


b General

DO NOT disassemble, change and modify the machine without authorization.

Make sure to operate the machine as instructed by this manual. Inappropriate handling
of the machine will cause damage to the machine and injury threat to players and
spectators.

Please check and maintain the machine regularly. :
Make sure that the warning labels are clean to be clearly read. If the label is too dirty

to be clearly read, replace a new label immediately.

b &8 Installation Sites

This machine is designed for indoor use. DO NOT place it outdoors. Make sure the
machine is not installed in the following venues:

+ Place of direct sunlight exposure, water contact, high humidity and high temperature.

+ Places where there is flammable and volatile chemicals and hazardous substances.

+ Places where the ground is sloping, uneven or there is strong vibration.

+ Places close to emerpency exits and fire extinguishers,

DO NOT obstruct the ventilation holes o avoid damage to the machine.
Make sure the machine is separate from the wall, other machines and passages by
at least 30 cm.

b &8 Power

Before connecting the machine to the mains supply, verify that the voltage is correct
to avoid fires or electric shock.
When connecting the machine to the mains supply, verify the mains outlet is a
grounded outlet.
To avoid electric shock and short circuit, DO NOT run the power cord or ground wire
across passages.
To avoid fires, DO NOT place any flammable objects close to the power cord. -
In the event of frayed power cord, please contact your dealer for replacement.
To avoid electric shock or short circuit:

+  Make sure to turn the power OFF before attempting maintenance or repair.

+ DO NOT touch the plug with damp hands.

+ Do not insert/unplug the power plug all of a sudden.

+  When plugging/unplugging the power cord, make sure to hold plug. DO NOT pull on the
power cord.




b &5 Transportation

B During transportation, ensure that the castors are fasten.
B The machine contains a LCD monitor which is fragile; avoid strong vibration or rough
handling during transportation.

b oo Moving

B Before moving the machine, make sure to unplug it from the machine.

B When moving the machine, pay attention to obstructions and uneven surface to
avoid accidents or damage to the machine.

B Make to move the machine with at least two personnel to avoid accident and injury.

During Operation

% CAUTION

B To avoid injury and accidents to players during operation, those falling under the
following categories are not allowed to play the game:

» People with high blood pressure or cardiovascular diseases
- People who are injured or less mobile
«  Drunk people

B Instruct the players to read the warning labels and follow the instructions to prevent
electric shock or short circuit.
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Payout | Shoot Button
Button

Joystick Power Button Coin Acceptor

Coin Acceptor: to increase players’ Credit.

Joystick: Change the direction of gun tube to aim your target. Press joystick
downward twice and switch weapon.

Shoot Button: Aim your target and press this button to shoot bullets. Keep hitting
the SHOOT button and accelerate the shooting speed.

Power Button: Press this button to switch bet.

Payout Button: Press this button to get coins out by accord to player’s credits.




- How to Play

= Insert coins to increase players’
Credit.

B Press the POWER button and switch
bet.

Normal Accelerate /o .
Shootifg Speed Shooting*Speed Aimifor thevTarget

P~ Press joystick downward twice and switch weapon.

g Control the joystick to change the
direction of the gun tube. When you
aim at your target, press the SHOOT
button to shoot bullets.

B Keep hitting the SHOOT button and
accelerate the shooting speed.

B When shooting, you have chance to
trigger the rockets to bomb fish.

B When you hit a fish, it is successfully
caught and scores are rewarded.




- Introductions of fishes

Go to SYSTEM > SYSTEM ADJUSTMENT > ODDS LEVEL. The ODDS LEVEL
parameter may be set as HIGH or LOW to adjust the odds.

> ODDS LEVEL ~ LOW

lantern fish

flying fish | clown fish

3
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roulett smash )
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» Catching a Bomb Crab will trigger the chained bomb attack in a wide explosion
and may have a chance to help catch the fish within.




b You will get one shot for Laser Beam in a limited time.




