2~ OPIRATORS WANUAL

B SILENT SCOPE Fortune Hunter m

@®Failure to operate the machine correctly could result in malfunction or accidents,so please
read this manual carefully before commencing operation. Be sure to operate the machine as
described in this manual.

@Keep this manual carefully so as to be ready for use when necessary.

N
Parto. 54741 KONAMIL




Contents

b

" About this product

Il Procautions forige il = o ae T R GRRRE o o 2
B Locations of warning and other safety labels _ _ __ ' __ __ __ __ __ __ __ 8
Specifications i e o 8 BRIl e B o R THREINET T vl T 10

Names of parts and list of mainparts _ __ __ __ _ __ 12
G AT R T R I 13
Game Settings

G et T ] G ) S O U ISR S 15
A TR O A U R e o ke e L S 16
A=dulogedRec Pt OB e e i b o e N s 17
Installation & assembly

5-1 Faslening o atlUBIENg  —— S ce ao s e e o 2o e ol B e s ey e e e o 33
S PO R L e ) LT (L 34
P I NS . ¢ o 35

Maintenance and annex

Fedig ooins SO et L N R DT e s 36
Replacing the coifveglacio BeR, 08 ¢ = € . o 8 e O 37
Ramoving the NODOaEEBOrMIMY . e e iy s e s s e Sl o e . s B s s i 33
Heplacingitheistatbitton —eswieeUadd W Bt - e vy, o s AT e 39
Replacing the e Bl — — il e i e e s e e s e sl s e it S 41
Replacing’the ffle unit microsWiBR Semares -« = 5 4 STl e 42
Feplacing the SCOPS LML s irm s o o et o S S i e TR 43
Replacing’the rifle poteniomelels S ttam, — e e s o D PP LRIY.
Adjusting theirifle unit potentiometergr s s - =SS RRe i L 46
Repleging the flasalg) o o e e o 48
Adjusting the main Piotre — w — ey = - oo S ST EE RN e = 49
Adjusting the SCoPe DHONINESS o oty s /e ' i e 28 Sl s o 8 s e s 50
Traubleshoofing — — = il e e e Dl L R e e e 51
SPEMEAISl — — e e e R R — 55
Wiring Blagram— — —— e e e e 56

Thank you for purchasing this KONAMI product. Thisl. manual explains how to operate your
game machine correctly and safely.

N
«This manual covers the following modeis:

+SILENT SCOPE Fortune Hunter (GQCCC-EA)

¥
«The specifications of this product are subject to change without notice for
reasons such as improving the performance.

+The contents of this game;, ‘ts main devices and design protected under each law
concerning patent, copyright and other intellectual properties.

«Unauthorized reproduction of this document or any of its contents is strictly
forbidden. A

© 2002 KONAMI ALL RIGHTS RESERVED.

This equipment has been tested and found to comply with the limits for a Class A digital
device, pursuant to Part 15 of the FCC Rules.

These limits are designed to provide reasonable protection against harmful interference when
the equipment is operated in a commercial environment. This equipment generates, uses,
and can radiate radio frequency energy and, if not installed and used in accordance with the
instruction manual, may cause harmful interference to radio communications. Operation of
this equipment in a residential area is likely to cause harmful interference in which case the

user will be required to correct the interference at his own expense.
e~ 0rigfs of this productin1996-1099 3D Interactive. inc.
s L™
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«Be sure to consult your nearest dealer when setting up, moving or transporting this product.

This product should not be set up, moved or transported by anyone other than industry specialist.

Doing so could result in injury or product.damage.

When installing this product, be sure to set the 4 adjusters stable on the floor and make sure that the

product is installed stably in a horizontal position.
Unstable installation may result in injury or accident.

\When installing this product, use case not to apply undue force to opening and closing parts and other

movable parts. Otherwise, injury or accident may result, or the product may be damaged.

«This product is an indoor game machine. Never set up the game machine outside. ®
-Setting up this product outside could result in accidents or equipment failure.

«Do not set up the game machine near emergency exits.
-Doing so could block exits in time of emergency and could result in death or serious

injury.

+Do not set up the game machine.
.Otherwise an accident or malfunction may result. ®

.In a place exposed to rain or moisture.

\In a place exposed to direct sunlight.

In a place exposed to direct heat from air-conditioning and heating equipment, etc..

Near hazardous flammable substance such as thinnerfand kerosene.

.On an inclined or uneven floor.

.Near fire extinguishing equipment.

.In a place exposed to strong vibration.

.In a place exposed to excessive dust.

‘Near equipment generating strong magnetism or.electric waves.

Do not place containers holding chemicals or water on or near the game machine.
‘Electrical shock or damage could be caused by water or foreign matter entering the
inside of the machine.

Do not place objects near the ventilating holes.
.Doing so could cause the internal temperature to rise excessively, resulting in fire or
equipment failure.

+Do not bend the power cord by force or place heavy objects on it.
.Doing so could result in electric leakage or fire.

«Never plug or unplug the power cord with wet hands.
-Doing so could result in electrical shock.

«Never unplug by pulling the power cord.
.Doing so could damage the cord, resulting in electric leakage or fire.

*When opening the back door for setting the memory card, be sure to turn OFF the
main power switch and unplug the power cord.
.Otherwise an accident or electric shock may result.
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product is: used impro

-Beﬁniﬁéﬁs;oﬁfqua[lrledﬁh&ghup‘ maintenance personsiand;

perly w lio L B

. (Indicates a situation where disregarding the }
suggestions could result in death or serious
- injury.

Indicates a situation where disregarding the
suggestions could result in injury or product
damage.

Indicates a matter of which care should be taken.
E A
e
. | Indicates a matter which is forbidden.
A \ ¥

| [Indicates a matter which should be performed §
| without fail. i

e this product.

+In this instruction manual, some procedures require a qualified in-shop maintenance person or
industry specialist. For such instructions, a qualified person must take care of the jobs.
-Otherwise an electric shock, machine trouble, or a serious accident may result.

-Replacing the machine parts, inspecting and maintaining the machines, and troubleshooting must be
assigned only to a qualified in-shop maintenance person or industry specialist. This booklet gives
instructions that hazardous jobs in particular must be handled by an industry specialist. Qualified
in-shop maintenance persons and industry specialist are defined as follows.

Qualified in-shop maintenance persons

. A qualified in-shop maintenance person must have experiences in maintaining amusement machines,
money changers and the like. Under the supervision of an amusement machines shop owner or
manager, he or she routinely assembles, installs, inspects and maintains the amusement machines, or
r%places their component units and consumable parts, in the amusement machines workshop and/or
shop.

Jobs handled by qualified in-shop maintenance persons
- Assembling, installing, inspecting and maintaining amusement machines and money changers, and
replacing their component units and consumable parts.

Industry specialist
An industry specialist must be engaged in designing, manufacturing, inspecting and servicing amusement
machines. Or he or she must have an education in electrical, electronic and mechanical engineering,
and routinely maintain and repair amusement machines.

Jobs handled by industry specialist
Assembling and Installing amusement machines and maney changers, and repairing and adjusting
:heir electrical, electronic and mechanical component parts.
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«If there is any abnormality such as smoke, bad smell or abnormal noise being
emitted from the machine, immediately turn OFF the main power switch and unplug
the power cord from the receptacle to stop operating it.

.Using the machine in abnormal conditions could result in fire or accidents.

In case of abnormality
1 Turn OFF the main power switch.

2 Unplug the power cord from the receptacle.
3 Contact your nearest dealer.

«Do not leave the power cord plugged improperly or covered with dust.
-Doing so could result in electrical shock or fire, so inspect the power cord pericdically.

+Do not use this product anywhere other than industrial areas.

.Using in a residential area or an area next to a residential area could affect signal reception
of radios, television sets, telephones, etc..

sPlayers should be advised of the following precautions.
-Doing so could cause accidents or illness. k

O

.Please do not play this game if
“You have been drinking. You are tired are sick or have been recently sick.
You think you might be pregnant. -You exercise is medically regulated.

.You are susceptible to muscle spasms or loss of consciousness due to sound, light or moving
pictures.

«Players should be advised of the following precautions during play.
.Inobservance of the precaution may cause an accident.

i .Do not play violently. You may get injured.

Do not give impact to the monitor glass cover.
.Otherwise, it may result in an unexpected accident or injury.

+Do not plug or unplug the power cord with wet hands.
-Doing so could result in electrical shock.

«In handling the power cord, follow the instructions below.

.Otherwise an electric leak, fire or electric shock may result.

.Do not damage the power cord. .Do not modify the power cord.

.Do not bend the power cord excessively. -Do not twist the power cord.

-Do not heat the power cord. -Do not pull the power cord.

.Do not bind the power cord. .Do not tread on the power cord.

.Do not sandwich the power cord. Do not drive a nail into the power cord.

«if the power cord or power piug becomes damaged, stop using the machine immediately
and ask your nearest dealer to replace the parts.
Using a damaged power cord or power plug could result in fire or electrical shock.

HSITON4

. ; ; - or extension
.Be sure to use indoor wiring for within the spec:ilec:’ ::Itage range. F
i iri ified rating or more.
use indoor wiring of lt‘he_ specified >
-(l::c:;lctre to do so could result in fire or equipment failure.

cord.
e sure to use the attached power
-%therwise a fire or machine trouble may result. ‘
Never plug more than one cord at a time in the electrical receptacle.

.Daing so could result in fire or electrical shock.

r stumble
«Do not lay the power cord where people walk through. Youmay tread on o

over them.

