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INTRODUCTION

GAME FEATURES
The brand new CHOCOLATE FACTOR\I;”
all metal crane game by I.C.E.  was
designed with the operator i,n mind.
Reliability, low maintenance, themed
cabinetry, and all metal construction ar-e
the key design features, exactly what is
needed to ensure a combination of long
life and high profit.

L%‘irS  neariy the entire constructron made
of metal, it was oniv natural to Poivder
Epoxy Coat everythIng, Ins/de  anu  out.
This provides the owner - operator with a
game that will iast for many years  to
come. The major advantages of a!:  metal
construction include:

Vault like securit;,
- Long service life
low  maintenance, and h!igh

Durabiiitv./

All windows, of the CHDCOLATE
Fkt73RYrN,  are 1 i4”  tempered piate
glass to provrde  alI easy to clean,
maxim-urn safety,  scratch  resistant surface.
Other features include, 41  strand
conductor cables, to prevent wire fatigce,
a full range of operator adjustable
software, and a newly desrgned  pusher
deck assembiy.

The frrst  step in ICE’s new crane design
was to seiect  several leading cranes
available on the rrarket  today, observe
and determrne what probiems.  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
bette?  machine.

ICE’s engineers then compiled ail critica
data,  addressed and corrected each
problem and use this informatllon
combined with a new pusher deck design
for cranes to create what we now call  the
CHOCOLATE FACTOR~“.

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

GAME PLAY
After enough coins are Inserted to create
one credit, a theme song written
exclusiveiy  for the CHOCOLATE
FACTORP  will begin and continue until
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 w/I I 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 w/ii  have the ability to keep
“nudgrno”  the claw down each time the
button is-pressed to hone in on the
chosen prize. If the nudg.ng  option is off.
then the player W I I I have onty one chance
to drop the claw.

When the claw has fully dropped it w;I ,
close and retract to its upper most
positron. The crane will then
automatically position its setf over the
slide mirror at the rear of the cabinet.
The claw w/I t  lower, then open, reteasina
the prize onto the slide mirror which wii!
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 ciosest 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 came  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 TO  FOLLOWTHESE
DIRECTIONS CLOSELY COULD CAUSE SERIDU:;
DAMAGE TO Y3U  AND/OR  YOUR GAME.

WARNING: WHEN INSTALLING THIS CAh’E, 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
CCULC ALSO CAZSE  IMPROPER GAME
CIPERATION ANDiOR  DAMAGE TO THE
ELECTRDNICS.

DC NOT DEFEAT 13R  REt\‘lOVE  THE
CFiUNDlNC  PRONG  ON THE P3WER  CCRD
FOR THE SAI,qE  REASONS AS C!VEN  ABOVE.
!JSlNC  4.N iMPROPERLY  GROUNDED CANE
CGULD VO13  YOUR WARRANP.

GAME SET-UP
BEFORE Pi,l’uClN S THE GAME  iN 3F
TURNING  IT ON, BE SURE THE GA id/;E LSS
EEEN  SEiT3  THE  PROPER VOLTASE.  YOU?
CAME SHOULD COME PRESET FRO!\”  THE
FACTORY TO TiE CORRECT VOL?.ASE,
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 t ie wraps holding  the wagon
assembly and crane assembly in place.

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

5.  Tne game is now ready for start up,

TESTI  NC
After the initial  setup, it is t ime  tc test your
game for prooer operation.

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

2.  Be sure tne game has been orooeri~

3

4

5

6.

7 .

8.

9.

plugged into a 3 prone oround’ed  outlet,
and that the receptacle i; in good vdorking
ordev.

If using an ex!ens;on  cord, be sure I : I S  a 3
prong grounded type of at least ; 6 Sa.

Verify that  t! le game is set up for the proper
voltage, ant  turn on power to the oame.

The game will run throtigh  a test mode at
eve?/  start up. .See  test mode explanation
in the orogramming section for detaiis.

Enter FUNCTON  TEST MODE see
prog:amm:ng sectlon.

Check a!l Lqcttonj  in this mode.

Check door  switch for Froper  function.