¥ When a Drill Crab is caught, it fires drills penetrating the area and may have a
chance to catch the fish.

g S — PR : : _—
B The drill self-explodes after a while, and may have a chance to catch the fish
within the range.




b You may enter Golden Roulette bonus game.
F Press shoot button to stop the roulette, the inner roulette the higher score.




b Catching a Smash Hammer Crab will trigger the blazing hammer to smashes
everything in the front and may have a chance to catch all fishes in the field.




fionfish

octopus

b Catching a Lightning Fish will trigger Lightning Chain.
B Lightning Chain will continue to catch fish automatically until it runs out.




clown fish butterfly fish  fugu lionfish flatfish

p Catching a Vortex Fish will suck all fish of the same species in the area
into a whirlpool.




o e e i A SRR
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B It's a single-player game free for a limited time, randomly accessible
through the main game.

b Players are able to catch fish within the limited time, and may obtain
additional time and multiply their scores during the game.

» When pressing button in quick succession, you can increase the attack
speed.

¥ The final scores will be multiplied by the multiplying value as the resuit.




Plotse, Wit -

H

I It's a multi-player game free for a limited time, randomly accessible
through the main game.

b Players use the searchlight and look for Imperial Whale and Golden Fish
to get high scores.

b Players may obtain a roulette treasure box that adds in or multiplies the
total scores.




- Catching Thunder Dragon can summon large amount of dragons to attack
all the fish in the sea, and any kinds of fish can be probably captured. And
may have a chance to muitiply the win.
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\2 Using the System Utility

» Menu Navigation

Pressing the [System] key on the control box allows you to access the System
utility.

Notesilt

To avoid problems caused by improper operations during the play, the following rules are enforced:
1. When any hopper or ticket dispenser is operating, no access to System Utility is allowed.

2.1f there is any bullet in the fish farm, the System Utility will not be accessible.

3. During any special play (such as the Super Bomb), no access to System Utility is allowed.

- The menu navigation is as below:

(istoryRecord




- Main Menu:

B To go to the page of System Utility, press the [System] button, and you will
see [Main menul].

0300US
Fouse 3 A
R : BAIZEEOEOEL
Keenel Kernel RL26, 20389725 OKIFEFUSRUEL
Inter F_US, ca62 . LYY
B Wi5_CADBD_V161 < RECQRI}
£xt X ey
V284 T gt

o
i 5914 rpm
3 NONE
5B test @ KOND

#DIBRUS
fuse

BAC
¥ernel
Inter

¥H FW
£xt I

£xt O
£xt Fosed
Ext Fusel
AN

50 test
USE test

b Current Data: operators can check their current and previous total in,

total out, coin in, and coin out, etc. operators can also update their shift
records.

¥ Daily Data: Provides daily data such as the total infout number and
percentage (within the last 42 days).
I History Record: List of latest 100 games’ winning scores.




+ Test

" rpuBaus

1 921248350881
T Kernel R12E, 2018872 { OL3PDF B85 RI1E2

DK3IPBF_US,rd62 . EY
: FH_CADES Vil A

3915 rpm
NOHE
uss test

- Test hardware devices of the machine to ensure its normal functions.

I Key test:Test if input and output devices of the machine function normally.

b Sound test: Test whether the sound output is normal.

b Screen test: Check whether the screen display is normal.

b Counter test: Check whether each counter is functioning normally.

b Payout test: Check whether each coin selector , hopper and ticket
dispenser is functioning normally.
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- System Setting

) Before players get access to the [system] page, insert password first.
The default password is twelve zeroes.

JO1BHMEE-S

HOUBBUS.

Tuse 3 B0

PAC G012d8208661
Kernel ernsl R1ZS, 20188725 M4 _O
Inter ON3PBF_US,raB2
#B W

Ext X

£xt ©

Ext Fusel

Ext Fuzel

FAR

5D test

Y58 test

B Total data: To view a complete account and check their revenue.
}- System adjustment: To set up parameter regarding the game.

b Time setting: To adjust the time.

b Password setting: Reset the password for the [system] page.