You may stumble down and get injured, or damage the power cord.

is product.
.%éths:rm;: a?:e‘il:;tir}ct:‘ '.sshgck or machine trouble may be caused. I
«The complete machine weighs about 165k. Be z:rzg:;ft:tl;e a tea
people for assembly & mpving the product for adde e
Otherwise, an injury or accident may result.

ine and walls
«Keep the specified clearances (see page 11) between the game machi

roducts. g iy
a;t:ésui:z ?t:gﬁgzhine(s) cannot be ventilated well, resulting in malfunctio

i chine.
o {v a strong force for moving the ma e ;
F())c;hne?\:v;?igmay result in an accident of breakage of the units.

i round the machine. a : ajnial e
.?zi:z:;?:; ii?tﬂsr:;!% ?n the player's way but t?itso c?#sstenggr%;ﬂ?l:to? c;trg::ymachines.
' he player’s body not to hitaga ;
space open enough for tl S
«Do not change the DIP switch setting of this product to other than factory g
.Otherwise, the game can not be played properly. .
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+Be sure to turn OFF the main power switch and unplug the power cord from the
receptacle before inspecting or cleaning the machine.
.Failure to do so could result in electrical shock.

«When replacing parts, be sure to use parts of the correct specifications. Never use
parts other than the specified ones.
-Using improper parts could result in fire or equipment failure.

«There is high voltage inside the machine. Only the qualified industry specialist is
allowed to open the back door. With the back door open, be very careful not to touch
the monitor and its nearby parts.

.Otherwise an accident or electric shock may resulit.

«When opening the back door, be sure to turn OFF the main power switch and unplug
the power cord from the receptacle.
.Otherwise, there may arise a danger of accident or electric shock.

«Strictly refrain from disassembly and repair of parts which are not indicated in this
manual, as well as settings and remodelling.
.Otherwise, a fire, malfunction or trouble may resuit.
In case of any trouble, ask your nearest dealer for repairs and other services.
KONAMI will not resume any respensibility for the damage to the product attributable to
disassembly and repair of parts which are not indicated in this manual, as well as settings
and remodelling.

«To clean the game machine, wipe it with a soft cloth dampened in a neutral detergent
and wrung out.
-Using thinner or other organic solvent or alcohol may decompose the material.
‘Electrical shock or equipment failure could be caused by water entering the inside of the
machine.

Moving and transportation

*The game machine contains parts such as the monitor, electronic components and
precision components which are sensitive to vibrations and impacts. Great care
therefore should be taken when moving and transporting the game machine.

Be sure not to let the machine tip over.

«Before separating the units or moving the machine, be sure to turn OFF the main power
switch, unplug the power cord, and disconnect the power cord.
.Stepping on or tripping over the power cord may resultin an accident or damage the machine.

«Before moving the machine, be sure to separate the gun unit from the monitor cabinet
and fully screw up all the adjusters. Move the machine on the casters.
.Otherwise, an accident, breakage or trouble may result.

o *When moving the units, use care not to apply a strong force to them.
- -Particularly, the monitor cabinet will be broken or cause accident when it falls to the floor.

+The monitor cabinet may fall down depending on to which direction it is pushed. When
moving it after separation, always push it sideways (in the right or left direction). When
moving it on a slope or over a step, it should be carried by more than four persons.
.Otherwise, it may fall down to cause an accident or be broken.

“When moving the units, use care not to apply undue force to opening and closing parts
as well as moving parts.
.Otherwise, injury or accident may be caused.

PRECAUTION
IN HANDLING

«When setting up, inspecting, maintaining, moving or transporting this product, follow the procedures and
instructions set forth in this manual and perform such work safely.

+Do not remove labels of “WARNING", “CAUTION", etc. attached to the product.

«Do not set up, handle, inspect, maintain, move or transport this product under conditions equivalent
to the condition of “WARNING” or “CAUTION" specified in this manual.

«f a new owner is to have this product as a result of transfer, etc., be sure to give this manual to the

new owner.

i
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B Locations of warning and other safety labels
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DO NOT OPEN EXCEPT
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| +Donot place any objects here.

They may be knocked off by the gun.
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1 Specifications }

1 Specifications

1270mm }‘___61_Oﬂlm__,,|
B Allowance for Carrying-in and Installation of Product == == = = = == == m= ==
The following allowance dimensions are necessary for carrying the product indoors.
O O 1200 mm(47.1 in) or more
= i
© i z v 4
E E ‘ «When moving the units, use
i 5| g |- Rifle unit qareznot:to apply a strong force:
g = E g to them.
z § 5 *When moving the units, use
E == care not to apply undue force .
2 El < G T T Cog el s S
= sl £ i to opening anc_f: closing parts:
=i as well as moving parts. j
- 5 T

Provide a space of the following dimensions for installation of the product.

| )
1100 mm(3.94 in) or more g

i ‘ 1(space for heat radiation)

Refer o the figure above : MM ‘ «Keep the specified clearances
Total Weight:Approx.165kg(37215) | J FER R | ety nthe RS ’
| - i | a
Eo Zo
‘ Es5 ES

Place the rifle unit to kee? its scope awa¥
from direct sunlight or oth ht.

No dewing is allowed.)
This manual

(

er strang lig

p
Tod AT Lol o et e T el 2 ; I 1
i - SR s L g Keep the following points in mind when moving the product.
‘Keys for maintenance il Do not <A team of 3 or more people should
| -AC power COrd .........--.:: il push the monitor cabinet in lift up the machine while holding the
X-Head screw(M6x16L) ....... 2 the arrow directions shown handle and supporting the bottom.
‘ ‘M8 plain PRI T ISR in the figure. Approx. 165Kilos(3721b)
|\ | |
| | |
\ ‘| ‘ ; ] | «When moving; thie machine \
\ ‘ ﬁ—/ om a siope ar over a steg |
‘ | | | ‘ ‘ ‘ difference; be: sure to take
\ ' . al team of 3 ar more peopie:
\
. ‘ fective or not found, contact your nearest dealer. LA such as \
—H%??s%iigtéiscggons of this product are subject 0 change without notice 70r b ‘ ‘
improving the performance. f:\I;Sf—

10

m
=
@
—
w




2 Names of parts

3 How to play

TOP CARD

TOP ACCESS

o . — 7\~ —ooon

BOARD.
MATRIX e et e il
mspmv\ /

SPEAKERS

RIFLE &
SCOPE ASSY

MONITOR
GLASS

MONITOR
/—/{Q g ASSY.

COINENTRY 'ﬁ__;
areroan | M ‘
% { g __MONITOR

REFILLKEY\_J ADJUST PCB

REAR ACCESS
DQOOR.

\
5 MATRIX PSU.

MAIN GAME
PCB

PAYOUT AREA— I
SERVICE
B PSU ASSY.

CASHDOOR——-L ﬂ . Main Power Swith
JE_\L
CASTOR ‘

l
2 R ;J

ADJUSTERS

T
Poe
/

i A o
i ‘——ﬁ//l”—}"/ Power Iniet & Fuses

?SESHTHE(IZE BUTTONS CASH INMETER | 2, Live & Neuwral 5a
CF330 ||/ cASH OUT METER
ACCEPTER ‘ il l
B rr: ESICHC;\‘NUNI{IT L
1 S i1 4 \ {H
e | i= q'ﬂ/l HOPPER UNIT
MECHANIS._ | (=

This product is a SWP (Skill With Prize) game machine that features a “SILENT SCOPE”"
(scope-equipped rifle shooting).

Looking at the main monitor and into the rifle-mounted scope for zooming-in, the player
sets the sight on a target and shoots it down.

.P]ay mode [ ppeepege—pe——y————y ¥R R LR R e

This product provides the following two modes.

. SILENT SCOPE Fortune Hunter......PRIZE mode. (Maximum prizes £40)

- SILENT SCOPE EX. .0l STORY mode. (No pay out)
In the “SILENT SCOPE Fortune Hunter” mede, the player goes through two stages:
“BANKING STAGE” and “WIN or LOSE”. (Depending cn the game resuilts, the player
can go to “EXTRA STAGE”. In other words, three stages may be played in total.)

B How to play (PRIZE mode / SILENT SCOPE Fortune Hunter) = me s m - - -
1 Put coin(s) and the mode select screen shows up. Set the sight on the “SILENT
SCOPE Fortune Hunter' to select, and pull the rifle unit’s trigger to enter the choice.

2 Select a playing course the “INTERMEDIATE” or “EXPERT" on screen.

. INTERMEDIATE ......... Multi-target prizes (Maximum prizes £40)
S ERPERE o s One shot Mini-jackpot (£10)
(On the “GAME OPTIONS" screen on/off of “‘EXPERT" can be
set up.)

@ How to play (lNTEHMADIATE) N N R S N NN

*BANKING STAGE '
1 Set the sight on the “INTERMEDIATE” to select, and pull the rifle unit’s trigger to enter

the choice.

2 The targets appear one after another. Each time a target has been shot down, you win
the prize into your bank.

. The targets come in different types: the one you shoot down to win the prize, the one
that gives a different prize depending on where to hit, and the one that gives you a
penalty and removes some of your saving from the bank.

. The lucky targets give you the prize just after shooting down or extend your playtime.

- INSTANT CASH ..... Just when a target has been shot down, the prize cain (£1 ~£5)
comes out on the spot.

. TIME BONUS ......... When a target has bee shot down, the playtime is extended
20 seconds.
3 When all the targets have been shot down within the time limit, the EXTRA STAGE can
be played.

(During the EXTRA STAGE, plenty of prizes can be saved in the bank.)
4 When the time is up or all the targets have been shot down, the game is over.

