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INTRODUCTION

GAME FEATURES

The brand new CHOCOLATE FACTORY™
all metal crane game by | C.F, was
designed with the operator in mind.
Reliability, low maintenance, themed
cabinetry, and all metal construction are
the key design features, exactly what is
needed to ensure a combination of long
life and high profit.

With neariy the entire constructior made
of metal, it was oniv_natural to Powder
Epoxy Coat everything, inside ano out.
This provides the owner . operator with a
game that will iast for many vegars to
come. The major advantages of a!imetal
construction include:

Vault like security

. Long service life

Low maintenance, and High

Durability.

All windows, of the CHOCZOLATE
FACTORY™, are 1 /4" tempered pizie
glass to provide an easy to clean,

maxim-urn safety, scratch resistant surface.

Other features include, 47 strand
conductor cables, to prevent wire fatig\,e,
a full range of operator adjustable
software, and a newly designed pusher
deck assembly.

The {irst step in ICE’s new crane design
was to seiect several leading cranes
available on the market today, observe
and determine what problems can be o-
are causes of failure and costly down
time. !CE then surveyed operators natrcn
wide, requesting information like:
What are the leading (causes of
crane faiiures in your locations
. What are some problems in
servicing cranes.
What changes would you make
to current cranes to create a
better machine.

ICE’s engineers then compiled ail critica
data, addressed and corrected each
problem and use this information
combined with a new pusher deck design
for cranes to create what we now czll the
CHOCOLATE FACTORY™.

This method of design ensures that the
needs and concerns of the owner-
operators dictate the final design
parameters, for who knows & cranes
attributes and faults better than a crane
operator.

GAME PLAY

After enough coins are Inserted to create
one credit, a theme song written
exclusively for the CHOCOLATE
FACTORY™ will begin and continue ynti
the conclusion of game play.

When the piayer has moved the joystick,
to move the crane, the timer on the right
disp!ay will begin to count down. The
player will then position the crane above
the prize they are attempting to win by
pressing the drop button to lower the
claw.

If the nudging option is on, then the
player wili have the ability to keep
"nudging" the claw down each time the
button is-pressed to hone in on the
chosen prize. If the nudging option is off.
then the player will have onty one chance
to drop the claw.

When the claw has fully dropped it wili
close and retract to its upper most
positron. The crane will then
automatically position its self over the
slide mirror at the rear of the cabinet.
The claw wili lower, then open, reteasina
the prize onto the slide mirror which wili
deliver the prize to the pusher deck. The
new product will be pushed ahead and If
there is sufficient product on the pusher
deck the product closest to the edge will
be dispensed into the prize chamber.

The player can now remove the prize(s)
from the prize chamber through the prize
door located in the front, lower left corner
of the game. The Game is now in its
home position and is ready for the next
player in line.
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SETUP/TESTING/MAINTENANCE

SAFETY PRECAUTIONS

IMPORTANT: FAILURE TCO FOLLOWTHESE
DIRECTIONS CLOSELY COULD CAUSE SERIOUS
DAMAGE TO YOU AND/OR YOUR GAME.

WARNING: WHEN INSTALLING THIS GAME, A
3 PRONG GROUNDED RECEPTACLE MUST BE
USED. FAILURE TO DO SO COULD RESULT IN
SERIOUS INJURY TO YOURSELF OR OTHERS,
FAILURE TO USE A GROUNDED RECEPTACLE
COULD ASO CALUSE IMPROPER GAME
OPERATION AND/OR DAMAGE TO THE
ELECTRONICS.

DC NOT DEFEAT OR REMOVE THE
GROUNDING PRONGC ON THE POWER CCRD
FOR THE SAMFE REASONS AS (SIVEN ABOVE.
USING AN IMPROPERLY GROUNDED CANE
CGULD VOID YOUR WARRANTY.

GAME SET-UP

BEFORE PLUGCING THE GAME IN OR
TURNING IT ON, BE SURE THE GAME HAS
BEEN SET TO THE PROPER VOLTACE. YOUR
CAME SHOULD COME PRESET FROM THE
FACTORY TO THE CORRECT VOLTACE,
HOWEVER IT IS A GOOD {DEA TO CHECK -HE
A.C. WALL RECEPTACLE VOLTAGE BEFORE
PLUGGING THE GAME IN.