- System Adjustment

ot G s gk Pk ok sk o

Move the joystick up and down to move the cursor, and left and right to switch options.
Game Settings:

items Adjustabie Range Defauit
CHANCE LEVEL | 1~30 4
8/12/20/30/40/50/60/70/80/99/100/150 /200 / 250 /
MAXBET | 300 /350 /400 / 450 / 500 / 999 / 1000 1000
VIN BET 1~10/20/30/40/50 /997100 / 150/ 200 / 250 / 300 / 350 / ;
400 /450 /500 / 999 / 1000
BET INTERVAL | 1~50 1
1TOKEN(S) 1/2/3/4/5/6/7/8/9/10/20/25/30/40/50/
: 100/150/200 /250/300./350 /400 /450 / 500/ 550/ 600 /6501 |
700750/ 800 / 850 / 900 / 950 / 1000 CREDIT(S
COINRATE 1 ) 50 CREDIT(S)
i This item is shown when the Time Remain of the coder is
5 set at Forever, i
~ 1 DOLLAR
COINVALUE |1 DOLLAR 1~50 TOKEN(S) 10 TOKENS)
KEY INOUTFUNCTION] OF F ~ KEY OUT ONLY - ON , ON
102030 ~ 40~ 50 ~ 100 ~ 150 » 200 ~ 250 ~ 300 ~ 350 ~ 400 »
KEYINRATE 420+ 500~ 1000 - 2000 3000 ~ 4000 ~ 5000 - 10000 1000
KEY OUT RATE| 1 1020~ 30 ~ 40 ~ 50 ~ 100 ~ 150 ~ 200~ 250 ~ 300 ~ 350 - 1
400 ~ 450 ~ 500 ~ 1000 ~ 2000 ~ 3000 + 4000 ~ 5000 ~ 10000
CREDIT LIMIT | 100000 ~ 150000 ~ ... - 500000 ~ 600000 « 700000 « .. ~ 1000000| 500000
SYSTEM LIMIT | 200000 + 300000 - .. ~ 2000000 1000000
PAYOUT BUTTON ON -~ OFF ON

FUNCTION




Items " Adjustable Range © 1 pefault

BACKGROUND MUSIC | ON ~ OFF ON
SOUND EFFECT|{ ON - OFF ON
SHOOTING TIMELIMIT| ON ~ OFF OFF
GAME WAVE LOW ~ MEDIUM - HIGH MEDIUM
PAYOUT DEVICE| HOPPER ~ PRINTER HOPPER
ODDS LEVEL LOW ~ HIGH LOW
GUN TUBE CANNON+MACHINE GUN ~ MACHINE GUN+TARGETED BOLT | CANNON+

CANNON+MACHINE GUN+TARGETED BOLT MACHINE GUN
BILL ACCEPTOR MODE | SEPARATE ~ SHARED SEPARATE

- When changing Bill Acceptor Mode, make sure that the bill ;

| acceptor wiring scheme of Bill Acceptor is adjusted as well. |

i Please refer to the instructions of Bill Acceptor Wiring E

Scheme as shown below. |

BULLETREFLECTION | ON ~ OFF ON

I SYSTEM RESET: Erase all revenue and game data.

 DEFAULT SETTING: Reset all items to the default setting.

b SAVE & EXIT: to save the changes and exit. Then you will go back to the
[system] page.

b EXIT: to exit the [system] page without saving the changes.

/Notes!!S \

1. Change Coin Rate: Players’ credit will be reset to zero.
2. Change OPERATION MODE: This step will set players’ Credit, number of coins to zero.

3. Credit Limit: The player can continue to play after the Credit Limit is reached, although any new
tokens inserted will be returned and credits cannot be keyed in,

4. System Limit: When credit reaches system limit score, the Syetem Limit message will appear.

Any new tokens inserted will be returned. Players may continue to play, key out, or payout to

\ cancel the system limit status. j




SD test
Us8 test

- Information: All information of the coder system.

I+ Adjust Code: Setting "Coin Rate" or "Time Limit".

B Report Code: Report or clear the records of the coder system.
b Set Machine NO.:Setting machine number.