Check game volume durirlg  busy  tlnle  at
loca:!on  to set i: at the proper levei.

i0.  Polish the mirror slider, ab,ove  tne pusher
deck @the left  rear corner ci the game, with a
good furniture polish. i.e. BeholaG

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

Ciean the windows of your CHOCOLATE
FACTORrM  with a standard wlndow  cleaner
such as WindexB

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

NC)TE: DO NOT USE ALCOHOL, THINNERS OF
ANY KIND, OR PINBALL PLAY FiELD  CLEANERS
ON ANY OF  TH’_  CABI  NET SURFACES,
ESPECIALLY THE DECALS.

IF  YOU HAVE ANY QUESTIONS OR
C O M M E N T S  REGARD1  NC INSTALLAT ION
OR PROPER FUNCTION OF YOUR CAME,
PLEASE CALL OUR SERVICE DEPARTMENT
AT 5 -716-759-0360
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Candy  IMix and ?h’s
ICE has determined a formula, listed below, to yield an approximate payout of 309ii.

5%.  This will be a starting point for proper payout but will require fine tuning by the
!erator  to precisely control final profit of their machine.

Chanqinq candy sizes, costs, tvpe2.  and quantity will effect overall payout.

3.11  ea. 800 Fun size candy bars. ICE recommends 5 6 different types:

160 Snickers 8 0 0 * $0.11 = SS8.00
160 Milky w a y
160 3 Musketeers
160 Kit Kats

80 Butter Finaers
8 0 Baby Ruthys

. I 1 ea.

.33 ea.

100  Fun size soft packs.

40 M+M  Plain
40 M+M Peanut
20  Skittles

100 * 50.11 =$ll.OO

7 6 0 Vending size  chocolate bars
40 Snickers 16C  * $ 0 . 3 3  =  $ 5 2 . 8 0
40 3 Musketeers
4 0  Milk!  wav
20 Reec)ee’s  peanut  Bu :rer  Cups
20 Mr. Good Bar or Butter Fingers

TOTAL 7060 bars = %15?.8C
4verage cost/candy - $0.: 4

ren  you add candv piace  existing candy in the center of the game and add new candy around
3es  to assures complete candy turn over. Adc candy in lots of equal 40  to the initial setup i.e.:

3 or 5 0 or 2 5 or 2 0 or 1 . 5 o r IO or 5
1 8 0 4 0 3 2 2 4 1 6 8

OU wish to increase  the 9/o  payout, fncrease  the % of VENDING SIZE CANDY BARS (.$0.33  ea.)
OU wish to Decrease the % payout,  Decrease the % of VENDING SIZE CANDY BARS (.$0.33  ea.)

ICE strongly  recommends that you keep game  play 0  $0.50 for 3 plays or 51 .OO  for 6 plays.

The set up of: 800  Fun size bar; E $0.7 1 ea.
100 Soft packs @ $0.11  ea.
160 Vending Size  @ $0.33 ea.

3 Plays for 50.50

6 Piaysofbr  41.30

Should vieid  a o/b  payout of approximately 30 -35%. i.e. ($:  51.80  of product should gross sales
‘Pproximately  $455) Anv variance of the abo.Je  candy combinations WILL affect your payout.,

Please  contact the Service Department at I’ZE  l-716-759-0360 if :~OU have any questions or
+nce  any problems. 3



SETUP/TE,STING/MAINTENANCE
Compute actual payout

EXArvI  PLE- -

Game Cost = $0.50 i’  3 plays
Avg. cost  of . pc candy = 50.14
Desired oavcut  % =33%
1 weeks collection = $416
Pieces 0’ can zy cispensed
iv  t week = 877

;pipcps  of cai;dv  tils3er;sed  j * /Average  cost of i p:  of cand!,> = Actuai  +L
; ’ -: we,?ks collection: Payout

1.)  ,:877:*;50.:  ‘!,
5417

= Az:uai  %
?ai.out

2.) $1;!2.7E,-
$417

3 . j 29.4496

!n this example the payoi:  s a irttle ~ovi.
adjust the number of large “vending” s;ze oars

=  ,@+I  a!  3/oL&V
Payout

‘293,  deslreo  payout  1s 33%). To increase your pa) odt
:!ia:  are ii  SOL  1*)1x. ‘his  ,fiil!  chawe  voJr  oayou:  tLzfc

told.  one,  because ‘$0”  ,tijil  in:-ease  the cost  of yo-r  mix anc  two,
larger push, increasi-na  yolir  wlnnlngs

tne larser  can&  bar MG/l  aLov, ‘or  a
Conversely,  if yo”  are payins  oti; :oo  h!gh, trier  adjust you- mx

so as to have iess  “vending” size oars. The foi!cwing  variables WI!  change your % payout: Cost oi
game,  candy mix percentages, candy size, canal  cost, and ciao  tip ad/us:-nent.