ASS EM B LY
INSTRUCTIONS

1. Carefully unbox the game from its
packaging.

2. Using the supplied keys, unlock the iron:
door of cabinet.

3. cut all tie wraps holding the wagon
assembly and crane assembly in place.

4. Plug the game into a three prong grounded
receptacle, NOTE: The appliance must be
positioned such that the plug is accessible
during use.

3.Tne game is now ready for start up.

&

TESTING

After the initial setup, it is time tc test your
game for prooer operation.

1. Locate the game in it’s permanent iocatior
and rock casters

\S}

. Be sure tne game has been properls
plugged intc a 3 prong grounded outlet,
and that the receptacle is in good working
order.

5 If using an extension cord, be sure 115 a 3
prong grounded type of at least © 6 Ca.

4 Verify that the game is set up for the prope;
voltage, anc turn on power to the game.

5 The game wilirun through a test mode at
every start up. 3ee test mode explanation
in the programming section for details.

6. Enter FUNCTION TEST MODE see
programming section.

7. Check all functions in this mode.
8. Check door switch for proper function.

9. Check game volumeduringbusy time at
location to set i: at the proper jevel.

10. Polish the mirror slider, above the pusher
deck @the igft rear corner ¢f the game, with a
good furniture polish. i.e. Behold®

CLEANING

Reguiar cleaning o’the game wilj keep it
looking new, and greatly enhance its appeai

Ciean the windows of your CHOCOLATE
FACTORY™ with a standard window cleaner
such as Windex®

Cleen the cabinet sides with a good cleaner
such as "Fantastic” or “409” and a soft rag. #
mild soapy solution can also be used.

NOTE: DO NOT USE ALCOHOL, THINNERS OF
ANY KIND, OR PINBALL PLAY FiELD CLEANERS
ON ANY OF THE CABI NET SURFACES,
ESPECIALLY THE DECALS.

IF YOU HAVE ANY QUESTIONS OR
COMMENTS REGARDI NC INSTALLATION
OR PROPER FUNCTION OF YOUR CAME,
PLEASE CALL OUR SERVICE DEPARTMENT
AT 7 -716-759-0360



Candy Mix and %'s
ICE has determined a formula, listed below, to yield an approximate payout of 3{()0;.
9. This will be a starting point for proper payout but wil require fine tuning by the
_,erator {0 precisely control final profit of their machine.

Changing candy sizes, costs, types and quantity will effect overall payout.

111 ea. 800 Fun size candy bars. [Cf|- recommends 5 6 different types:

160 Snickers 800 * $0.11 = $88.00
160 Milky way

160 3 Musketeers

160 Kit Kats

80 Butter Fingers

80 Baby Ruth's

Jlea. 100 Fun size soft packs.

40 M+M Plain 100 * 50.11 =%11.00
40 M+M Peanut
20 skittles

3lea. 160 Vending size chocolate bars
40 Snickers 50 *$0.33 = $52.80

40 3 Musketeers
4 0hddyoavav TOTAL 7060 bars = $151.8C

20 Reecee’s Peanut Bu Ter Cups Average cost/candy ~ $0.74
20 Mr. Good Bar or Butter Fingers

len you add candy piace existing candy in the center of the game and add new candy around
Jes to assures complete candy turn over. Adc candy in lots of equal % to the initial setup i.e.

0% 50% 25% 20% 15% 10% 5%
) 400 200 16G 120 80 40
! or 50 or 25 or 20 or 1.5 or 10 or 5
) 80 40 32 24 16 g

0U wish to [ncrease the % payout, /ncrease the % of VENDING SIZE CANDY BARS (.30.33 ea))
0U wish to Decrease the 9 payout, Decrease the % of VENDING SIZE CANDY BARS (.$0.33 ea)

ICE strong]y recommends that you keep game play & $0.50 for 3 plays or 51 .00 for 6 plays.

The set up of: 800 Fun size bar; @ $0.7 1 ea.
100 Soft packs @ $0.11 ea.
160 Vending Size @ $0.33 ea.
3 Plays for 50.50
or
6 Plays for 41.30

Should vleld a 9% payout of approximately 30 -35%. i.e. ($ 51.80 of product should gross sales
lpprommately $455) Anv variance of the gbove candy combinations WILL affect your payout.