/ Notesli! \

If the value of "Time Remain” is "Forever"”,

1. Enter report code 000000000000 can clear records directly.

2. Enter below adjust codes can set the coin rate directly:
0000000600000 1:1 000000000017 1:200
000000000001 1:2 000000000018 1:250
000000000002 1:3 000000000019 1:300
000000000003 1:4 000000000020 1:350
000000000004 1:5 000000000021 1:400
000000000005 1:6 000000000022 1:450
000000000006 1:7 000000000023 1:500
000000000007 1:8 000000000024 1:550
000000000008 1:9 000000000025 1:600
000000000009 1:10 000000000026 1:650
000000000010 1:20 000000000027 1:700
000000000011 1:25 000000000028 1:750
000000000012 1:30 000000000029 1:800
000000000013 1:40 000000000030 1:850
000000000014 1:50 000000000031  1:900
000000000015 1:100 000000000032 1:950

\ 000000000016 1:150 000000000033 1:1000 j
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\"33 Manual of Coder

S

- Power On

You can see the version, Agent No. and Store No. when you power on the coder.

» Functions

p Adjust code:
Input two data got from the game machine : 1. Machine No., 2. Check ID, then
select a option you want to adjust:
(1) Coin Rate

1:1 1:10 1:250 1:700
1:2 1:20 1:300 1:750
1:3 1:25 1:350 1:800
1:4 1:30 1:400 1:850
1.5 1:40 1:450 1:900
1:6 1:50 1:500 1:950
1.7 1:100 1:550 1:1000
1:8 1:150 1:600
1:9 1:200 1:650
(2) Time Limit
80 hours 250 hours i 450 hours 650 hours
100 hours 300 hours . ] 500 hours 700 hours
150 hours 350 hours } 550 hours 750 hours
200 hours 400 hours . } 600 hours forever

You will get a 12-digit adjust code finally. Input the code on the game machine to
change the setting.




} Report Code
Input five data got from the game machine : 1. Total Income, 2. Income,
3. Machine No., 4. Report Times, 5. Check ID.

You will get a 12-digit report code finally. Input the code on the game machine to

reset the "Time Remain” value to be "Time Limit" setting.

P HW Test

Test all hardware functions.

+ Troubleshooting

Input report code in the coder system to reset time
limit.

Input report code in the coder system to clear :
records. 1

@
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nstalling instruction for IO board

- Instructions of Control Panel Connector
Power Supply: 12V 8.5A  Providing power supply for 10 board

Power Supply: 24V Providing power supply for motor control panel
Control Panel Connector Power Supply Connector
(CON13~22) (CON24)

Bill Acceptor Connector | Bill Acceptor Connector Counter Connector Communication Connector
(CON10) (CONB) (CONS)
Coin Out Connector  System button Connector  Joystick Lamp Connector Lamp Panel Connector

(CON11) (CON9) (CON7) (CON2~5)




+ Control Panel Connector (CON13~22):

b The number order on the circuit board connector

2 26
1 25
L1 1 [ L
b connector
b 1P(CON13)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction| Shoot Keyin Controffing | Hopper ControllingHopperl Lamp of the
Jdown | _left | button Hoppertum  ifeedback| tum clockwise | Change weapon
counterclockwise buton | *12V[+12V|GND|GND | GND
! | | I 0 0 0 0
Direction | Direction| Power | Messages for Key out Printer | Printer Payout | Lamp ofthe
. inserting coi . .
_up _right | button | inserting coins festti{)(;rc \ Trigger Control | shooting button +2v]+12v| +5v | anp] N
! | | | | 0 0 0
1 3 5 7 9 1 13 15 17 19 21 23 25
b 2P(CON14)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction| Shoot Keyin Ftliontrolling Hopper (Controlling Hopper hLampofthe
down | _left | button oppertum  ifeedback| tum clockwise | Change weapon
counterclockwise buton | *12V]#12V|GND|GND| GND
! i | | 0 0 0 0]
Direction | Direction| Power | Messages for Key out Printer | Printer Payout | Lamp ofthe
A inserting coi . S
_up Tight | button | inserting coins feeE:iI)zrck Trigger Controf | shooting button +2v]+12v] +sv |G anD
| I ! ! ] 0 0 0
1 3 5 7 9 1" 13 17 19 21 23 25

15




p3P(CON15)