«WIN or LOSE
You bet your prizes saved in the bank and challenge the single-shot target.

target with a single shot, this stage will be cleared.
1 Before the game gets started, the prizes saved in the bank appear onscreen.

2 If this stage has not been cleared or when the time is up, the prizes in the bank will not

be cashed.
3 If the target has been successfully hit, you will be entitled to cash your prizes inthe

. All cash prizes are rounded up to the nearest pound.
13
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3 How to play

«Continuity in the WIN or LOSE stage
If you have failed to clear the “WIN or LOSE” stage, you can continue the game by adding
coin(s) and selecting “CONTINUE YES”.
. Once continued, the bank saving will be back available and you can challenge the
same target again.
. When coin(s) has(ve) been put in on the continue count screen, the machine will get
itself in the continue play mode.
. The continue play mode can be choose just once in the “WIN or LOSE” stage.

«DOUBLE UP CHALLENGE

If the target has been successfully hit in the “WIN or LOSE” stage, you can now go to the

“DOUBLE UP CHALLENGE” stage.

1 Select “TAKE MONEY” or “DOUBLE UP CHALLENGE”.
~TAKE MONEY .........c.c.coccuises The prizes saved in the bank are cashed. .
. DOUBLE UP CHALLENGE ... Depending on where to hit, the prizes will be double

or halved, or remain the same, or become null.

2 If this stage has not been cleared or when the time is up, the prizes in the bank will not
be cashed.

3 If the target has been successfully hit, you will be entitled to cash your prizes double, the
same or half from the bank, or lose all your prizes.

.HOW to plav (EXPERT) prageepempee——————t T ¢t § T E_E L F_F_F LB B B bk

1 Set the sight on the "EXPERT" to select, and pull the rifle unit's trigger to enter the

choice.
¥

*WIN or LOSE

2 You bet your prizes acquired from “MINI-JACKPOT £10” and challenge the single-shot
target.

3 If this stage has not been cleared or when the time is up, the prizes in the bank will not
be cashed.

4 If the target has been successfully hit, the prizes will be cashed.

B How to play (STORY mode / SILENT SCOPE EX) e mm s s st e e st o o s o o

1 Put coin(s) and the mode select screen shows up. Set the sight on the “SILENT
SCOPE EX" to select, and pull the rifle unit’s trigger to enter the choice.
«STORY mode ......... You will be a sniper of a special anti-terroristsquad, stationed in
the story, to counter frequent terrorist outrages.

2 The game starts at this moment.

.Watch the main monitor screen and search for an enemy. Look into the scope and shoot
atthe enemy. Initially the rifle is loaded with 5 bullets, but will be reloaded automatically
and limitlessly.

.From the second stage, you can select a mission or route.

.When a mission has been successfully completed, you can go to the next stage. If not,
however. the mission select screen shows up again. (You can now select another mission
not vet played or an abortive mission again.)

-You can keep playing the game until the condition gauge on the main screen reads “0".
The game is over at this point.

The “STCRY” mode game snds in two ways, “HAPPY ENDING” and “BAD ENDING”

14

4 Game settings

4-1 Checking the game start up

When the power switch is tuned ON, the self-diagnostic test will get started. The test
results will be displayed on the screen.

* *Once the main power switch has been: tt
being checked), never touch: the
demonstration game get

*Preferably turn OFF the
scope is: off (this happen:
~_seconds) in order to.pi

. sDonotmake a

' specifiedin this -

«|f an abnormality persists or

. immediately turn: OFF the main power

the receptacle and contact your nearest dealer.

.Hesu“‘ Of Self test == mm = - ———————

~If test is OK
| -The machine gees to the game mode and the demonstration game gets started.)

~If any abnormality is detected
. “BAD" appears on the screen, and the checking is repeated.

After the installation of this product or when the PCB unit has been repaired or
replaced, turn ON the power switch while pressing the test button of the service
panel to initialize the setting once to the original factory setting.
At this time, keep pressing the teat button until “BACKUP DATA INITIALE
COMPLETE/SCOPE SCREEN ADJUST DATA/GUN SETTING DATA/OPTION
SETTINGS/BOOKKEEPING INCOME DATA/PLEASE RELEASE TEST
SWITCH" appears.
Never turn ON the power switch while holding down the test button.
All the “BOOKKEEPING” data will be erased. (The data once erased
can not be resumed.)
If an abnormal display continues or the machine does not operate normally,
immediately tum OFF the main power switch, unplug the power cord from the
receptacle and contact your nearest dealer.

3%

[l On-screen message at POWEF O e mm mm mm mm mm s s s o S o s 50 (58 58 5
When the machine is powered on for the first time after installing, the following
screen shows up. Set the current time correctly on the “CLOCK" screen. (See
page 31.)

PLEASE SET THE CLOCK FOR THE BOOKKEEFPING

This message will not be displayed after you set the time. 2
To change the game mode without setting the time, please select “GAME MODE
from the main menu in the test mode. Then this message will be displayed every
‘ime you switch on the main power.

18



4 Game Settings

4-2 Setting and adjustment of game mode

Manually check and change the settings for the screen displays and game contents
and change them as reguired.

i Starting the test Mode == = m mm m = = = —— - ———— - -

1 Turn ON the main power switch.

2 While the demonstration game is playing, press the test button on the service
panel.
-The main menu is displayed on the screen.

*Do not turn ON the main power switch with the test button held down. The current settings as
well as the BOOKKEEPING data will be erased and the machine will have the factory settings.

MEMO

.Qult the test Mode == mm ww - - ————————— - - -

1 Pull the rifle unit’s trigger to select “GAME MODE” cn the main menu screen.
2 Press the start button.
-The screen goes back to the game mode.

B Main menu screen (basic items) = = mm m mm o o - - - ——————— - —-——-—

k Displaying the products destination and version

Checking the performance of the controls. --> Page 17

MAIN MENU VER.EAA:B Adjusting the monitor screen distortion. --> Page 22

/0 CHECK Adijusting the scope screen position. --> Page 23
SCREEN CHECK _I_ i 3

SCOPE SCREEN ADJUST Adijusting the display color. --> Page 23

SS:IFSH;};?:K - Checking the memary card. --> Page 24

DIP SWITCH CHECK — - Indicating the DIP switch settings. --> Page 25

SOUND QPTIONS
GAME OPTIONS

COIN OPTIONS
RANKING DATA -

BOOKKEEPING
CLOCK
ALL FACTORY SETTINGS

Setting various sound options. --> Page 26
Setting various game options. -->Page 27

Setting various coin options. ->Page 28

Reviewing and initializing the ranking data. --> Page 28
GAME MODE

Displaying the baokkeeping information of cains. --> Page 29

PULL GUN TRIGGER = SELECT ITEM
PRESS START BUTTON = EXECUTE Setting the system clock. --> Page 31

Returning all the settings to factory ones. --> Page 32

Returning the game mode.

.Selectingeach MOdE == = o - -

How to select each mode from the main menu.
SELECT --> Pull the rifle unit's trigger.
BET --> Press the start button.

After selecting a mode, refer to the page on which that mode is described in details.

4 Game Settings

4-3 Mode descriptions

M The original factory settings are displayed in green; the changed settings are
displayed in red.
-Pull the rifle unit's trigger to select a setting to be modified, and press the start
button to change the setting.
-After the setting has been changed, select “SAVE AND EXIT" and press the start
button for entry.
“NOW SAVING” will appear, the modified settings will be saved, and the screen
returns to the main menu.
Af “EXIT" is selected after the modification of the settings, the following message
will appear.
“YOU DID NOT SAVE. DO YOU WANT TO SAVE? [YES/NO]” select “YES” or
nNOll. »
Pull the rifle unit's trigger to select “YES” or “NO”. Press the start button for entry.
If “YES" is selected, the new settings will be saved with “NOW SAVING" displayed
and the screen will return to the main menu.
If “NO” is selected, the message “NO MODIFICATION” will appear, the modified
settings will not be saved, but the main menu will show up again on the screen.

“ «If “FACTORY SETTINGS” is selected and the start button is pressed, all the
L settings of the mode will go back to the factory ones.

MEMO

O CHECK

Checking the performance of the controls

M Control performance check menu.
The menu is divided into sub check menus. Pull the rifle unit's trigger to select a
sub menu. Press the start button and the selected sub menu appears.
To return to the main menu screen, select “EXIT” and press the start button.

1/0 CHECK
INPL ECK Checks the button and switches.
GUN CHEC - Checks the performance of the rifle unit.
"PE L Installs and checks the hopper.
Checks the escrow unit.
Checks the coin mech
Checks the dot matrix display.
Checks the scope's LCD monitor and backlight
performance.
Checks the start button lamp.
Returning the main menu screen.
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4 Game Settings

INPUT CHECK

BMMode for checking the performance of the controls.

To return to the “I/O CHECK” screen, pull the rifle unit's trigger and press the start
button.

INPUT CHECK

GUN TRIGGER OFF

START BUTTON OFF

SERVICE BUTTON QOFF Displays ON/OFF according to the input.
TEST BUTTON OFF -ON. witch turned ON.
REFILL KEY OFF -OFF witch turned OFF.

GUN YAW LEFT c Displays the hexadecimal value corresponding to the
Volume [0000] 4—+———r- rifle unit's right-and-left motion.

Free  [0000] 4=t~ -The “I” marking shifts to LEFT when the rifle points
leftward: to RIGHT when rightward.

GUNPITCH  BOTTOM

Volume [0000] +—+——— Detects the backlash between the rifle unit's right / left
Free  [0000] +— control gears.