P]ease contact the Service Department at |CE 1-716-759-0360 if YOU have any questions or
Rrience any problems.



SETUP/TESTING/MAINTENANCE

Compute actual payout

EXAM PLE
Game Cost = $0.50 ; 3 plays
Avg. cos: of . pc candy = 50.14
Desired pavcut 9 =330
1 weeks collection = $416
Pieces ot can 1y clispensed
in 1 week = 877
{Pieces of candv dispensed ;* (Average cost of 1p< of candy) = Actual %
77 we2ks collection: Payout
1) {8773*(30. & = Actual %
$417 Payout
23 $1227%8 = Actual %
§ZT7 Payout
3. 29.£49% = Actual %
Payout

in this example the pavout s a little 10w(25%, desired payout is 33%). To increase your pay out
adjust the number of large “vending” size oars thatare:n yolL mux. This wili change vour payout twe
fold. One, because you will inzrease the ¢ost of your mix ang two, tne larger cand y bar will dliow “or a
larger push, increasing your WInnings Conve'seiy, if you are pavmu out o0 hi g" ther adjust you- mix
so as to have jess vendlng size oars. The foﬂcwmg variables will 'change your % payout: Cost of
game, candy mix percentages, candy size, zand cost, and claw tip adjustment.

NOTE: For a payodt of approximateiy 32% -35 % use the recommended candy mix
percentages listed on the previous page, leave the programming set to factory defaults, and make sure

that the Caw tips ¢lpse tig ghtly without “bing: ng.
FI1G.1
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CANDY SOURCES

1. Local Wallmart- often have deals with their candy. They always have ample stock
have a wide variety of choices.

2. sams C/ub or other large warehouse type faciites - will always have a large
ction of candy.

3. Local Candy Distributors - will aisc have large quantities of candy. At certain times
1¢ year, around larger holidays, large quantities of candy will be available. During nor!
onal times local candy distributors are often low on stock so it is advisable to call ahead
see if the particular candy you are seeking is currently avaiiable.

4. Local grocer)/ stores are a good choice if you are in a pinch. This is not the most
ijomical way of purchasing candy due tc the iower volume of merchandise purchased.
sct to pay more but they will often have what you need.



PROGRAMMING

CHOCOILATE FACTORY

tion Description Min/Max/Defait. Meaning
Displav) (Timer Dis la

PROGRAMMING

Game Type 0,11 0 Left, Right, Forward, Backward, Nudge

1. Left, Right, Forward, Backward, Drcp
Time 10,45,10 10-45 Seconds (Inc. every 5 seconds!
Coins/Credit 0,10,2 0 Free Plav

1-1C Coins-reauired for 1 credits

Coins/Doilar Bili 0,10,4 0 - off v
1-1 & Number c¢f coins each bill is worth
Plays/Credit 0,10,3 0 - Play till you win mode
’ -1 0 Number of plays per credit
Counter Type 0,1,0 0 . Credit counter
1 . Coin counter
Factory Default 0,1,0 0 Normal
1 Restore factory defaults upon next
startup
Function  Tests FUNCT. Left or Right movement will move you td

the Function Test Mode {See below)

ERROR CODES

Problem Solution

B! Replace Micro

Prize Sensor Replace Prize sensor

Up Error Check/Replace Up motor or sensor

Down Error Check/Replace Down motor or sensor
Left/Right Error Check/Replace L/R motor or sensor

Front/Back  Error Check/Replace F/B motor or sensor

Joystick  Switch  Error Check/Replace Joystick switches

Counter Disconnect A warning that the Credit/Coin Counters were

disconnected at sometime NOTE: For the ¢ ners
safety this error can not be cleared unless a
specific procedure is performed. For this

procedure the owner must call ICE’s Service
Dept. @ I-71 6-755-0360.



PROGRAMMING

FUNCTION TEST MODE

Up/Down Motor Test

Left/Right Motor Test

Front/Back hlotor Test

Pusher Deck, Sensor Test

Candy Door Test

Claw Open ‘Close Test
Tilt Sensor Test
Coin Input Test

DBV Input Test

Prize/coin counter Test

DIAG.