= Ac;~a!  96
Payout

NOTE: For a payodr  of approximatei) 32% -35 %  use the recommended candy mix
perrentages  listed on :he fprevicus pasge, !eave  tne programmrng  set to factory aefaults,  and make su-e
:‘7a:  the caw tips c!ose  t!Gntly without bind,ns.

F I G . 1



CANDY  SOURCES

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

2. Sams Club or other large w,arehouse  type  facilities - ~111  always have a large
ction of candy.

3. Local Candy Distributors - will alscl  have large quantities of candy. At certain times
le  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 avaijaoie.

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



tlon Descr ipt ion
ifx&“~

Game Type

T i m e

Coins,.Credii

Plays:Credrt

Counter Type

Facton’  Defau!t

Function Tests FUNCT .

Problem
c -’
L

Pr ize Sensor
Up Er ror
Down Er ror
Left.‘Right  Error
Front/Back Error
Joystick Switch Error
Counter Disconnect

Ct-iOCObW-E  FACTORY

Mii?/Max/Defalt
mner  DIS lo

PROGRAMMING

Meaninq

O,l,l

io,45,10

0,10,2

0 Left ,  R ight ,  Forward,  Backward,  Nudge
1  - Left ,  Right, Forward, Backward, Drcp

lo-45  Seconds (Inc. every 5 seconds!

0  F ree P lav
l-10  Coins-reauired for 1 credits

0,10,4 0  - off
l-1 0 Number  of  coins each bill is wor1.h

0,10,3 0 - Play till you win mode
l-1 0 Number sf  plays per credit

C,J,O 0 - Credit counter
1 - Coin counter

O,l ,o 0  N o r m a l
1 Restore factory defaults upon next
startup

Left or Right  movement will move you :c~
the Function Test Mode ((See  below)

E R R O R  C O D E S

So lu t ion
Replace Micro
Replace Prize sensor
Check/Replace Up motor or sensor
Check/Repiace  Down motor or sensor
Check,‘Replace  L:R  motor or sensor
Check!Repiace  F/B mo:or  or sensor
Check/Replace Joystick switches
A warning that the Credit/Coin Counters were
disconnected at sometlme  NOTE: For the O * A -iers
safety this error can not be cleared unless a
specific procedure is performed. For this
procedure the owner must call ICE’s Service
Dept. c l-71 6-759-0360.



Up/Down  M o t o r  T e s t

fUNC:TION  TEST MODE

DIAL. Left /Right Joystick mok’ement  \vil/  move
clavv  as sembly  Up  and Down.
R iqht  d i sp lav O - l  U p  s w i t c h  m a d e

O-2 Down switch made
O-3 Both switches made

Lef t /R igh t  Moto r  Tes t DIAL

Front.‘Back  h lo to r  Tes t DIAL.

Pusher Deck, Sensor Test DIAC.

Candy Door  Test

ClaM  Open ‘Close Test D!AC.

T i l t  Sensor  Tes t DIAC

Coin Input  Tes t DIAG

DBV Input  Tes t DIAL.

Prire.‘coin  counter  Tes t

DIAC.

Left  and R ight  ,oystick  movement  iziill
m o v e  w a g o n  a s s e m b l y  Left  and Right.
R iqht  d i sp lav O-l Left switch made

Left  and R ight  Jo>.stick  m o v e m e n t  w i l l
move crane ass.embiy  Front and Back.
R iqht  d i sp lav  - O-1 Back switch made

Left  and R ight  :oh,stick movement  wil l  turn
On the Pusher deck assembly.
R i q h i  Dispiay O-l If any 2 of 3 edge sensors

are blocked

Lef t  movement  o f  the,,ro;/strck w i l l  o p e n
the candy door at hign speed (24VDC)
and sound tiit  slam-.
Riqht Movement of the j’o!,strck will open
the candy door- at normal speed (12  VDC:

!OP-I~P~AL) R i q h t  Display  G - l  Vv’he-i  p r i z e  s e n s o r  i n
candy chute is blocked.