Displays the hexadecimal value corresponding to the
= rifle unit's up-and-down motion.
Pi START BUTTON = : -

Lt UMM RECER £8Th i = FAIT “The “I" marking shifts to BOTTOM when the rifle points
downward: to TOP when upward.
*This screen is just an example. Detects the backlash between the rifle unit's up / down
control gears.

b
*Move the rifle unit up and down as well as right and left to see if the bar “I" of “Volume” is within the
red zone. If so, reposition the potentiometer to keep the bar out of the red zone. (See page
47.) v
*With the rifle unit at the right or left end, the “Free” gauge reads “0000". Now move the rifle unit
by the clearance of the potentiometer gear, and the bar “I" will shift along. If the bar comes into
the red zone, it means the clearance is too wide. Reposition the potentiometer to keep the bar
out of the red zone. (See page 47.)

«If the potentiometer gear clearance is too !a‘rge, the rifle unit fails to move finely and the game
cannot be played as specified.

«If the potentiometer gear clearance is too small, the potentiometer may get damaged.

MEMO -
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GUN CHECK

M Mode for adjusting and checking the rifle unit’s swing range.
Look at the screen for the marker that the gun barrel is pointing to. If the marker is
extremely out of position, pull the rifle unit's trigger and press the start button to call
the gun adjustment mode.
To return to the /O CHECK” screen or interrupt the gun adjustment mode, press
the start button.

Gun check mode

GUN:CHECK.

Marker 3
Make sure the marker is where the gun barrel is
peinting to.

o Bullet mark
o Pull the rifle unit's trigger and make sure the bullet
mark is left.

PULL GUN'TRIGGER: = SHOOT' ;
PRESS START BUTTON: = EXIT -
PULL GUN TRIGGER +START BUTTON: = GUNADJUST

«This screen is just an example.
Gun adjustment mode
This mode is intended to adjust the pinpoi
the instructions onscreen.

1
nting of the rifle unit. Foradjustment, follow

1 Atarget appears at the left on the main moniter. Point the barrel to the target and pull
the trigger. 5 .

2 Atarget appears at the right on the rmain monitor. Point the barrel to the target and pull
the trigger.

3 Atarget appears at the bottom on the main monitor. Point the barrel to the target and pull
the trigger.

4 Atarget appears at the top on the main monitor. Peintthe barrel to the target and pull the
trigger.

5 A target appears at the center on the main monitor. Point the barrel to the target and pull
the trigger. ] _

6 The “NOW SAVING” message appears and the settings will be saved. Then the
“GUN CHECK” screen shows up again. Move the rifle unit and make sure the
marker is in position.

«If maladjusted, “SETTING FAILED" appears. Take the procedure once again from Step *
«If an error happens in “GUN VOLUME DATA" at the start of the machine, the “Gun adjustment
mode” screen shows up itself.
*No image appears on the scope while in the “Gun check mode” and
‘ adjustment mode”,

“Gun

MEMO
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HOPPER CHECK

M Mode for installing initial coins into the hopper and checking the performance.
To return to the “//O CHECK” screen, select “EXIT” and pull the rifle unit's trigger
and press the start button at once.

M Installing initial coins into the hopper == mm mm me m = = ————— - - - -

Be sure to take the steps below. Otherwise the machine fails to correctly manage

the number of coins in the hopper.

1 To make sure that the hopper is empty, select “DUMP ALL COINS” and dump all
coins out of the hopper.

2 Select “INSTALL". The number of coins to be put into the hopper will be displayed.

3 Add the displayed number of coins through the coin mech. “HOPPER AMOUNT”
increases each time a coin is added.

4 When you finish adding the coins, press the start button.

HOPPER CHECK

Shows the number of coins in the hopper stored in
HOPPER AMOUNT LI ——— the machine's memory.

DUMPED AMOUNT (] Shows the number of coins dumped.

DUMP ONECOIN —————————————————— Dumps one of the coins from the hopper. *
L L el Dumps all the coins from the hopper. *
Installs coins into the hopper.”

‘ * IN, REFILL and CQUT counters do not work
J when dumping the coins or installing the coins
in this mode.

PULL GUN TRIGGER = SELECT ITEM
PRESS START BUTTON = EXECUTE

sThis screen is just an example.

ESCROW CHECK

M Mode for checking the escrow unit performance.
Move the cursor to “ESCROW” and pull the rifle unit's trigger and press the start
button, and the escrow status will change.
To return to the “I/O CHECK” screen, select “EXIT” and pull the rifle unit's trigger
and press the start button at once.

ESCROW CHECK

=T fems The unit is open ta the coin box while start button is
pressed.

The unit is open to the hopper while start button is
pressed.

=This screen is just an example.

+If *he coins are added to the hopper in this mode, please initialise the amount of coins in the hopper
Hy "DUMP ALL COINS" and “INSTALL" in the “4OPPER CHECK” mode. Ctherwise, the machine
will fail to manage the number of cains in the nopper.

20

COIN MECH CHECK

W Mode for checking the coin mech performance.
To return to the “I/O CHECK” screen, select “EXIT” and pull the rifle unit's trigger
and press the start button at once.

COIN MECH CHECK

10 PENCE NOT INHIBITED —————————— Allows only 10 pence cains to pass through.
20 PENCE INHIBITED Allows only 20 pence coins to pass through.
50 PENCE INHIBITED ——————————————————— Allows only 50 pence coins to pass through.
1 POUND INHIBITED = Allows only 1 pound coins to pass through.

2 POUNDS INHBITED ———————————————] Allows only 2 pounds coins to pass through.

INSERTED COIN —————————————————————————————— Shows the coins just passed through the coin mech.

EXIT

PULL GUN TRIGGER = SELECTITEN

«This screen is just an example.

-Make sure that when the coin has passed through, the right coin is displayed at

Checking procedure w
=The mechanism is activated for a type of coin. Make sure that a selected coin is
accepted and any other type of coin is rejected.

“INSERTED COIN", Passing coins are all put into the coin box.
MEMO =~

DOT MATRIX DISPLAY CHECK

M Mode for checking the dot matrix display.

Select this mode, and the following steps will go on automatically. Make sure these
steps are all as specified.
To return to the “I/O CHECK” screen, press the start button.

1 The entire dot matrix display appears red.

2 Then the entire dot matrix display turns green.

3 Next the entire dot matrix display turns orange.

4 The entire dot matrix display disappears.

5 The characters “R”, “G” and “Q” flow from left to right onscreen in red, green and
orange, respectively.

6 The above steps are repeated.
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4 Game Settiny

SCOPE MONITOR CHECK

B Mode for checking the scope’s LCD monitor and backlight performance.
Select this mode, and the following steps will go on automatically. Make sure these
steps are all as specified.
1 The entire scope monitor appears red.
2 The entire scope monitor turns green.
3 The entire scope monitor turns biue.
4 The entire scope monitor tumns black.
5 The above steps are repeated.

Mode for checking the backlight performance.

Each time the rifle unit’s trigger is pulled, the backlight turns on and off. Nothing
appears on the scope monitor while the backlight is off.

To return to the “I/O CHECK” screen, press the start button.

SCOPE MONITOR CHECK

BACK LIGHT anN

PULL GUN TRIGGER = BACK LIGHT ON/OFF
PRESS START BUTTON = EXIT

| LAMP CHECK

Mode for checking the start button lamp.

Select this mode, and the start button lamp is kept on with “ON” indicated onscreen.
Press the start button again, and the lamp goes out and the “I/O CHECK” screen
shows up again.

LAMP CHECK

START BUTTON

PRESS START BUTTON = EXIT

SCREEN CHECK

Adjusting the monitor screen distortion

M Mode for checking the monitor screen display.
Adjust the focus, distortion and size of the image on the screen while watching the
crosshatch pattern. Use the monitor adjustment PCB to make adjustments. (See
page 49.)
To return to the main menu screen, oress the start button.

an

SCOPE SCREEN ADJUST

Adjusting the scope screen position
M \ode for adjusting the display position on the scope screen.
Pull the rifle unit's trigger to select an item. Press the start button to modify the
setting.
Locking into the scope, adjust so that the crosshatch pattern be centered.
To return to the main menu screen, select “SAVE AND EXIT” or “EXIT" and press

the start button.

SCOPE SCREEN ADJUST
Displays the displacement from the default

seftings.

up ———— Used to move up the scope screen by
DOWN pressing the start button.

LEFT
AIGHT Used to move down the scope screen by
pressing the start button.
CLEAR SETTINGS

SAVE AND EXIT Used to move the scope screen to the left by
EXIT pressing the start button.

Used to move the scope screen to the right by
pressing the start button.

Returns the settings 10 “ 0 "

PULL GUN TRIGGER = SELECT QPTION
PRESS START BUTTON = EXECUTE

*This screen is just an example.

p

«The crosshatch pattern may appear slightly tilted on the scope screen. The game s not affected,

MEMO

however.

Adjusting the display color

B Mode for checking the display color.
Make the adjustment using the monitor adjustment PCB so that the colors of the
color bars should appear properly graduated and the background should become

black sufficiently. (See page 49.)
To return to the main menu screen, press the start button.

+Adjust so that the lower five levels ( & ) become colorless.
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ROM CHECK

Checking the memory card

W Mode for checking the memory card
In this mode, the memory card check sums are checked one after the other. “OK”
appears on the screen when not in trouble: “BAD” if in trouble. When the machine
is put into this mode, the machine starts checking automatically.
Press the start button to interrupt checking or retum to the main menu screen.

ROM CHECK

Counts up from “0".
Checking is complete when at “100".

PRESS START BUTTON = ABORT

*This screen is just an example.

If the ROM check is interrupted halfway, “ABORTED” appears for a centain time
onscreen.

ABORTED

When the memory card have been completely checked, “OK” appears.