DIAG

DIAG.

DIAG.

DIAG.

DIAG.

DIAG

DIAG

DIAG.

DIAG.

Left /Right Joystick movement will move

claw assembly Up and Down.

Right displav O-l Up switch made
O-2 Down switch made
O-3 Both switches made

Left and Right ;ovstick movement will
move wagon assembly iaft and Right.
Right displav O-l Left switch made

Left and Right jovstick movement will
move crane assembly Front and Back.

Right displav O-1 Back switch made

Left and Right {ovstick movement wili turn

On the Pusher deck assembly.

Righi Dispiay O-l If any 2 of 3 edge sensors
are blocked

Left movement of the jovstick will open
the candy door at’ hign speed (24VDC)
and sound tiit alarm.

Right Movement of the Joystick will open
the candy door- at normal ‘speed (12 VDC}

(OPTIONAL) Right Display G-1 When prize sensor in

candy chute is blocked.

Left and Right jovstick movement will ciose
clavw assembly

Right Displav 0-# of times tilt sensor is
activated

Right Displav_(-1each time the coin switch
is activated.

Right Displav O-8 of DBV pulses when
a 1 dollar bill or 5decllar bill is inserted

(1 or 5 respectively).

Each Left movement of the joystick will
increment the Prize counter by one.
Each Right movement of the joystick will
increment the Coin counter by one.



PROGRAMMING

MODE EXPLANATIONS
AME TYPE There are 2 game types:
- 0 _Left, Right, Forward, Backwards, Nudge_-This moae aliows the iayer 10 lower the ciaw
time the drop button is pressed. This allows the player tc hone in on the prize they are attemnpting to
w~hile still moving the crane/wagor assemblies le't, right, forward or backwards. T

1 -Left, Riaht, Forward. Backwards, Drop
1 the drop button is pressed.

This moce will cause the claw tc drop fully

IME - This option allows the operator to sst thz game play iength. Options are from 1C seconds to
45 seconds ir 5 second intervals,

OIN /CREDIT- This option allows the operator 1o set the numper of ¢oins needed tc create * credit. &
setting of *(J" wil put the game into “Free Play” mode.

[

OINS/DOLLAR BILL - This opuon allows the operator to se? the number of coins each bili is worth. 4
g of "0" turns this opuon off.

AYS, CREDIT This option allows the operator t¢ se: the number of oiays will be given per credit. 2
¢ of “0” will piace the game into Piav “Tili You W in” mode.

QUNTER TYPE Setting this option 10 *3" w i count credits, settng this optior 0 "7 " will count cowms

CTORY DEFAULTS- 4 setting = '3’ for
Tor this option will restore all ootons

NCTION TESTS -This option wiil move the operator 1o a FUNCTION TEST MODE wnere G critical game
cns can be readily tested.

Entering Proqramming Mode

To enter the programming mode, open the frortdoor anc rress the bution marked PROC., located cn
0ss member at the {rort of-the p]avfie}d, NOTE: The game WilL NOT g¢ 1nto programming mode if e
§ “closed”, or the door switch has been putieg ¢ its outer maost position. Once vou are |n the
amming mode move the joystick forward and packwardto move through the programming options
10n the left disp}ay, To change the value of the moge, shown on the fight display, move the jovstick
'd right. Once al! options have been set, press tne drop button and the game willil return o regular
play wi:h the new settings.

Entering the Error Mode
To enter the error mcde, open tne front door and press the button marked ERR.. located or the cross
ler at the front of the playfield. The left dispiays will read Er, white the right display will scroli any errer
that have been logged. To exit the Error mode press the Error buttorn a second t me. The crane will ac
Jh a start up procegure anc re-check ali game functions.

Enterinqg the Function Test mode

To enter the Function Test Mode, open the front door and press the oution marked Prog., located on
>ss member at the front of the playfieid. Cc {¢ ostion 7, shown on rhe left dispiay, and”move the

k left or right. The left display wiil now read FO, Function G, and moving the “joystick forward and
ard wil! change the function test 0-2. Movemen: of the joyst:ck left or right will perform the task to:
articular function, (See Function Test Mode page:

o0




PROGRAMMING

Error Code Explanation

wy time that the game 5 powered up, or the door s closeg, the game wi il run L'Vot,gh a test mode tc
sk the foliowing items.