Left  and R ight  /o>,strck  m o v e m e n t  w i l l  c!ose
clav,,  assembly

Riqht  Displav  0-e  of t i m e s  t i l t  s e n s o r  i s
activated

Rrqht  D i s p l a v  O-1  each time  the co in  sL%.‘,tcri
i s  acti<iated.

R iqh t  D i sp lav  O-8  o f  DBV pu l ses  when
a 1  do l la r  b i l l  o r  5 dolfar  b i l l  i s  i n se r ted
(T  or 5 respectively).

DIAC. Each Left movement of the joystick will
increment  the Prize counter by one.
Each Riqht m.obement  of the joystick wjl l
increment the Coin counter by one.



MODE EXPLANATIONS
AME  TYPE There are 2  game types:

- 0 Left, Riqht, Forward, Backwards, Nudqe  -This moue  a!;zws  t:?e  piaver  to lo,z~er  the :~a\\,
time the drop b&ton  is pressed. This  allows the player  tc hone in on the prize  they are attemDtir?g  tr.1

,vhile  still moving the crane:wagor  assemblies  ie’t, ri-ght,  forward or bac<wards.

- 1 -Left, Riaht, Forward. Backwards, Drop - Tb!s  ?oce
1 the drorz button is pressed.

A;II  cause the  ciaw  tc drop  fiilib

o/A’ /CREDIT-  Ti:ls  option allows  !ne opera:o-  ;o set the 7~1’73?’  of ccin!,  needed tc create 7 creait.  L
setting of “3”  WI/  q-it the game into “Free F’lay”  mode.

31NS!DOLLAR  BILL - Thrs  fl,FtlG,Y  ai13iNS t,  ,che  epl?rato-  to se? the n.lmter  c’ coins eacn KJ~;,  is worth. ,A
g  of “0”  turns this  opr!on  c.ff.

AYS,  CREDIT This option a!!o,tis  the operaror  tc se: the numbe-  of olays vr’ill  be given per credit. 2
2 of “0”  \~il/  p;aie  the game into ?a’.  “T!!i ‘::i \’  in” mode.

?UNTER  TYPE Setting :riis  optinr  IC  “3” ‘A >,  :s’n:  credits, !e::‘ng  :fn~s  opricr  ro “? ” w/!/ cokn:  ~3,“s

CTORY  DEFAULTS-  4  setling  ci ‘3 ’  izr  th is  CC‘:~CI’ i+li  keec :pe latei: cL3erat3:  serttngs.  k sett:ns
” for this  cptio,? wili  restore  ali  co:,c?i  :s factori  tiefaJ?s.

NCTION  TESTS -This optgot?  WI//  loo  the operate?  io a CJ’YCTl014  TEST  M03E  wnere  C cFiti:al ga--e
ens  car, be readiiv tested.

Enterinq Proqramminq Mode
Ta  en:er  the prograrrlnq  mode, open the frort  door ant  press the Stit:cr:  markeo  PROC., located ~7

ass  member at the front  of-the plajtelci.  NOTE: --he game \V,‘li; \Ji  9”  ;n:o  programming mode ,f  t?e
s “clz!sed”,  o r the door switch has Leer:  pu!!eo  r:! its outer 172s! posli:or.  Once vou  are ir: the
3mming  mode move the jobfstic’c  fo-wat.d  an:  zarkLz,ard  to TOW  through-1  tie  pr&rammilg  op:lons
i on :he left display. To  chinge  the value ~6  ti-e  xoce,  shok\ 11  cn the -~c;n!  display, move the ;o;Js:,c~.
id right. Once al! options i-ave beeq set, press :he drop button a?d they&me  \ri” j !  return :o -egular
play witi-  the 7ew  settings. I

Enterinq the, Error Mode
To enter the error n?cde, open tne front door and press the bc;ttoi  mzrkec  ERR.. located or the cros.

