrease the  current unused credits.

Main-XXEDITS-+  MAY CREDITS
Main-XREDITS->-  MAX CREDITS

Pressing an acrion while one of rhe>e
menu items  1s highlighted will increase or
decrszx  the ?J.AXlUM  CREDITS adjustment.
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Pressing an action button while TESTS is
highlighted will  descend into the TESTS menu.
The TESTS menu has the following options:

BACK
VIDEO TESTS
LOADED GRAPHICS
SOUND TEST
SWITCH TEST
MECHANICAL TESTS

Rlain->TESTS->BACK
Pressing an action button while BACK

1s  highlighted will return  you to the main menu.

Main->TESTS->VIDEO  T E S T S
While VIDEO TESTS is,  highlighted.

the descending menu will  list the screens which
may be ?ut  up.

Pressing an action button while VIDEO
TESTS is highlighted will descend into the
VIDEO TESTS menu. Each item on the VIDEO
TESTS menu is a statx  screen designed to tes:
one or more upects  of the monitor. Press the an
actlon button while the desired test is highlighxd
to switch to that screen, and then press any player
switch to return  to the VIDEO TESTS menu.
Tlle VIDEO TESTS menu has the following
options:

BACK - not a screen; rerilms  you to rhc
TESTS menu.
RED - a solid red screen.
GREEN - a  s o l i d  g r e e n  screen .

BLUE - a solid blue screen.
GR;IDIENT - shows gradients of

several basic colors.
COLOR SPACE - shows all possible

colors that may be displayed by the
system.

ALIGNMENT shows a pattern of
lines and dots for checking monitor

alignment.

hIah->TESTS->GIUPHIC  U S E S
>Inin->TESTS->LOADED  GRkPHICS
Llain->TESTS->LOADED  P A L E T T E S

These features arc largely of use for
deve!opment  and debugging. << and >> are
shon for previous and next.

Alain->TESTS->SOUND  T E S T
While SOUND TEST is highlighted, Ihe

dsscznding menu will show the available options.

Pressing an action button while SOUND
TEST is highlighted will descend into the
SOUR2  TEST menu. The SOUND TEST menu
has the following options:

BACK
P L A Y
NEXT
STOP

Main->TESTS-x3OUND  TEST->BACK
Pressing an action button while BACK

is highlighted will return  you to the TESTS
menll.

>Iain->TESTS->SOL%D  TEST->PLAY
Pressing an action button while PLAY

is highlighted will play the current sound effect.

&lain->TESTS->SOUND  TEST->.NEXT
Pressing an action button while NEXT

is higklllghted  will advance to the next sound
efeu  and then play it.

&lain  ->TESTS-2SOUND  TEST->STOP
Pressing an action bunon while STOP is

hi&hghted  will stop the current sound effect
from playing.

>Iain->TESTS->SWITCH  TEST
While SWITCH TEST is highlighted,

the descending menu will show all input switches
and their current state. Each switch has it’s

OPEN’CLOSED displayed, and after
successfully executing the switch test, PASSED

&ill  be displayed for each switch that was seen in
both the  OPEN and the CLOSED states. At the
bottom of the switch test box are the raw bits
co-p  out of the L/O  board.

Pressing an action button while
SWTCH  TEST is highlighted will  execute the
snitch wst  mode. The highlight will descend to
tie  witch  test box, and any previous PASSED
flazs  i$dl  be cleared. Pressing and then releasing
a suirch *ii1  cause a PASSED to appear by that
s\ntch. as it has now been seen m both the OPEN
axl CLOSED states. You must pass all player
s:khes  (those dlsplayed  without parentheses
xound  them in the switch list) to exit the switch

tat  and return to the TESTS menu.
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Main->TESTS->MECHAWCAL  TESTS

While  MECHANICAL TESTS is
highlighted, the  descending menu will show tie
current input/output  state of all prize dispensers
and meters. Each will show a DRIVE signal :f  it
is active, and the prize dispensers will also shsw
a NOTCH signal (though it may be too quick to
appear graphically.) In addition, the
DISPENSER EMPTY state of the prize
dispensers is shown.

Pressing an action button while
MECHANICAL TESTS is highhghted will
descend into the MECHAhTCAL TESTS menu.
Most functions will simply test the associated
device; COIN METER will increment the coi?
meter by one, and so on. The MECHANICAL
TESTS menu has the following options:

BACK - rehuns you to the TESTS
menu.
COIN METER
DISPENSER METER
DISPENSER 1
DISPENSER 2
LAMPS - hxms  all lamps on until the

LAMPS item is un-highlighted
CLEAR PENDING PRIZES - sets to

zero the pending prizes for both dispensers.

13



PARTS LISTING
MECHANICAL PARTS:

DD3006 Marquee housing rock
DD3007 Marquee letters
DD3027 Cover glass
MZ2005 Button 4” round
5001 Coin door over/under
5 0 0 8 Ticket door

ELECTRONIC PARTS:

DD8277
DD8283
DD8284x
MON29V
HD2364
HH5005

Hard drive
Fluorescent 24” HO bulb
Ballast
Monitor 29” VGA
Fan
Ticket dispenser Entropy

GRAPHICS & DECALS

DD7001
DD7002
DD7003
DD7005
DD7013
DD7027
DD9001

Decal side panel right
Decal side p,anel  left
Front panel
Decal button set
Decal control panel
Decal marquee
Service manual
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WARRANTY
1.C.E warrants all components in the Dino DashM  game to be free of defects in materials and
workmanship for a period of ninety days from the date of purchase.

This warranty does not cover items damaged due to normal wear and tear, subjected to abuse,
improperly assembled by the end user, modified, repaired, or operated in a fashion other than
that described in the service manual,

If your Dino DashT”  game fails to conform to the above-mentioned warranty, I.C.E.‘s sole
responsibility shall be at its option to repair or replace any  defective component with a new or
remanufactured component of equal to or greater O.E.M. specification,

I.C.E. will assume no liability whatsoever, for costs associated with labor to replace defective
parts, or travel time associated therein.

1.C.E.k obligation will be to ship free of charge, replacement parts by U.P.S. Ground, U.S. mail:
or other comparable shipping means. Any express mail or overnight shipping expense is at the
cost of the purchaser.

l Products will be covered under warranty only when:

l The serial number of the game with the defective parts is given.

l The serial number of the defective part, if applicable, is given

l Defective parts are returned to I.C.E., shipping pre-paid, in a timely fashion, if requested
by I.C.E.

l A copy of the sales receipt is available as proof of purchase upon request of I.C.E.

I.C.E. distributors are independent, privately owned and operated. In their judgment, they
may sell parts or accessories other than those manufactured by I.C.E. We cannot be
responsible for the quality,, suitability, or safety of any non-I.C.E. part, or any
modification, including labor, which is performed by such a distributor.