™ . HOME BACK SW/TCH -E2 (MEMORY) - JOYSTICK BUTTONS
. HOME LEFT SWITCH - DOWN SWITCH + PRIZE SENSOR
. UP SWITCH CREDIT/COIN DISCONNECT™ ™ - CLAW CLOSE, CLAW

if any of the above items are malfunctioning, the game wi i Light up the 4 decimal points on the
4um dxsplays will "ert the operator that thare Ras been 2 problem. The operator needs only _"::‘r‘
o

Jopen the front f‘oo', press the error button, loczted on the cross memoer at the front of the playfiel
,error codes will be v*a%'ad through one at a ume on the rignt display. Repairs should be made to v
a5 in which errors have been Iocaec. When ali codes have beern seen, press the error button a secor.

{

,
exit error mod:: and t’\e game wi. cjear ali errors” ! s run through a test mode ta cn
proper opara icnandifa i, game plav car i .mdls will once again light ugp
roperator will needed te ci e error codes acain. Game play can continue, to the best of the ma:ni
lities, with preblems, until rers are cted. Atnc ; - game be inoperabie unless ¢ &

nponent is damaged.

Error code 8 (coin credit disconnect) wili n cific procedure is performed. Forins
ners protection this procedure does not ap awner of the crane will reed to call
Vs Service Dept. @ 1-716-759-0360 for this p

iTE: Some items on the list can not be detected by th = 4 i~e inat the Opefakor watches iz~

ses actions to be performed during the start ug tast mode. (Claw close, Claw open).



QUICK TROUBLESHOOTING

PROBLEM |

PROBABLE CAUSE

SOLUTION

—
£ DECIMALS Oh THE ¢
GPLAYS ARE LIT UP

"ROBLEM BUT
i O FATOR KNOW
RCR LOGGED DURING

COI AND PR
R PLAVF ELC
ILLSCROLLONR
RCR BUTTON 2N

o)

y GAME POWER

ON-CFFR %Wf‘c»- ON THE CAME IS TURNED ©FF

% CORD DAMACED

NOT CONNECED

I5 VOLTAGES

R MODULE

SPLAYS DO NOT WOR

LAY HARKNESIING

WITH PROPER FUSE

. BOARD
ACE P.C. BOARD
ERAND REPA!

ANE GR WAGCON DOES NOT MOVE

KEEPS TRYINC 7O MOVE
THE HOMEZ POSITION

ANDY FLARP WONT OFEN 7L

SHER DECK With NOT MOVE




QUICK: TROUBLESHOOTING

- NOTE: A seil test will be performed each time the front door is “closed” or t1c game is powered up.

- NOTE: The game will not count cr-i-d' s or candy cut (OPTIONALY on the mecnarical counter(ss while the frar:
open. A candy counteris available only if the eptior ai prize detector sysiem is available.

- NOTE: It

is correct

. Ih“f"@“i g Ll e
check the 2 zahinet rails far

nolmo

IS correct

- NOTE: 11

15 correct.

brackers ed

- NOTE: [£the fio
lowest po.n of J\e
"L bracket i

- NOTE: Litke doar will nae lock sronerly oke v fficn v check 1o see that U i rotates smoothly.
lock tods are not bind nts have been |

with "10‘!“ “bs smoothly b

When the doorisi
left display will
crror button & sec

position, press
the error e
The crane

jeally seroll on the o

T1est. checkang fo

- NOTE: L' dusins
mechanically bing

;or

- NOTE:

from the connee

h‘wl_ that the diode !
game immediately
and have

cally bound
ated on the
have now

Mu\.s \he crane ¢
awards, Puli gently ¢

he claw mech
and the sinng

0
properiy rewingd t ot

free of mechanical ¢

e ToTme posiTeT
necH lo see that both of the
n c‘:cck 1o see that the

ensor, 1t 1s likely to be bad.

@




GAME

WARNING: ALWAYS REMOVE POWER FRON
THE GAME BEFORE ATTEMPTING ANY
SERVICE, UNLESS NEEDED FOR SPECIFIC

TESTING. FAILURE TO OBSERVE THIS
PRECAUTION COULD RESULT IN SERIOUS
INJURY TO YOURSELF AND/OR OTHERS.