)@r  a;  the front of the playfield. The left disp.avs  ‘b.411  read Er, wbi’e  the r;cihr dispiay  will scroii  any erro-J -1
that have been logged. T;o  exit the Error mode F’res?  the Error btittor  a second t me. The crane w/l  G:
lh  a start up procecure  ant  re-check ali  game fuzcti5irls.

Enterinq the Function Test mode
To enter the Function Test Mode, open the front door and press the Dntron  marked Prog., located c : ! ?

Xs member at the front of the playfieid.  Cc tc
k tef: or right. The iet; display wiii/

03tlon  7, showy  on rhe left dispiav,  and move the
now read FG,  Function G, and moblng  the joysttck  forward and

ard wil:  change the function tes t G-9.  Movemen:  of the joyst:ck  left or right  will perform the task to:
a:ticu!ar  function, (See Function Test Mode page> J

i

s



Error Code Explanation
pIy  time that the game IS powered up, or the dc,or is  c!osec,  the gave  k\;/I run through  a test mode tr
ick  the foliow;ng  items.

- HOME EACK  SCZ!:TCH --i2 (MEMO?Y) - JC)YSTICK  EUTTOkj
- HOME Lin  SWITCH - DOL’;h  SJVITCH - PRIZE SEQSOR
- LIP  SWITCh CRE3!T,COIN  DISCOh%ECT’” - C_.Ah’ CLOSE, C&,43\<,  ::,FE’,



QUICK I-ROlJBLESHOOTING

- P R O B L E M  -
---
,E  DEC!MALS  O h  THt d
SPLAYS  ARE LIT UP



QUICK: TROUBLESHOOTING



GAMIZ  REPAIR
WARNING:  ALh’AYS  RERIOVE POWER FRON
THE GAME BEFORE ATTEMPTING ANY
SERVICE, UNLESS NEEDED FOR SPElClFlC
TESTING. FAILURE TO OBSER/‘E  THIS
PRECAUTION COULD RESULT IN SERIOUS
lN]URYTO  YOURSELF AND/OR OTHERS.

TROUBLESHOOTING
PHILOSOPHY

Ta find probie-s  w,tr :hF  game.  a:\w~~S ct-eci.

the obvious  fi-s:. See tha:  the  ga-:e  s~pitiq~ed
,n, aid that z” CL  the  iUSes are ZclsZ.

liex!,  check tz  see thar  a:!  of tine  cC;inect3;s  a-~
f!rmiv  seatec,  aqd  that ns  wires have been

‘/
puliea  02:.

:ne  prcblem  loves  viith  the cCnpzr,en:;  C-  s:a+s
where i:  L\‘aj.  This  *.A,/  / help ?;os decide i f  ~‘zx:

have a Croble7  \-~iri?  a sr;e’:ific  :cmpC:~ent.  Cr
;lavbe  a picble71  with &it?:er  Ihe  wir.?g or  :G
main  p.c.  boa-d .  Gse  ex t reme  CZL.:.O$  whe:
using’probes  or vC1:  meteTs  if the game is
powered up. If checking c,Intini;  iv,  I: is
important  to d,sconnect  tne ha-nessin<;  at 03th
ends, as attacqec!  the),  ma\  vielc  e-rcneous.  ,
resilits.

If a p.c.  boa:ti  ! s  suspected as ca,s’>g  :iour

probiems,  check to see rha: all ci P-e i.C. cF  ps
are firmiv  sea:eti  on :he  bCsrd.i

MAIN KC.  BOARD
REPLACEMENT

-. R e m o v e  Ai A . ’1 L  psv;er  fr3m tr;e  gam’e

2.  UniocL  ant C~en  i.37.:  ci33r.

6.  Reassemble ;n  the reverse  order us:ng  a

new  ma in  p.c.  board.

FRONT GLASS
REPLACEMENT

SIDE GLASS
REPLACEMENT

1. ‘ie-C:F  a i A.C. p3,ver  from the game.

2. Fiez-zc,ie  b~2gc.r  a10  crane assembl  es

3. ?Erx;e ir:-:  ard  rear  caDinet  rails arid
t-a-c\:sie.
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GAME:  REPAIR
LI N EAR ACTUATOR

REPLACEMENT
I.  Remove all A.C power frcm the game.

