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INTRODUCTION

GAME FEATURES

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

With nearly the entire construction made of metal, it
was only natural to Powder Epoxy Coat everything,
inside and out. This provides the owner — operator
with a game that will certainly outlast its wooden
counterparts. A few of the major advantages of all
metal construction include:

Vault like security

- Long service life

- Low maintenance

- High Durability

All windows, of the PLUSH BUS™, are %4" tempered
glass to provide an easy clean, maximum safety,
scratch resistant surface. Other features include, 40
strand conductor cables to prevent wire fatigue, full
range of operator adjustable software, and a newly
designed crane mechanism.

The first step in I.C.E.’s new crane design was to
select several leading cranes available on the
market today, observe and determine what problems
can be or are causes of failure and costly down time.
I.C.E. then surveyed operators nation wide,
requesting information like:
- What are the leading causes of crane
failures in your locations
- What are some problems in servicing
cranes
- What changes would you make to current
cranes to create a better machine

I.C.E.’s engineers then compiled all critical data,
addressed and corrected each problem and used
this information to create what we call the PLUSH
BUS™ .

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

GAME PLAY

As coins are inserted into the PLUSH BUS™ all
metal crane game, the sound of a “BUS” starting is
heard. When sufficient coins have been inserted, the
engine starts, the claw clicks closed and re-opens,
which signals the start of the game. The crane will
position itself in the middle of the “play field” and
remain there, with the engine running, until the
player is ready.

When the player has moved the joystick or pressed
the buttons, to move the crane, the timer on the right
display will begin to count down. The player will
position the crane above the prize they are
attempting to win and press the drop button to lower
the claw.

If the nudging option is on, then the player will have
the ability to keep “nudging” the claw down each
time the button is pressed to home-in on the chosen
prize. If the nudging option is off, then the player will
have only one chance to drop the claw.

When the claw is fully dropped it will close and
retract to its upper most position. The crane will
then automatically position itself over the prize chute
at the rear of the cabinet. The claw will open,
releasing the prize into the prize chamber. The
player can now remove the prize from the chamber
through the prize door located in the front, lower left
corner of the game. The game is now in its home
position and is ready for the next player in line.

*The crane will remain in the home position if game type (option 1) is set to 2 or 3. In this option the player has only two buttons, one for right travel
and one for forward travel. The crane will remain in the home position to allow the player access to the entire play field.



SETUP / TESTING / MAINTENANCE

SAFETY PRECAUTIONS

IMPORTANT: FAILURE TO FOLLOW THESE
DIRECTIONS CLOSELY COULD CAUSE SERIOUS
DAMAGE TO YOUR GAME.

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

DO NOT DEFEAT OR REMOVE THE GROUNDING
PRONG ON THE POWER CORD FOR THE SAME
REASONS AS GIVEN ABOVE. USING AN
IMPROPERLY GROUNDED GAME COULD VOID
YOUR WARRANTY.

GAME SET-UP

BEFORE PLUGGING THE GAME IN, OR TURNING
IT ON, BE SURE THE GAME HAS BEEN SET TO
THE PROPER VOLTAGE. YOUR GAME SHOULD
COME PRE-SET FROM THE FACTORY
CORRECT VOLTAGE, HOWEVER IT IS A GOOD
IDEA TO CHECK THE A.C. WALL RECEPTACLE
VOLTAGE BEFORE PLUGGING THE GAME IN.

ASSEMBLY INSTRUCTIONS

1. Carefully unbox the game from its packaging.

2. Using the supplied keys, unlock the front door of
the cabinet.

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

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

5. The game is now ready for start up.

TESTING

After the initial setup, it is time to test your game for
proper operation.

1. Locate the game in its permanent location and
lock all casters.

2. Be sure the game has been properly plugged
into a 3-prong grounded outlet, and that the
receptacle is in good working order.

3. If using an extension cord, be sure it is a 3-prong
grounded type of at least 16Ga.

4. Verify that the game is set up for the proper
voltage, and turn the power to the game on.

5. The game will run through a test mode at every
startup. (See test mode explanation in the
programming section for details.)

6. Insert coins/bills into the machine at least ten
times into the coin mech/bill acceptor to ensure
proper operation.

7. Check the credit and prize counters for proper
operation.

8. Check that the door disconnect switch works
properly.

9. Check game volume during busy time at location
to set it at the proper level.

CLEANING

Regular cleaning of this game will keep it looking
new, and greatly enhance its appeal.

Clean the windows of your PLUSH BUS™ with a
standard window cleaner such as “Windex"®.

Clean the cabinet sides with a good cleaner such as
“Fantastik"® or “409"® and a soft rag. A mild soapy
solution can also be used.

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

IF YOU HAVE ANY QUESTIONS OR COMMENTS
REGARDING INSTALLATION OR PROPER
FUNCTION OF YOUR GAME, PLEASE CALL OUR
SERVICE DEPARTMENT AT (716)-759-0360



SETUP / TESTING / MAINTENANCE
MANUAL SETTING

Initial adjustment tips
- It is important to know that a mechanical adjustment is known as a “Macro adjustment” or a large
adjustment, and that a software adjustment is considered a “Micro adjustment” of a fine adjustment.

- NOTE: These adjustments need only be performed when setting up the crane for the first time or when
major changes to plush size and or shape occur. Once a configuration has been determined for your
particular requirements, the same configuration in another CRANE GAME may require only minor
adjustments.

- Pack in the same fashion as usual and stay consistent
- Set option 0 (Game mode) for game type you desire.
- Set option 3 (Game cost) for your particular game.

- For the following tests make sure that option 9 (Auto Strength) is set to 00. Any setting other
than 00 and auto percentaging is enabled and incorrect results may occur.