2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction| Shoot Keyin gontm“ing Hopper |Controlling Hopperl ChLamp of the
_down | _left | button oppertum  [feedback| tum clockwise | Change weapon
, counterclockwise buton | *12V|+12V|GND|GND| GND
! i | | ¢} 0 0 0
Direction | Direction | Power | Messages for Key out Printer | Printer Payout | Lamp of the
. inserting coi . )
Jup | _right | button | inserting coins feeEéL:z: X Trigger Control | shooting button +12v]+12v] +sv |anp | anp
! | | | ] 0 0 0
1 3 5 7 9 1" 13 15 17 19 21 23 25
b 4P(CON16)
2 4 6 8 10 12 14 16 8 20 22 24 26
Direction | Direction | Shoot Keyin Controling | Hopper |Controling Hopper] _ Lamp ofthe
Hoppertum  {feedback ise | Change weapon
down |- left | butfon coutalockise | | Teose | SRR\ o+ 12v] GND | GND{ GND
I ! ] | 0 0 0 0
Direction | Direction| Power | Messages for Key out Prifer | Printer Payout | Lamp of the
. inserting coi . A
_up _right | button | inserting coins fesdrgc ' Trigger Control | shooting button w2vl+12vl +sv lenp | anp
| | | ! ] 0 0 0
1 3 5 7 9 1 13 15 17 19 21 23 25
b 5P(CON17)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction| Shoot Keyin Controlfing | Hopper |Controling Hopper)  Lampof the
_down | _left | button Hoppertum  |feedback| tum clockwise | Change weapon
counterclockwise button +12V|+12V|GND| GND| GND
I ! | | 0 0 0 0
Direction | Direction | Power | Messages for Key out Printer | Printer Payout | Lamp ofthe
. inserting coi . !
up _right | button | inserting coins fe;;rboaer Trigger Controf | shooting button +2v]+12v] +5v | eno | eno
| [ | | ] 0 0 0
1 3 5 7 9 1 13 15 17 19 21 23 25
p6P(CON18)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direcion | Direcion | Shoot | |~ Convoling | Hopper IConirolingHopper|  Lampof the
_down | _left | button Hoppertum  |feedback| tum clockwise | Change weapon
counterclockwise buton  {*+12V{+12V|GND|GND|GND
I ! | ! 0 0 0 0
Direction | Direction] Power ‘Mess.agesf'or Key out Printer | Printer Payout | Lamp ofthe
Jup | _right | button | inserting coins fefcgg;rck Trigger Controf | shooting button s1vl+12v] +sv lono |l ano
! I 1 | { 0 0 0
1 3 5 7 g 11 13 15

7 19 21 23 25




b 7P(CON19)

2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction| Shoot Keyin Controlling | Hopper (Controlling Hopper) _ Lamp of the
down | ek | bution Hoppertum  |feedback] tum clockwise | Change weapon
counterclockwise buton | *+12V|+12V|GND|GND| GND
| | | f 0 0 8 0
Direction | Direction| Power | Messages for Key out Printer | Printer Payout | Lamp of the
A inserting coi . X
_up right | button | inserting coins fesdnlr;ck Trigger Control | shooting button +1vl+12vl +5v lanol anp
i | | ! | 0 0 0
1 3 5 7 9 11 13 15 17 19 21 23 25
b 8P(CON20)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction | Shoot Keyin Controlling | Hopper [Controlling Hoppery  Lamp of the
_down | _left | button Hoppertum  {feedback| tum clockwise | Change weapon
counterclockwise buton  |*12V[+12V|GND{GND| GND
| ! | i 0 0 0 0
Direction | Direction| Power | Messages for Key out Prinfer | Printer Payout | Lamp of the
A inserting coi A k
_up _tight | button | inserting coins ‘cfa’?:, . Trigger Control | shooting bution +12vis12v] +5v | onp ] anp
b ! ! ] ] 0 0 0
1 3 5 7 9 11 13 15 17 19 21 23 25
p9P(CON21)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction| Shoot Keyin }({:ontrolling Hopper [Controfling Hopper]  Lamp of the
down | left | button oppertum  |feedback| tum clockwise | Change weapon
counterclockwise buton | *12V|+12V|GND|GND|GND
| | | | 0 0 0 0
Direction | Direction| Power | Messages for Key out Printer | Printer Payout | Lamp of the
. inserting coi . :
_up _right | button [ inserting coins fesgbc;rck Trigger Control | shooting button +12vl+12v| +sv lanp | anD
! | ] ! ! 0 0 0
1 3 5 7 9 1 13 15 17 19 21 23 25
b 10P(CON22)
2 4 6 8 10 12 14 16 18 20 22 24 26
Direction | Direction | Shoot Keyin :Ontrolling Hopper [Controlling Hopper|  Lamp of the
oppertum  |feedback ise | Change weapon
_down | _left button countsgcelockwise ack| turn clockwise lguﬂonp +12v]+12vleNolanp | e
| | 1 | 0 0 0 0
Direction | Direction | Power | Messages for Key out Printer | Printer Payout | Lamp of the
A inserting coi ) k
Up | _right | button | inserting coins feeEdrgck Trigger Control | shooting button wvl+avl +5v lono L ano
! { I ! ! 0 0 0
1 3 5 7 9 1 13 15 17 19 21 23 25