! . Unlock and oper?  front door.

1.  Un-plug  Fusn?r  deck assemb:y  from  rair.

larness  and remo:e  from  qame.

;,  Re-nove bo::  secuilnc:  iipear  a:rLato:  asse7-b;\‘i

I.  Un-plug  linear  actuate-  assenibly  frorr.  ~a:‘7
!arness aid  remobe  iron,  game.

‘.  Remove 2 sclts  secu-;OS iinear  ac:u%t.Er  t.2i
ssembly.

Re assemb!e  i! , reverse crder  SS’W  E:  nev.
near actuator.

PUSHER DECK MOTOR
REPLACEMENT

Remove alI  A.C  p=v:er  from the cams

Uniocii  and open f:snt door.

Remove bcit  securrl?  pusler  aeck  asz,emc  y.

Un-p lug  pusher deck assembly fr,oT  main
arness and remcl;e  f:z7:  came.

Un-plug pJsher  aeck mctor  from  i:s  harness
! wires) Note positio?  o f  wires f rom pusher
eck motor ,  so  as  to  prevent  hook ing up
ackbvards  later.

Remoi,e 5 :7  6 nV3:k  nut secu:iry ous’ier  6ecI,
olor  arm to pusher  deck linkage.

3emove  (3j  sq, cr,\e  screws hoid,ns  mot?:
-acket to pustier  deck asseTlbly.

Remove (3)  met-,:  ~o:ts  securinz  ptist?e-ceck.
otor  to its bracket.

Re-assemble in  reverse  oraer us;‘i.s  ~,+ZVJ
isher  deck motor.

REMOVAL OF CRANE
MECHANISM

Remove all  AC  power from the game.

Unlock and ooep  the front door.

3. Slide  the crate  ass-c-riol>  to the front
center ci the crane.

4.  Locrer  black  :.-iLrb  SCrek securing  the
front to bazi: n‘icrsl  track bracket in  place.
The  t”s’b I,c:s:~ is ioca:E-c  or the front
face of :,IE  c-are a*;se~b!y  nearest the door.

5.  Slide  rhe r~  cro  !:a:% o-a&et  forward and

up t c z sccnne:!  1: from  the icrane  assembly.

6. Ca;E’L!l), hfr  tnf e-tire  crane assemb;g  oft
the rz;!t  apprcGmz;tel>,  Z  i=ches,  shift to
the left 2S  f2-  2s  Fossrole  drop  the righ:
side r~~.s,rl  pas! ITE  :izi‘:  crane rail and slide tr15
entIre  2ijemb!) od:  T,‘dt‘-?T  bettieen  the rwc  r3 :z

7 i-e crane assemb  j cay non%  be removedI /
from  t?e  cabir?:  sc -Tecessar), mair,:er?ance
repa!‘> ~27  te  rrzae.

8.  Re2ssels  E ‘- reve-se  o:Cer.

REMOVAtL  OF WAGON
MECHANISM

PRIZE SEWSOR
REPLACEMENT

1, Remove aii A.C pc:vsr fron  t+e  game.



GAME REPAIR
Remove the (5) 6-32 bolts securing the right

&so-  bracket in place or the (1) 1 O-24 bolt
Ioldrng  the le9  sensor oracket  in place.

Carefully remove the sens’or  board from I t s
?ounting studs.

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

>TRI  NG REPLACEM E1NT
Remove all A.C  powe-  from the game.

iJniock and o3en  front  qoor.

Remove crane assemoly as detaiied  abcve

Disconnect the cia,x  assembiv from the crzne
sje,mblv by remove the t w o  bolts securing tne
luminum  coii  cap to tre  c3,I housing.

Tie a knot at tre enc  of tne  rep!acement
trinq,  Use suoer qfue cr a i;qhter  tc orevent  :hc
?ot-frorr  work:n?j  izose.

_I

Usiig  a lighrer,  me:t  the other  end of  the
[ring and form a loin;  before it coo!s.