CARD OK

If anything wrong is in the check results, “BAD” appears.

CARD BAD

% = |f “BAD" appears, immediately turn OFF the main power switch, unplug the AC
power cord from the receptacle and contact your nearest dealer.

4 Game Settingy

DIP SWITCH CHEC

Indicating the DIP switch settings

M Mode for checking the setting of the DIP switches on the PCB unit.
Be sure to set the DIP switches as follows.
To return to the main menu screen, press the start button.

DIP SWITCH CHECK

w1 Showing a current position of each DIP switch.
S P, (The figure shows that all the DIP switches are

set to OFF.)
The DIP switch 1 is not used. Keep it to OFF.

W FECERY ) 7 The DIP switch 2 is not used. Keep it to OFF,

SW2 RESERVED

SW3 RESERVED

Sl B The DIP switch 4 is not used. Keep it to OFF.
CHECK YOUR SETTINGS AND OPERATE =3

The DIP switch 3 is not used. Keep it to OFF.

DIP SWITCHES ON THE PCB

If any DIP switch is set in the red position, you
BRAESS STARY BUTTON = X1V are prompted to check the DIP switches.

«This screen is just an example.

DIP switch bit No. «Be sure to keep the DIP switch settings of
1 2 3 4 this preduct as shown at left.
OFF | OFF | OFF | OFF MEMO
25
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SOUND OPTIONS

Setting various sound options

BMMode for setting and checking the sound options.
Pull the rifle unit’s trigger to select an item. Press the start button to modify the
setting.
To return to the main menu screen, select “SAVE AND EXIT” or “EXIT” and press
the start button.

Tums on and oﬁ the demo play sound.
SOUND OPTIONS -ALL THE TIM ...Sound always on.
-ONCE EVEHY 4 CYCLES”

.Sound on every 4 cycles.
-COMPLETELY OFF .... ..Sound always off.

SOUND IN ATTRACT MODE =~ ALL THE TIME

SOUND SCALE CHECK
SOUND PHASE CHECK
SOUND VOLUME

You will hear a do-re mi...do musical scale from
the left speaker first and then from the right
speaker, which is repeated.

LEFT...... Musical scale is heard from the left

speaker.
RIGHT... Musical scale is heard from the right
speaker.

. o0
ALL SOUND EXCLUDING GUN AND COIN  ON
BGM IN GAME MODE ON

FACTORY SETTINGS
SAVE AND EXIT Listen to two different test tones to check the
EXIT speaker's phases.
-LOUD.... Phase difference 0°

PULL GUN TRIGGER = SELECT ITEM .SOFT.... Phase diffarence 180°
PRESS START BUTTON = CHANGE VALUE If the difference between the LOUD and SOFT
settings is too small, it means the speaker's
wires may be connected wrongly.

*This screen is just an example.
Adiusts the sound volume level of voice and sound
effects in the range of O (mute) to 30 (maximum).
-To raise the sound level, press the start button.
-To lower the sound level, press the start button
so many times that the zero level is reached and
make a new sefting.

Turns on and off all the sound except for the
gun and coins.

Sets to give background music while the game

is being played.
-ON ... Background music is heard.
-OFF . Background music is not heard.

Press the start button to return all the settings
to the factory settings.

4 Game Settings

GAME OPTIONS

Setting various game options

M \Mode for setting and checking the game options.

Pull the rifle unit’s trigger to select an item.

setting.

To return to the main menu screen, select “SAVE AND EXIT” or “EXIT” and press

the start button.

GAME OPTIONS

SCOPE IN ATTRACT MODE AUTO
NIGHT MODE BRIGHT o8

PRIZE MODE DIFFICULTY LEVEL 4:MEDIUM

PRIZE MODE REALTIME WINDOW ONLY BANKING STAGE -

PRIZE MODE MINI - JACKPOT QFF

STORY MODE DIFFICULTY LEVEL 4:MEDIUM

STORY MODE AREALTIME WINDOW EVENT AND SCOPE

STORY MODE START CONDITION 100
STORY MODE VIOLENT MODE STRONG
STORY MODE HIT EFFECT FLASH

FACTORY SETTINGS
SAVE AND EXIT
EXIT

PULL GUN TRIGGER = SELECT ITEM
PRESS START BUTTON = CHANGE VALUE

*This screen is just an example.

DIFFICULTY LEVEL
1:EASIEST Easier
2:VERY EASY
JEASY ﬁ
AMEDIUM Standard
5:MEDIUM HARD |
8:HARD J ‘
7:.VERY HARD b
B:HARDEST Harder

r— Decides on whether the scope-screen image is

displayed on the main screen during the

demonstration game.
. ... Scope-screen image turned
on when there is an input/
output during the demonstration
game. But automatically
turned off if there is no
input/output for 20 seconds
(effective to proiong the
LCD's backlight life.)

¢ OFFuesissisnnecissesssenenennns Off @ll the time (scope-

screen image nat displayed).

Adjusts the dark-scene brightness from 1 to 16.

A window appears on the right of the screen with
ladies at the left front, at the center, and at right in
the backgreund. Adjust so that the lady at right in
the background disappears.

Sets the difficulty levels in the prize mode.
{See the chart below.)

Sets how the top-left window appears on the main
screen during the prize-mode game.
- ONLY BANKING STAGE .....Scope screen appears
during the BANKING
STAGE(EXTRA STAGE).
Scope screen all the time.
ff all the time.

- ALWAYS ON
- ALWAYS OF

Sets the mini-jackpot.

- ON.....With prize-mode “INTERMEDIATE" and
EXPERT" can be chosen.
- OFF...With prize-mode it is set to "INTERMEDIATE".

Sets the difficulty leveis in the story mode.
(See the chart below.)

Sets how the top-left window appears on the main
screen during the story-mode game.

- EVENT AND SCOFE ...Displayed by stationary
camera when an enemy
is hit or the boss focused
on, Scope screenin
other cases.

- EVENT ONLY ..............0Isplayed by stationary
camera when an enemy
is hit. Or the boss
focused on.

- ALWAYS SCOPE ........ Scope screen all the time.

Makes the initial settings in the story mode for the
players condition guage. (displayed in percentage.)
(50, 80, 100, 120, 150, 200%)

Sets the violence level when enemies are hit in play
or during demo scenes.
. STRONG...Head hit effect and expression is displayed

stron
MILD...

9.
.Hit effect and expression is displayed
miid.

Sets the hit effect when an enemy is gunned down
.Flashing
.Red effect spurts.

- YELLOW ...Yellow effect spurs.

Press the start button to modify the
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COIN OPTIONS

Setting various coin options

MW Mode for setting and checking the coin options.
Pull the rifle unit's trigger to select an item. Press the start button to modify the
setting.
To return to the main menu screen, select “SAVE AND EXIT” or “EXIT” and press

the start button. g

«The coin setting options are not displayed when “FREE PLAY” is set to
“YES”. In such case, remember the game will be free.

e play.
Available for free play.
Not available for free play.

Selects a fre

COIN OPTIONS I

FREE PLAY NO

INHIBIT 10 PEN NOT INHIBITED
NOT INHIBITED

Sets whether each type of coin is accepted or nat.
- NOT INHIBITED ... The coin is accepted.
+ INHIBITED............. The cein is not accepted.

ICE
ICE

NO El
T1P NOT INHIBITED
INHIBIT 2 POUNDS NOT INHIBITED
PRIZE MODE This item can not be selected nor changed.
1.00 POUND TQ START
CONTINUATION 1.00 POUND TO CONTINUE Sets the number of credits required to start
STORY MODE the story mode.
START 1,00 PQUND TQ START (0.10 thru 2.00 pounds)
CONTINUATION 1.00 POUND TG CONTINUE
Sets the number of credits necassary for

FACTORY SETTINGS . ]
SAVE AND EXIT continuation of the story mode.
EXIT (0.10 thru 2.00 pounds)

PULL GUN TRIGGER = SELECT ITEM

Press the start button to return all the settings
to the factory settings. ¢

PRESS START BUTTON = CHANGE VALUE

*This screen is just an example.

+If the game is set to "FREE PLAY", no coins will be accepted and also no coins will be paid

out.
MEMO

RANKING

Reviewing and initializing the ranking data

W Mode for reviewing or initializing the game’s ranking data.
Pull the rifle unit's trigger to select an item. Press the start button to modify the
setting.
To return to the main menu screen, select “SAVE AND EXIT” or “EXIT” and press
the start button.

Displays the ranking data.
Entries in red are the data the player has made.

Sets whether the ranking data is put in memory.
ON ..... The ranking data is put in memaory.
OFF ... Tha ranking data is initialized each time

the power is turned on.

‘ Bress the start button to return ail the settings
and ranking data to the factory settings.

*This screen is just an example.
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OOKKEEPING

Displaying the bookkeeping information of coins
B Mode for displaying the total data on the number of coins put in the machine.
If the time is preset on the “CLOCK” screen, the total data on the number of coins
put into the machine can be checked for coin slot.

BOOKKEEPING
MENU

BOOKKEEPING e Turns on and off the income, coin and play
CLEAR ALL DATA ——eeeeeeeoo————————————— data screens.

-ON ... The income, coin and play data
SAVE AND EXIT screens show up after the system
EXIT clock has been set.

OFF .... The data are not gathered even ;
when the system clock has been
set.

Clear the income data.

PULL GUN TRIGGER = SELECT ITEM
PAESS START BUTTON = CHANGE VALUE

=This screen is just an example

(" <ON" cannot be selected for “BOOKKEEPING” until the system clock has been set.
Make the clock setting in advance on the “CLOCK” screen.