- Coupon Printer Wiring Scheme: (Model:GP58 )
If the printer is substituted for another one, please take notice with connection.

: b Control Panel Connector
2 4 6 8 10 12 14 16 8 20 22 24 26
Printer | Printer Payout
Emor | Trigger Control
feedback v GND
0 0
1 3 5 7 9 1 13 15 17 19 21 23 25

b Coupon Printer Connector

CN6

CN6

PIN. unctiof

Red Power +12V

POWER+ INPUT

Blue ERROR_OUT

1

2 Black Power -0V (GND) POWER- INPUT

3 Brown COIN_IN Trigger PULSE INPUT

4 Orange | NOTE_IN Trigger PULSE INPUT

5 Yeliow PAYOQUT Trigger PULSE INPUT

6 | Green | TICKET_OUT LOW VOLTAGE QUTPUT
7

LOW VOLTAGE OUTPUT

b Coupon Printer Wiring
CN6

]

Control Panel Connector

A

~J] Ov A B L O

1
ER
<
(o

11
J 13
15
17
1]
21
23]
25




N9 OND

GND | +2v

GND | GND

- Counter Connector (CONG):

9 8 7 6 5 4 3 2 1
0 o] 0 0 o] 0 0] 0 +12V
TEST4 | TEST3 | TEST2 | TEST1 [Counter DiCounter C[Counter B|Counter A

- Bill Acceptor Connector (CON10&CONS):
10 Board CON10 Connto

8 7 6 5 4 3 2 1

! ! | ! | ] | ]
I.8P_ L7P_ L 6P_ 1 5P_ L 4P 1 3P_ I.2P_ P
Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor

10 Board CONB8 Connector

12 1 10 9 8 7 6 5 4 3 2 1

x I 1 [ I [ ! | | | [ !
BIN7 | BIN6 | BIN5 | BN4 | BUIN3 | BLIN2 | 110P_ | (9P

Bilt Acceptor|Bill Acceptor




10

0

9

10> OOO0O0O00O M

Joystick lamp
10P

0
Joystick lamp

9P

Joystick lamp Joystick lamp

+ System Button Connector (CON9):

10

9

GND

- Communication Connector (CON12):

Red

wl Ni o]

Green

Apply labels "RE485"

Green

. (3.69VH/3PIN)

Use glue or solidify materials in the connecied surface Solidifying

« Coin Out Connector (CON11):

200CM/Telephone cord (2 wires)

(RI11/6PIN)

Coin out 10P

|
Coin out 9P|

Coin out 8P|

Coin out 7P,

1
I

Coin out 1P,

o3 [V BN AV 162




+ Bill Acceptor Wiring Scheme: (Model: PA7/PV7)

If the Bill Acceptor is substituted for another one, please take notice with connection.