TROUBLESHOOTING
PHILOSOPHY

To find probiems witr the game. ajway

the obvious fi-s:.. See that the game s

i, and that 2! of the m ses are good.

Next, check 1o see that &l of the connectors are

w.my seatec, and that nC wires have been
pulled out.

When trying to find o
are bad or not, try sw
components from anc

ut if specific compon
apping them with
ther CH COATL
FACTORY™ crzne game (if availabie) to see i
the prcblem J\, S with the component, ¢r 534S
whereitwas. Thisw ~ helpyoudecide '
have a problem witha specific po'mr‘xt, Cr
maybe a p*obiwﬂ with either the wiring or the
mam p.C. boa-d. Yse extreme czution when
using probes or volt meters if the game is
powered up. If checking continu is
important to disconnect me harnessing at
ends, as attached they may viela erroneonus
results.

P
k
e

com
Lom

[S7ANE

aTatd

coth

A

Ifa p.c. board is suspected as causing your
problems, check to see that all o tre i.C. ch ps
are firmiy seatedon the board.

MAIN P.C. BOARD
REPLACEMENT

. Remove zll al pov/er from the game

2. Uniock anc cpen front Goor.

3. Carefully remove all of the conrectors
from the main p.c. board.

4. Remove the 4 long Dl tic hexag:n nuts
that secure the board to the main board

Qdalﬂg.

5. Cently pull the p.c. board from the
Mounting studs.

g Reassemble jr; the reverse order Using a
New main [.C. board.

y

o

REPAIR

FRONT GLASS
REPLACEMENT

power from the game.

1. Remove ali 2.C

2. Remove the (3} 10-24 carriage bolts hold rg

the top glass rame in place.

p nuts holding Sgd_,
de retairers bacx

e

ke
{5

he (2) self taping screws
ss retainer/ window

m

height, slide the new
NOTE: Be careful to
e glass with the side channe s ¢

5

s

18]
in

cperly seated, slide the sic
lace and tighten the (&}
each side.

& Re-irstall the bottom giass retainer and
uO

via. the (3) self taping screws.

htan

[ESSEEN

into nlac

place

the tep .x’indow frame and tighten
. the {3) 10-24 carriage bolts.

SIDE GLASS
REPLACEMENT

1. Removea A.C. power from the game.

2. Remcve w vagor and crane assembl es
Remove front and rear cabinet rails arid

ha-dware.

4. Remove fluorescent kght fixtures.

7. 1,420 b

si ainers so

17 tube frame.

&. Install new glass from the inside of the game
10. Re-instali, ights, and ali brackets, in reverse

order.



GAME

LI N EAR ACTUATOR
REPLACEMENT

|. Remove all A.C power frcm the game.
2. Unlock and open front door.
j. Remove bolt securing pusher decx assembly

{. Un-plug pusher deck assembiy from main
1arness and remove from game.

5, Remove boit secu

nng linear gciuator assemblv

v, Un-plug linear actuato
arness and remove from

assembly from main
m game.

. Remove 2 5olts secu
ssembly.

Re assemble inreverse crder using @ new
near actuator.

PUSHER DECK MOTOR
REPLACEMENT

Remove al!i A.C power from the came
Unlock and open front door.

Remove bgcit secunng pusier deck assemp V.
Un-plug pusherde

ck assembly fro
arness and remcve from

' Game.

oM main

Un-plug pusher deck motor from its harness
ZW|res) Note posxﬂo’x of wires from pusher
eck motor, so as to prevent hooking up

ackwards later.

Remove 5 /16 nyicck nut securing pusher deck
otor arm to pusher deck linkage.

Remove (4

arive screws  holding moter
"acket to pu

4) 5q.
usher deck assembly,

Remove 2‘ metric DOIS secUring pusher geck
otor to its brac&e

Re-assemble in reverse oraer ysing new
isher deck motor.

REMOVAL OF CRANE
MECHANISM

Remove 3!l A.C power from the game.

Unlock and open the front door.