Feed the poInted  st:,ng end up tnrougl-  t?c
de  in the co/I  cap and pti’i  untii  the knot is
rmly seated on the inside o’the  cap. -SS
RANE ASSENBLY  DRAWiNG

Feed the pointed end U C through the hoie 1:
ie bottom of  tie crane assembly housing.

Feed string over ilrst  strinq gutde  rhen unoev
?e  next string quiche.  SEE st?ng routing diagram
n inside of the-crane hoirslrg  cap.

C. Finally feed the s:ring  tn:ougn  the hlsle in
7e  side of the string spooi,  attached t o ‘the
lotor  shaft, and tie another knot. (Once aga n,
ither  use super glue or  a irghter to prevent t?e
not from w,oriinq  Loose)

1. The string  is now  cropen\,  strbng2

2.  Re.attach  the ;/a~+  assemoly  ;o tne crane
Sjembly  using (2) bcl:s  removed /n step 4

3.  Re-jnstait  tie  crate assembly into thla game
nd  set  it in the  home  position  with the claw
sserrbfv  hanq:nq 0~1~~tcide  the prize fence.
40-p:  ( t  is ,mDortant Iha: the claw assembiy  is-
hanging"  to jrovide  proper tension OR the
tring while being rewound.

4. Turn on game and tne crane w/:1
iitomatically  rewind the string properly.

MOTOR REPLACEMENT
1,  Remove  ali  A.C Fewer  from the game.

2.  blicck  and ober  ?ront  doer.

3. Rernove  crane arid  or wagon assembry  as
detailec  above.  hOTE:  /2/nat  is removed
depends cr. W I - ch mctor has gone bad.

L. Lc)c)sen  :tio  thumb screws securing crane
housing cao  ,n piace  and remove. NOTE: Th s
step is on’+  for the 2 r1o:o:i  ii the crane
assemnb’v.

5. Rer-c.ve  drive o-rings  and wheels from
bed motor .

6. De - s+der  the motor Leads,  from the bad
motor.  NO-E: Be sure to note which vdire  goes
to WhiC? motor !ead,  for I!  they are re instailec
backwards  the mo:o: W’ii  run opposite of its
inrended d,:ec::o:.

7 .  Ca:e’~l’  remo.,eI ,,,* ” bronze bushing supportng
the  mo:o: shafr  oi  rhe bad motor. NOTE: Th,s 5
only fc:  the  2 motors en  tne  crane assembly.

8. Rerr x’e  the L i-tits  secti-ilc  the motor to the
houriro.

3.  Careiuil,  remo,‘e  the bad motor

FUSE REPLACEMENT

ARE4 LOCAT ION A M P V O L T- -
h”Aiy  53ARD FZ fb  M D Q  2SC

;; 2 MDQ  25c
FL 2 MDQ 2.50
F5 4 M D Q  250

I
mv$;g  RiPLA;p$  E2;T

iF THE SUPPLY COG3  IS  DAMAGED, IT MUST BE
REPLACED 9” THE MANUFACTURER OR ITS
SERVICE AGENT OR A SlMi_AR:Y  QUALIFIED
‘ERSCh  !N ORDERTO  AVOID A HAZARD. il /



,Ol 1
:r1032
:pi 003
:p1004
:p1005
:PlO36
I?? 037
:“I 008
{Cl 0: 1
:pj013
:?l  Oi  4
:P7 015
jClOl6
:?I017
:I’1018
cl 022
:PlO23
IPI  025
Y1019
:Plozo
Xl G52
IGI c55x
:clc6lx
:ClC54
:c1059x
:c2008
:c3019x
:1;3030
:G4003
ICI  062
:clo66
Xl c:70
:c1073
x1075
Xl G78C
:C3036
x3037
x4034
X201  4
:G3038
:c3039
:G3C13
-73026
:>3027
1’3028
x5c14
x501  5
IP9OGl

l?A  RTS

MECHANICAL PARTS

LISTING

CP7132  7
CP71312
CP7027
CP7~305
CP7036
CP7~333
C”7’Xl
CP732?
cq73c7
CZ733i!
;‘,3c’G

C’7GlZ
C’7SC2

DECA-  ?RiZt  DOCIR
CEC.A: LO~YER LEFT W:NDOLt

f-lti-ECTRICAL  PARTS
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