- MEMO

M Displaying the data of coins put in.
With “ON" selected for “BOOKKEEPING?”, several data screens will show up.
Pull the rifle unit's trigger on any data screen, and the data screens will change in
the following order. ‘
Keep the rifle unit's trigger pulled and press the start button, and the “BOOKKEEPING
MENU” screen will show up.
To return to the main menu screen, press the start button.

L Total number Tetal number Total number Total number of | | Total number Indication J
of coins for [+ of coins for past (| of coins for past P>{ coins for each | of coins per | of play
last 7 days 52 weeks (1/2)| |52 weeks (2/2)| |day of theweek | |hour. conditions

B CLEAR ALL DATA

At this time, the question “DO YOU WANT TQ CLEAR DATA? YES/NO" is indjcatgd
on the screen.  Pull the rifle unit's trigger to select “YES” or “NO". If “YES" is
selected, “NOW CLEARING” appears on the screen and the “BOOKKEEPING" data
will be deleted. The data will be saved in the factory settings and the main menu
screen will show itself up.

I “NC” is selected, “NO MCDIFIED” is indicated and the main menu appears again
without deletion of the data.
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Screen of the total number of coins for last 7 days Screen of indication of play conditions
BOOKKEEPING

Number of coins put in.
BOOKKEEPING Number of coins put out. PLAY DATA SUMMARY
INCOME DATA OF LAST 7 DIAYS Number of incoming coins minus number of B ATAL ACTETINE Total active time since the setting of time.
outgeingiaaiie; TOTAL PLAY TIME Total play time since the setting of time.

AVERAGE PLAY TIME Average play time.
LONGEST PLAY TIME Longest play time.
SHORTEST PLAY TIME e ————— Shortest play time.

Total play time since the setting of time.

Total Initial play rounds since the setti ?pi time.
Total continue play rounds since the seiting of time.

OUT INCOME
TODAY 0. ¥ . Number of coins of today.
LAST 7 DAYS AVERAGE i ¥ Y Average number of coins of last 7 days.
LAST 7 DAYS TOTAL . ¥ . Total number of coins of last 7 days.

TOTAL PLAY COUNT
GAME-STARTING

YESTERDAY . . X Number of coins of Eeslarday.

-2DAY Number of coins of 2 days ago.
Number of coins of 3 days ago.
Number of cains of 4 days ago.
Number of coins of 5 days ago.
Number of coins of 6 days ago.
Number of coins of 7 days ago.

CONTINUATION

Total number of training mode played.
Total number of standard mode played.
Total number of expert mode played.
Total number of story mode played.

TRAINING PLAY COUNT
INTERMEDIATE PLAY COUNT
EXPERT PLAY COUNT
STORY PLAY COUNT

“0" appears for the day whose data is not totalized. Displays the current time.

PULL GUN TRIGGEI NEXT PAGE
PRESS START BUTTON = EXIT
PULL GUN TRIGGER + START BUTTON = SUB MENU

PULL GUN TRIGGER EXT PAGE
*This screen at left is just an exampl PRESS START BUTTON = EXIT .
Lzl START BUTTON = SUB MENU % AUk
; # st e : «This screen at left is just an example.

Screen of the total number of coins for past 52 weeks
BOOKKEEPING

COIN DATA OF LAST 52 WEEKS 1 Number of incoming coins minus number of
outgoing coins. -

! FE— Payout ratio. i
INCOME ~ PAYQUT RATIO INCOME  PAYOUT RATIO
01: 00 0.0% e 0.0

: ﬁumbar of coins o; 14 week before. h i k
0.0% . X umber of coins of 15 weeks before. i m cioc
0.0% 2 X .0% —— Number of coins of 16 weeks before. Settl ng i sy5te

B Mode for setting the system clock.
Pull the rifle unit’s trigger to select *hours”, “minutes” and “seconds”. Press the start
button to adjust the current time.
The cain data for the 27th thru 52nd weeks are Make sure the current time is correct, select “SAVE AND EXIT” and press the start
PULL GUN TRIGGER NEXT PAGE displayed on the next page. bUrtOﬂ. i

PRESS START BUTTON EXIT 1
*This screen at left is just an example. (The current time is now set and the main menu screen shows up.)

-25: )
0.0 -26: .0% ‘0" appears for the week whose data is not totalized.

PULL GUN TRIGGER + START BUTTON = SUB MENU

Sets the current hours (in the 24-hour system).

Screen of the total number of coins for each day of the week

BOOKKEEPING Number of coins put in. Sets the current minutes.
s Number of coins put out.
COIN DATA OF EACH DAY, Number of incoming coins minus number of SET TIVE Sets the current seconds.
outgoing coins.
NGO i
TOTAL COINE . Total number of coins after the time being set. SAVE AND EXIT S e cktiouiiine and goss to e mei mend
EXIT screen.
SUN X Number of coins for Sunday. i
o : ] Niiiar o GoinG for Manda‘;. Returns to the main menu screen without saving

the time.

TUE Number of coins for Tuesday.
WED Number of coins for Wednesday.
THU 0. X Number of coins for Thursday.
FRI . 0 Number of coins for Friday.

SAT Number of coins for Saturday.

PULL GUN TRIGGER SELECTITEM
PAESS START BUTTON = CHANGE CLOCK

PULL GUN TRIGGER = NEX E *0" appears for a day of the week whase data is not
PRESS START BUTTON totalized.
PULL GUN TRIGGER + START BU

*This screen at left is just an example.
Screen of the total number of coins per hour.

Number of coins put in.

Number of coins put out.

Number of incoming coins minus number of
outgoing coins.

Total number of coins per hour.

'0" appears for the hour whose data is not totalized.

*This screen at left is just an example
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5 Installation and assembling

4 Game Settings

ALL FACTORY SETTINGS 5-1 Fastening the adjusters

Returning all the settings to factory ones I How to fasten the adjusters mm mm mm mm mm e m = -—"—— - ——— - - -

W Mode for returning the test-mode settings and ranking data to the factory settings.
Pull the rifle unit's trigger to select “YES” or “NO” and press the start button for entry.
If “YES" is selected, the question for re-confirmation appears on the screen.
If “YES" is selected again, the “NOW SAVING” message appears on the screen and
the next test-mode settings are saved as the factory settings.

*The settings of the following modes will be back to the factory ones.

- SOUND OPTIONS

- GAME OPTIONS

- COIN OPTIONS

- Gets “RECORD SAVING” activated on the RANKING DATA screen. i i
*The settings on the "BOOKKEEPING”, “CLOCK”, “GUN CHECK”, “SCOPE -
SCREEN ADJUST” screens, “RANKING DATA” and number of coins in the hopper a
will not be back to the factory ones.

MEMO -~

If “NQ” is selected, “NO MODIFY SETTING” is indicated. This means the modified
settings are not saved. [

Lift the caster about 5 mm
{0.2 in) from the floor.

|, Hexagon nut

|
e T
1 Max.adjustable height:

70 mm (2.76 in)

After the data has been cleared, the following message appears onscreen. Check
Min. 65 mm (2.56 in) %

all the items before operating the machinge.

CHECK ALL ITEMS BEFORE OPERATION

To return to the main menu screen, press the start button. s S T

1
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5 INSTALLATION AND ASSEMBLY

5-2 Power unit

.POWBI’ UNIT o o o o o o o O N -

The power supply unit is provided at the rear side of the machine.

i the game
the product.

n

Main Power Switch

Power Inlet & Fuses

l
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5 INSTALLATION AND ASSI-EMBL\\"

5-3 Fixing the title card

Bl How to fix the title CArd mm mm me s m m s m - — m——————— = = - - -

i

1 Be sure to tum OFF the main power
switch and unplug the power cord
from the receptacle.

2 Place the title unit on the rear of the
cabinet & using the screws
provided, fix the card in place.

FACE
TITLE TOWARDS
FRONT!

WASHER

& SCREW {
(x2) ]
5

«Check for over-head obstructions when considering where to site machine .
The top title is the first thing seen on any machine.......... so fitit!

MEMO
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6 MAINTENANCE . ! | 6 Maiﬁ}tenan;e

6-1 Adding coins . 6-2 Replacing the coin selector

I the coins run short in the hopper during the game, the following error message H Replacing the coin Sel€EIor - - ~=sc - — -ismicahzsmas mrin ¢ EEEE -
appears onscreen. Reéfill the hopper with coins.

Before rep?ac g
AC

ERROR MCDE

HOPPER ERROR
HOPPER EMPTY

REFILL KEY = REFILL MODE
TESTBUTTON = TEST MODE

thls manual i as we

Shows the player's credit for more play
out of the amount already put in.

CREDIT 0.00 POUNDS ~ —
PAYOUT 1.00 POUNDS —— Shows the player's payable amount out

S e . 1§ Be sure to tum the power OFF ‘
This screen is just an example. . before ANY maintenance, and CF330 i
remove the AC power cord. ACCEPTER bl |
How to add COINS  mm mm mm m mm o e s s i o S o o S < -
. 2 I Remove the connector from the RELEASE ; ‘
i : CATCH. R ‘
1 Tum the REFILL key and the following screen shows up. side of the coin acceptor. [ L0
‘ HARNESS. ’/ﬂ/r; 7 /:-:s
i i { J/i S Wach
REFILL MODE ’ 3] Depress the catch located on the ; s ) 1= <
i, f left side of the acceptor & pull away | | | U?_EJ e =
INSERT 100 MORE COINS ——m——————————————— ;?S#]Z.gg%u;ber of coins to be put from the door. § | LJI H‘ﬁ;aﬁké

41 To re-it, offer the acceptor upto

the holder bottom first & then push [
‘ the top in towards the door untila ~ CF330
CREDIT 0.00 POUNDS ‘ firm “CLICK” is heard. Operate the ACCEPTER
PAYOUT 1.00 POUNDS —— Shows the payable amount. reject button to ensure acceptor ACCEPTOR ——;&T_
I Ffi

*This screen is just an example.

is correctly fitted. HOLDER.