REPAIR

3. Slide the crane assemsiy to the front
center ¢f the crane.

4, Locser tlack thumb screw secunng the
front to back micro track bracket in place.
The thurmb screw is focated or the front
face of the c-are assembly nearest the door.
the mm <ro track pracket forward and
up tc < sconnect it fromithe Crane assembly.
6. Carsfully lift tne enure crane assembiy off
imzteiv 2 inches, shift to
drop the right
n pas ht crane rail and slide th=
entire cyE”’T“b“, out rro. T between the Two ra is

7 The crane assemb , €an Now be removed
from the cabiret sc necessary maintenance
repars can te mage.

&. Reassemb ¢ = reverse orcer.

REMOVAL OF WAGON
MECHANISM

1. Remove alt AC o

ower from the game.

securing the micrc
umb screw is
wagon assembly

track bracket to the right anc
it from the wagon assembly.

he ertre wagon assembly off
wise until the left fren:

7. Lower

gorn assembly and
the two rails.

from between

'~’essa'), maimenance

empele

9. Re-asse

le in reverse order.

PRIZE SENSOR
REPLACEMENT

(CPTIONAL)
1. Remeve aii A.C power from the game.

2. Unicck and cpen front door.




GAME

. Remove the (5) 6-32 bolts securing the right
ensor bracket in place or the (1) 1 O-24 bolt
olding the |ef{ sensor pracket in place.

Carefully remove the sensor board from its
1ounting studs.

Re-assemble in reverse crder using a new
irize sensor board.

TRl NG REPLACEM ENT

Remove all A.C power from the game.
Uniock and onen front aoor.

Remove crane assembly as detaiied above
Disconnect the claw assembly from the crane
ssembly by remove the twe bolts securing trie
luminum coii cap to the ¢oil housing.

Tie a knot at tre enc of th= replacement
tring., Use super gluecra Ughte. 1o prevent the

not from working locse.

Using @ lighter, meit the other end of the
ring and form a point before it cocls.

Feed the pointed string end up through tne
ole in the ccil cap and u; until the knot is
rmly seated on the inside o the cap. SZE
RANE ASSEMPBLY DRAW‘NG

Feed the pointed end up through the hoie In
e bottom of tie crane assembly housing.

Feed string over first string quide then unaer
e next string quide. SEE string routing diagram
ninside of the-crane ho_;sw*g cap.

{. Finally feed the siring tnrougn the hole in
uﬁ side of the string spo0!, attached 1 ‘the
10tor shaft, and tie another knot. (Once aga n,
ther use super q de ora nohte‘ to prevent the
not from working iocse

1. The strinc is now prop "'\’ strung

2. Re-attach the claw assembly to the crane
ssembly using {2) belts removed instep 4

3. Re-install the crare assembly into the game
nd set it in the home position with the claw
ssembly hanaing outside the prlze fence.
JOTE it is important that the claw assembly is
anging” to provi ide proper tension €N the
tring while being rewound.

4. Turn on game and tne crane will
Utomatically rewind the string properly.

REPAIR
MOTOR REPLACEMENT

1. Remove all A.C power from the game.

2. Unlock and oper front door.

3. Remoyve crane and or wagon assembi ty as
Getailed zbove. NOTE: What is removed’
depends cr. wh ch mctor has gone bad.

4 loosen two thumb screws securing crane
housing cap in place and remove. NOTE: Th s
step is niy for the /2 miptors i the crane
assemuoiv,

5. Remcve drive £-1ings and wheels from
bed motor.

6. De - saiger the motor ieads from the bad
motor. NO-E: Be s5i;re to note which wire goes
to which motor lead, for if they are re instailed
backwards the moror
in-ends

wili run opposite of its
R
O Jirecuon.

reti il rer“lu"ebronze bushing supportinz
Shaft of the bad motor. NOTE: This ;
r the Z motors 'n the crane assembly.

clts securing the motor to the

9. Carefully remove the bad motor
1C. Re-as nr’rb!e in reverse order using new
motor. NOTE: DC NOT OVERT
TO HCUSING THIS COUL._A CAUSE BINDING .