510 Board CON10 Contor

8 7 6 5 4 3 2 1

l | | | | | | ]
I 8P_ L7P_ 1 6P_ 1 5P_ L4P_ I.3P_ I.2P_ 1P
Bill Acceptor { Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor | Bill Acceptor

10 Board CON8 Connector

12 11 10 9 8 7 6 5 4 3 2 1

I | ! t [ I [ [ I [ | [
BIN7 [BIN6 | BIN5 | BIN4 | BIN3 | BIN2 | 110P_ | 19P_

Bilt Acceptor;Bill Acceptor

b Bill Acceptor Connector

PIN 1- YELLOW... . INHIBIT+
PIN 2- GREEN INHIBIT- WE L_RMOO?
PIN 3- Reserved
PIN 4- Reserved
PIN 8- RED...cotoniieiirecrcnmrconne 12V DC (Power) — ( PUIse’ ICT PrOtOCOI / 12VDC )
PIN5 Dofted- BLACK....c...ocinrr 12V DC (Power) G AT
:: [ 50 2464 22 AWG §C CABLE | N
PIN 8- PURPLE.......CREDIT_RELAY (Common) - 24
PIN 9- BROWN... .GND (Power) | AMP 172340-1 gD
PIN 9 Dotted- WH .GND (Power)} L
2 Bllli Acceptor Wiring 10 Board IO Board
Bill Acceptor Connector CON10 Connector CONS8 Connector
1] T ks
7] 2] |2 2| |10
EN IEN s R
4 ] Blue/22AWG 14 ]]4p 4
5 5 |5 EX
6] o | 6
7] RN |7 |
8 g1)er KN
ER (2.5XH/BPIN) ER
10
1T
12
(2.5XH/12PIN)
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- Bridge board of the hopper:

4 3 2 1
Controlling motor_ Controlling motor_
GND +iav turn counterclockwise turn clockwise
JP1
4 3 2 1
Motor negative electrode | Motor positive electrode +24v GND

JP2




- Instructions of M01 Connector:

0 ]

C:> - =8

USB-OTG USB1 RS232 L-Power

Power supply

connector ‘
DC12v
12V 12V
GND | GND
VGA Connector
@) 0]
E=i=iEEe
CON1 VR CAN Rssgs Audio

RS485 Audio
Connector Connector

- Game mode switch :

DiPSW
DIP Switch Setting '
Mode 1 2 3 4 5 8 7 8
6 Player (2-1-2-1) - - - - - OFF OFF OFF
8 Player (3-1-3-1) - - - - - OFF OFF ON
4 Player (2-2) - - - - - OFF ON OFF
4 Player (4) - - - - - OFF ON ON
10 Player (3-2-3-2) - - - - - ON OFF OFF
8 Player {44) - - - - - ON OFF ON
10 Player (4-1-4-1) - - - - - ON ON OFF
4 Player {1-1-1-1) - - - - - ON ON ON




Troubleshooting

'~ Meaning

Check if any coin is stuck in the coin slot machine,
and after this problem is solved, press the [key in] to
clear error status.

Check if any coin is stuck in the hopper, especially in
the opening spot. After this problem is solved, press
the [Key in] to clear error status and continue having
hopper out.

After the required number of coins is inserted, press
the [Key in] to clear error status and continue having
coins out.

Check if any ticket is stuck in the ticket dispenser or
printer, and after this problem is solved, press the
[Key in] to clear error status and continue having
tickets out.

After the required number of tickets is added in, press
the [Key in] to clear error status and continue having
tickets out.

An error occurred in the Credit, which means
something is wrong in the memory of the main board,
and the cabinet has to be restarted. The system will
also automatically run the resetting.

The records of players’ account had reached their
upper limits; press the [system] button to enter
system’s menu and run the resetting.

Check if something goes wrong in the connection of
the main cabinet and the control panel.

Check if any bill is stuck in the acceptor and after this
problem is solved, press the [Key in] to clear error
status.

When Credit reaches system limit score, the Syetem
Limit message will appear. Any new tokens inserted
will be returned.

* After the [key in] is pressed to do troubleshooting, the key in function will be returned after
5 seconds.
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1. The upper limit of credit:

A. When players’ credit reaches limit, the extra coins inserted will come out.

B. When players’ earning credit reaches limit, the extra coins inserted will
come out.

2. After the cabinet is restarted, the system will erase previously running -
games, and continue with the main game.