51 carefully re-fit the connector for the
i ; ‘ acceptor & ensure harness is not
2 I Add the displayed number of coins through the coin mech. caught anywhere before closing door. O 15

[ «The IN counter does not count up, but the REFILL counter counts up-.J

5 MEMO

Payable prize money, if any, will be paid out of the hopper. \

3 =inally, tum the 2EFILL key back to the original position.
The machine gets baci ‘o ‘he game mode. ‘
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6m

aintenance

6-3 Removing the hopper assembly

B Removing the hopper/escrow assembly - = == ===~ - - - mmeesliiaaaa

Be sure to turn the power OFF
before ANY maintenance, and
remove the AC power cord.

Open the service door & remove
the connectors to the Escrow unit
& the rear of the hopper.

Unscrew the knob holding the
hopper assembly into the machine
& withdraw it towards you.

Take care as the hopper will be
heavier than expected if full of coins.

The hopper unit can now be serviced

if required. The hopper unit has no user
serviceable parts inside & will only need
to be removed if a foreign object has
entered the bowl preventing payout.

The Escrow/sorter unit also has no user
serviceable parts, & if faulty should be
replaced as a complete unit.

To replace the hopper unit, refitting is
reversal of removal. Be careful not to
trap any wires when re-fitting the unit
back into the machine.

Il
|
!

AT

il {2
| _opeen UNIT

=The hopper connection is sasier to re-connect with the hopper outside

of the machine.

38

MEMO

|
! ESCROW UNIT i
| ;

i
6 maintenance

6-4 Replacing the start button

.HDWtO replacethe start button e e e - - ————— .

1 Be sure to turn OFF the main power
switch and unplug the power cord
from the receptacle.

2 Remove the 9 screws and datach
the rear part of the cover as shown.

'(-Be careful not to force the cover up too far.
| The wires connected may be damaged
i& inside. .

MEMO

3 I Disconnect the connector.

4 | Pull out the socket from the button.

5 If faulty, the lamp can be changed
at this paint. 12volt 1.2w

Button




6 maintenance

6 maintenance

#

10 |

~J

Qo

9

11|

Loosen the nut and separate the
button.

To fit the button again ‘

To install the button, take the
reverse procedure.

Pay attention to the posture of
socket and assemble it in the
reverse of disassembly, using care
not to confuse the wires.

Reconnect the connectors
(disconnected in Step 3 before).

Mount the cover into position in the
reverse order taking care that none
of the wires are trapped. Replace
all the fixings removed and fully
tighten.

Guide

Button

Take the steps in “4-1 Checking the game performance (self test)” on page 15

and the steps in “I/O CHECK" on page 17.

*Replacing the socket

Reconnect the wires to a new socket as shown below.

Wires for button lamp

Yellow (+)

=

|

White(-)

MEMO -

6-5 Replacing the rifle unit

H How to replace the rifle unit = s mm me s s ——"——-—-——-————— - —-—

4

Be sure to turn OFF the main power
switch and unplug the power cord
from the receptacle.

l Remove the screws (see at right).

Detach the cover and remove
another set of screws (see at right).

I Lift the rifle unit and disconnect the
connectors.

*Be careful not to force the rifle unit up toc far.
The wires connected may be damaged

inside.

5

6

MEMO
To fit the rifle unit again

To install the rifle unit, take the
reverse procedure.

Take the steps in “4-1 Checking the
game performance (self test)” on
page 15 and the steps in “I/O
CHECK” on page 17.

41

r
c\{\_\‘

ve 0
Rifle unit
0 fr e 8 i
Remove this screw last
) i and split the cover. -
%_——-— Screw




6 maintenance

6 maintenance

6-6 Replacing the rifle unit microswitch

B How to replace the Microswitch mm me s s me e s - - ———"—"———— - - - -

£=Y

Be sure to tum OFF the main power
switch and unplug the power cord
from the receptacle.

Remove the screws (see at right)
and detach the cover of the trigger.

A MB PR L 2
B Nidoceolt.. e
C:M4x 8L(nocapnui).... 4
D Wi lO] L. T 1

Detach the microswitch.

Disconnect the wires from the
microswitch.

To fit the microswitch again

Fit a new microswitch in the reverse order.

caught.

Wire (black)
’_I

f,
@; \

Q?y Wire (gray)
2

Microswitch

Be careful not to get the wires

Place and fix the cover (detached in Step 2 above) back into position.

Take the steps in “4-1 Checking the game performance (self test)” on page 15
and the step in “//O CHECK"on page 17.

a2

6-7 Replacing the scope

I How to replace the SCOpe == m= m mm mm o o o o o o o o o o o e

1

Be sure to turn OFF the main power
switch and unplug the power cord
from the receptacle.

2 I Remove the screws (see at right)

and detach the scope up straight.

A Ma 2805 e e 2
= R T R 2
C:M4x 8L (nocapnut).... 4
BisMd e 10L et 1

*Use the appropriate Allen
wrench to remove the screws
B

3 I Di'.fsconnect the connectors.

L

*Be careful not to force the scope up too far.
The wires connected may be damaged

inside. M EMO

"l

To fit the scope again
Fit a new scope in the reverse arder.

Scope

3
o|
0

4 3

Be careful not to get the wires caught.

Take the steps in “4-1 Checking the game performance (self test)” on page 15
and the step in “I/O CHECK”on page 17.
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6 maintenance

6-8 Replacing the rifle unit potentiometers

M How to replace the rifle unit potentiometers == = s mm s - = - ———"m— ———

1 Be sure to turn OFF the main power
switch and unplug the power cord
from the receptacle.

2 I Unscrew and detach the front and
rear covers.

3 I Disconnect the connectors from the
start button.

4 Disconnect the wires from the
gun assembly. Remove the 4 M8
hex-bolts & washers, & lift the gun
assembly clear of the machine
on to a suitable table/surface. -

o Remove the bolts off the
potentiometer brackets. Detach
the potentiometers and their
brackets together.

44

Rifle unit up/down
control potentiometer

®

Rifle unit rightleft
control ? eter

6 maintenance

6 1 Remove the hexagon nut and separate the potentiometer.

Rifle unit up/down control potentiometer

Rifle unit right/left control potentiometer

Potentiometer bracket

Lock screws

Hexagon nut

Gear

Flat washer
Spring washer

Potentiometer
Code No. : 0000001723

Potentiometer bracket

Lock screws

/’ \ \\H\at washer

Spring washer

SEgIa Tt Potentiometer

Code No. : 0000001723

*When replacing the potentiometers with new ones, be sure to first make the adjustment on the

next page.

MEMO
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6 maintenance

M How to adjust the rifle unit potetiometers mm mm s m m m— = - == —————

1 I Fit the potentiometer projection to the smallest hole of the potentiometer bracket.

Tighten up the hexagon nut.

2 I Install the gear onto the shaft of the potentiometer. Tighten up the two lock

screws.
Rifle unit up/down control potentiometer

Rifle unit right/left control potentiometer

Projection —5
3
Potentiometer bracket Hale @

Lock screws

%%@\ !
Flat washer

Spring washer
Hexagon nut

Potentiometer
Code No. : 0000001723

Lock screws
Projection
"/ 22

Potentiometer
Code No 0000001723

Potanﬂnmeter bracket

\ Flat washer

Spring washer
Hexagun nut

Hole

Gear

a 3 Align the potentiometer tip, as shown below.

3 Align the potentiometer's slit
straight with the center terminal.

Canter terminal

1 Align the mark on the gear
with the potentiometer's slit.

2 Tighten up the two lock screws.

that on the mating gear be in alignment (see below). Also adjust the gears

4 I Set the potentiometer bracket so that the mark on the potentiometer gear and

into good mesh.

Rifle unit up/down control potentiometer

Rifle unit right/left control potentiometer

J Align the mark on the potentiometer gear with that
| onthe mating gear.

Align the mark on the potentiometer gear with that
on the mating gear.

46

6 maintenance

° |

Place and fix the potentiometer
brackets with the bolts.

= Make sure both the gears are in
proper mesh with each other.
The fix the potentiometer bracker.

[0 (lil> Potentiometer
A ARR Bolts brackets
I | Ly |
Too small Correct Too large . ]
clearance clearance

&

"
8

10|

Reconnect the wires back to their
respective terminals.

Place and fix the covers detached
in Step 2 on page 44.

Plug in the power cord and turn ON
the main power switch.

Take the steps in “4-1 Checking the game performance” on page 15 and the
steps in “l/O CHECK" on page 17. Fallow the procedure below to check the
rifle unit performance.

1 Swing the rifle unit all the way to the left or the right. Hold it in this position.

2 Make sure that the “I" bar in “Volume” of “GUN YAW"” is not in the red range.
If in the red range, the potentiometer may get in trouble. Reposition and
readjust the potentiometer so that the “I" bar comes into the green range.

3 While holding the rifle unit in that position, make 4
sure that the “Free” reading is “0000”".(If the reading
is not “0000", go back to the above step 1.)

4 Make sure the reading is “0000”, and make one
turn of the potentiometer gear gently by hand.
If the “I” barin “Free” comes in the red range again,
it means the gear’s clearance is too large. This
fails to play the game. Readjust the potentiometer
gear into good mesh. Finally make sure the “I”
bar is in the gréen range.