’ NS ALL MOTOR LOOSELY AND THzN

Y s

£ A DROP OF THREAD LOCTKER AT THE
END C EACE OF THE (4) BOLTS TO PREVENT
BOLTS FROM BACKING CGUT

REPLACEMENT

NUED PROTECTION
. %._PL WCE ONLY WITH

- Al v '< \(_/

THE SAME TYPE USE HAVING THE SAME

ELECTR'CAL RATING

AREA LOCATION AMP VOLTI

MAIN BOARD P2 & MDQ 250
F3 i MDQ 250
Fe 4 MDQ 250
FS 4 D Q 250

POWER MOD - 3MDQ 250

CORD REPLACEM ENT

£ THE SUPPLY COFRD IS DAMAGED, IT MUST Ef
REPLACED BY THE MANUFACTURER OR ITS
SERVICE AGENT OR A SIMILARLY QUALIFIED
PERSON IN ORDERTO AVOID A HAZARD.

TICHTEN MOTCH



PARTS LISTING

MECHANICAL PARTS

CP7037 DECAL SIDE MARQUEE

011 SPRING CP7012 DECAL CCNTROL PANEL jOY
P1002 LEFT REAR CORNER CP7027 DECAL FRONT MARQUEE
P1003 RIGHT RZAR CORNZR CP7005 DECAL LOWER LEFT SIDE
P1004 CABINET FRAME CP7006 DICAL LOWER R GHT SIDE
1005 DOOR PANEL CP7003 DECAL FRONT DOOR 2 PCS
1006 DOQOR FRAME CP700t DECAL PRIZE DOOR

01007 PRIZE DOOR CPR70GE DECAL iO‘»’VER LEFT WiINDOW
01008 SIDE PANTL CP70C7 DECAL LOWER RiGHT WINDOW
1011 SIDE WINDOW RETAINER CR7204 DICAL PODIUM 4 PCS
1013 LOCK CAM Co7005 DICAL TILT WARNING
01014 UPPER LOCK ROD C2701% DECA. 3PLAYS/$0.50 ETC.
7015 LOWER LOCK ROD CP70C2 DICALMIRRCR

C1016 DOOR "”H*h_ BRACKET

P1017 DOOR WINDOW FRAME TOP

rols  posIuy ELECTRICAL PARTS
1022 REAR CORNER CAP '

1023 DOOR SZAL

71025 FRONT WINDOW VALENCE 8195 TR! - PHORPORUS BULR
P1019 REAR CABINET RAIL 2070 DOOR SWITOH

P1020 ‘:RON- CABINET RAIL LP2007 4 %X 70" SPEAKER

G1052 " SWIVEL CASTER C2012  £/B, UP, DOWN SENSOR
"G1055X v AGON ASSEMBLY o013 { /R SINSOR

C1061X CRANE ASSEMBLY CoZ010 F;B, UP, DOWN ACTUATOR
GiCs4 WACON ROLLER SHAF] HH1G20 LR ACTUATCR

G1069X  TRACT MOUNT RAIL ASSEMBLY COR038X SOLENDID ASSEMBLY
G2008 © MOTCR, GEARBOX CG2002  TRANSFORMER

“G3019X THUMB SCREW CRID32X D:SPLAY PCB

"G3030 WHEEL CC2034X  MAIN PCR

54003 O-RING DRIVE BAND 2082 BRIDGE RECT. 10 AMP 400V
G1062 CRANI MOTOR HOUSING CAF 208304 VOLTAGE REG IC LM338K
G1066 CRANE UP SPRING 2110 TRANSISTOR TIP 122
G1670 COIL HOUSING 2124 VOLTAGE REG IC LM 358
-C1073 COIL SLIDER C22038X  PRIZE SENSGR PCB

L1075 coll PLUNGER HD20224 5V COUNTER

-:C1078C  ATOMIC CLAW CC2600 DBV MARS SERIES 2000
:G3036  COIL CLAW INTERCONNECT CP3005 AES FRONT CORNER VALANCE
S STRQ} IDER CP3006  AZS REAR CORNER VALANCE
“G2014 JOYSTIC

-G3008 I‘”C"“ *RACK 56 LINK

-G3009 MICRC TRACK 35 LINK

L3013 COIN FUNNEL

-73026 MIRRCR

-P3027 FRONT CLASS

233028 SIDE GLASS

G504 Lour\ T HANDLE

2C5015 OTK BARREL

2P9001T <:n\a:: MANUAL

DECALS
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