Make sure the rifle unit functions as specified.

a7



6 maintenance

6-9 Replacing the fuses

M How to reset the circuit protector = mm mm ms m me m - = == - - - - - - -
If an overcurrent or short circuit occurs, the fuse/protection will be automatically
actuated to protect the electric circuits of the game machine. When replacing the
fuses, turn OFF the main power switch, unplug the power cord from the

6 maintenance

6-10 Adjusting the on-screen picture

B Adjusting the on screen picture

receptacle, eliminate the cause, and then press the button of the circuit protector.

A

*Before replacing the fuse(s), be sure to turn OFF the main power swm:h‘
and unplug the power cord from: the receptacle.
«If the fuse(s) trip(s) soon again, immediately furn OFF the mailn power ;
- switch, unplug the power cord;, and ntact'\muﬁ neanest deafer -
vThere are hlgﬁbvojraged gamt ins 1

touch the lnsmie unnecessan[y
*When opening:the back deor and side daor,, be: sure to tum ﬁFFthe
power switch and unplug the power cord fmm‘ the receptacle ;
«If the: machine is in abnormat conditions and does not operate nol
immediately turn OFF t,l?_:g main power switch, 'unplug the power cord::
the receptacle and contact your nearest:‘de_;gle_r.

Be sure to turn OFF the main power Main Power Switch Power unit
switch and unplug the power cord
from the receptacle.

Remove the cause of the trouble. ==
Insert new fuse(s) of the correct o

rating. =
o

oo

Power Iniet & Fuses
2, Live & Neutral 5a

18

BRIGHT H.AMP V.AMP V.FREQ

.,
| |
\a\‘ﬁGHT HN\\MF V,Af/l{ V.FH% |

E@@@@?
2ee's

CONTR. H.FREQ H.PHASE V.PHASE

BRIGHT = Adjusts the screen brightness

H.AMP = Adjusts the horizontal amplitude of the picture
V.AMP = Adjusts the vertical amplitude of the picture
V.FREQ = Adjust to prevent vertical rolling

CONTR. = Adjusts the contrast of the screen picture
H.FREQ = Adjust to prevent horizontal rolling

H.PHASE = Adjusts the horizontal position of the picture
V.PHASE = Adjust the vertical position of the picture

satisfactory picture using “SCREEN CHECK” page 22.

49

( The picture is preset at the factory, but due to vibration during transport the
| picture may need adjusting. Use the information above to achieve a

MEMO



6 maintenance

6-11 Adjusting the brightness on the scope LCD screen

Il How to adjust the LCD screen brightness = me ms ms ms mm mm = m= = - - -

Turn ON the main power switch and
get the game started.

While the demonstration game is
playing, press the test button on the
service panel.

Select “COLOR CHECK” on the
main menu screen.

Remove the cap, shown at right, off
the scope.

Insert the tip of a thin bladed
screwdriver into this hole. Adjust
the contrast while looking into the
scope.

6 maintenance

6-12 Troubleshooting

If the power switch is turned ON but the machine fails to start properly, take the following

measures. If the machine still malfunctions or any other problem than described below
occurs, immediately turn OFF the main power switch, unplug the power cord from the

receptacle and contact your nearest dealer.

No image on main screen,
title unit fluorescent light
failure to light up.

*No power supply.

*Power cord unplugged at
machine or wall outlet.

oTurn ON the main power
switch. Check also site
circuit breaker.

oReconnect power cord.
(See page 34.)

1

park (D Bright

No image on main
screen: Dot matrix light
on.

*Connector(s) wrongly
connected when joining the
separated units.

*Wires {connectors)
disconnected on PCB unit.

oReconnect connector(s)
propetly.

=Check to see if PCB unit
wires (connectors) are all
connected.

Dot matrix failure to light
up.

«Dot matrix defective.

sCheck performance on
“DOT MATRIX CHECK”
screen. (See page 21.)

oImmediately turn OFF
the main power switch,
unplug the power cord
from the receptacle and
contact your nearest
dealer.

Main monitor screen too
dark or too bright.

*Monitor maladjusted.

-Readjust brightness on
main monitor screen using
monitor adjustment PCB.
(See page 49.)

Game started, but no
image on scope screen.

+«Connector(s) wrongly
connected after replacing the
rifle unit or the scope.

*Wires (connectors)
disconnected on PCB unit.

osReconnect connector(s)
properly. (See pages 41
and 43.)

«Check to see if PCB unit
wires (connectors) are all
connected.




6 maintenance

Start button malfunctioning.

*Switch wires disconnected
from start button socket.

*Wires (connectors)
disconnected on PCB unit.

Start button defective.

=Reconnect switch wires
properly to socket. (See
page 40.)

oCheck to see if PCB unit
wires (connectors) are all
connected.

oReplace start button as
required. (See page 39.)

Start button functioning,
but button lamp failure to
light up.

*Lamp wires disconnected
from start button socket, or
wrongly connected.

*Start button lamp (LED)
defective.

°cReconnect lamp wires
properly to socket. (See
page 40.)

sCheck performance on
“I/O CHECK” screen.
Replace start button as
required. (See page 39.)

| Rifle  unit's trigger
malfuncticning.

*Wires disconnected from
trigger’s microswitch.

'.

*Wires (connectors)
disconnected on PCB unit.

*Trigger's microswitch

defective.

°Reconnect microswitch
wires properly. (See page
42.)

oCheck to see if PCB unit
wires (connectors) are all
connected.

«Check performance on
“l/0 CHECK” screen.
Replace trigger’s
"microswitch as required.
(See page 42.)

“COIN MECH ERROR”
message displayed at
start up.

Coin mech malfunctioning.

=Coin mech defective.

sCheck performance on
“COIN MECH CHECK”
screen. Replace coin mech
asrequired. (Seepage 37.)

"HEPPER " ERROR™
message displayed at
start up.

*Hopper empty.
*Hopper clogged with coins.

*Hopper sensor in trouble.

oFill the hopper with coinsin
the REFILL or test mode.

oLet the stuck coin go
through.

=Check to see if hopper
wires (connectors) are all
connected.
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]

Rifle unit orientation
cursor failure to move or
out of position.

*Reference settings greatly out
of spec.

*Wires disconnected from rifle
unit’s potentiometer.

*Rifle unit's potentiometer
wrongly installed.

*Rifle unit's potentiometer
defective.

2Check performance on
“I/O CHECK” screen.
Make new settings on
“GUN CHECK” screen as
required. (See page 19.)

°Reconnect potentiometer
wires properly. (See page
44.)

olnstall potentiometer
properly. (See page 46.)

sReplace potentiometer
with new one. (See page
44.)

Image out of position on
scope screen.

*Reference settings greatly out
of position.

o Make new settings on
“SCOPE SCREEN
ADJUST” screen. (See
page 23.)

Image too dark or too
bright on scope screen.

*Scope LCD screen
maladjusted.

cReadjust brightness on
scope LCD screen. (See
page 50.)

No sound, or sound too
weak or too loud.

*Sound level maladjusted.

*Wires (connectors)
disconnected on PCB unit.

sMake new settings on
“SOUND OPTIONS”
screen. (See page 26.)

sCheck to see if PCB unit
wires (connectors) are all
connected.

“BAD" displayed on
“*ROM CHECK" screen
in test mode.

‘FILE ERROR”
message displayed at
start up.

L2

*Indicated memory card
defective.

olmmediately turn OFF
the main power switch,
unplug the power cord
from the receptacle and
contact your nearest
dealer.
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6 maintenance 6 maintenance

Trouble

“HARDWARE ERROR
(»**)" displayed on
screen. Game failure
to start.

*Hardware getting in trouble.

-Write down the error code
“%%x" immediately tum
OFF the main power
switch, unplug the power
cord from the receptacle
and contact your nearest
dealer.

‘BTC MEMORY
ERROR” message
displayed at start up.

*RTC in trouble or RTC's
built-in battery voltage low.

-Replace the PCB unit
with new one.

Following display
shown on screen at
start. Game failure to
start.

sError in indicated item.

*OPTION SETTINGS

*GUN VOLUME DATA

SCOPE SCREEN ADJUST DATA
*BOOKKEEPING INCOME DATA

«Press test button to retum
“OPTION SETTINGS",
and “BOOKKEEPING
INCOME DATA” settings
to factory ones.

For “SCOPE SCREEN

245942

245955

245956 ~—_|

245957

245943

BACKUP DATA ERROR

| «CLOCK SETTINGS DATA ADJUST DATA” and = 545048
*GUN VOLUME DATA" | | (i
oot sEgS - seitings, press test ; A 1"—"‘ ~
button to go back to test | | e | J
4 mode. Then make new ! b L_P;J_J J
PAESS TEST BUTTON = NEXT settings. 245947 et

“OK"displayed in the | *Connectors not tightly | sTurn the main power

initial device check, but | connected with the PCB | switch OFF and unplug i
failure to go to the | unit. the power cord. | e s il EARE o,
game mode. ! Check to see if all the 01 HOPPER 12V 50869
+Any connector disconnected. | connectors are connected
Or wires broken. properly. If they are o ESCROW UNIT 50854
connected properly but 03 METER 12v(x3) 50725
the same problem |
ocelrs, contact your 04 CF330 ACCEPTOR UK 50853
nearest dealer. 05 HAPP PSU 14062
06 INTERVIDEO 21" MONITOR 10223
| 07 MATRIX LAMBDA PSU 14068
08 START BUTTON 22687
09 REFILL KEY & SWITCH 525015-01-4
10 MIRROR 245937
1 ; SECURITY CASH-DOCR 50807
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