- Make sure that the claw tips, when closed, are just touching. DO NOT allow them to overlap, for the claw
could mechanically bind causing some down time.

-CHECK IF YOU HAVE THE CORRECT CLAW SHAPE. Set option 8 to 50, 9 to 00, and play the game
approx. 25 times. At this level you should have great difficulty picking up plush.

- If you are able to pick up the plush rather easily, you have the wrong claw shape or size and you
should go to the end of this section and see CLAW SHAPE.

- If you are unable to pick up the plush then set option 8 to 99 and play 25 games. You should now
be able to pick up the plush fairly consistently. If this is true, continue on to the next step. NOTE:
When the game is first packed it is often difficult to pick up plush until an area is cleared to
maneuver in. Take this into account while determining if the claw size or shape is correct.

- Initially set option 8 (Manual strength), based on your size plush, such that the claw is barely able to
hold the plush when closed. If you are unsure, a good starting point for option 8 is 60 for average
size plush and our standard medium claw. NOTE: When in programming mode at option 8 the claw
will begin to open and close at approximately 5 second intervals. The operator can then associate
the claw strength number on the right display with actual “physical” claw strength at the claw.

- Knowing the cost of a game, the average cost of a piece of plush, and the desired pay out %
calculate the proper plush dispensing intervals, for your setup, using the following formula:

1) 100 *(Game cost)
2.) A *(Desired payout %)

A (# of dollars received for 100 games)

B (# of dollars worth of plush that should be
dispensed in 100 games)

3.) B /(Desired payout %) C (# of pieces of plush that should be dispensed in 100

games)

4) 100C Proper plush dispensing intervals



SETUP / TESTING / MAINTENANCE

EXAMPLE

Game Cost =$0.50

Avg. cost of 1 plush  =$2.00

Desired payout % =33%
1)  100* ($0.50) =$50
2.) $50* (.33) =$16.50 worth of plush in 100 games to give a 33% payout
3.) $16.5/ ($2.00) =8.25 pieces of plush per 100 games to give a 33% payout
4) 100/ (8.25) =12.12 round off to 12

NOTE: This means that approximately every 12" game played 1 piece of plush should be won.

Armed with the information particular to your game (Proper plush dispensing intervals determined above) play
at least 50 games and see if the correct number of plush have been dispensed. (For the example above, in
50 games you should have dispensed approximately 4 pieces of plush (Every 12.12 games.)

NOTE: The more games you play during the “TEST” the more accurate your accounting will be. When 50
games have been played calculate the payout % using the formula below:

1) (# of plush dispensed) * (Cost of 1 pc. of plush) = Payout %
(# of games played) * (Cost of game)
EXAMPLE

Cost of a game = $0.50

Cost of 1 piece of plush = $2.00

# of plush dispensed =55

# of games played =423

(55) * ($2.00) =52 =52% payout

(423) * ($0.50)

If the calculated pay out is very high, (your desired pay out + 10% or more), it will be necessary to make a
macro adjustment or move the claw tips apart slightly by loosening the three screws holding the coil slider to
the coil housing and moving the coil slider up slightly. (See Fig. 1) NOTE: MOVING THE COIL SLIDER 1/8™
OF AN INCH COULD CHANGE YOUR PAY OUT BY AS MUCH AS 60%. BE SURE TO MOVE THE SLIDER IN VERY
SMALL INCREMENTS SO AS NOT TO OVERSHOOT YOUR DESIRED PAYOUT.

If the calculated payout is slightly high, (your desired payout + less than 10% or more), then you can make a
micro adjustment or a software claw strength adjustment at option 8.

Conversely, if the calculated payout is very low or slightly low you will need to make a macro or micro
adjustment accordingly.

Repeat the 50 game test and calculate the payout %. Repeat the mechanical adjustment until you are within
approximately 5-10% of your desired payout. You can now enter the programming mode and adjust option 8
(Mechanical strength) up or down slightly to achieve your desired payout. Your game is now set up according
to your Desired Payout, Game cost, and Plush cost. If, at a later date, you want to change your game cost,
desired payout, plush cost, etc., it is NOT necessary to re-adjust your game manually. Just adjust the value
of the option you wish to change in the PROGRAMMING SECTION. The game will adjust to your new
configuration.

If after using the Initial adjustment tips above, you are still having difficulty in setting up your Crane Game,
please call the I.C.E. service line @ 1-(716)-759-0360.
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SETUP / TESTING / MAINTENANCE
AUTO % SETTINGS

Initial adjustment tips

- Before setting up auto percentaging it is highly advisable to set up manual percentaging. This is a
precaution in the unlikely event that the prize sensor fails or error code 10 or 11 is logged. If either one of
these situations occurs the game will AUTOMATICALLY revert to manual percentaging settings, allowing the
game to still function until the error is corrected. If your manual settings are not set up, it may be possible to
dispense too much plush resulting in a loss of revenue for that week, or dispensing to little plush causing your
customers to feel as though they cannot win which will eventually result in a loss of play and revenue.

- It is important to know that a mechanical adjustment is known as a “Macro adjustment” or a large
adjustment, and that a software adjustment is considered a “Micro adjustment” or a fine adjustment.

- NOTE: These adjustments need only be performed when setting up the crane for the first time or when
major changes to plush size and or shape occur. Once a configuration has been determined for your
particular requirements, the same configuration in another CRANE GAME may require only minor
adjustments.

- Pack in the same fashion as usual and stay consistent.
- Set option 0 (Game mode) for game type you desire.
- Set option 3 (Game cost) for your particular game.

- Make sure that the claw tips, when closed, are just touching. DO NOT allow them to overlap, for the claw
could mechanically bind causing some down time.

- CHECK IF YOU HAVE THE CORRECT CLAW SHAPE. Set option 8 to 50, 9 to 00 and play the game
approx. 25 times. At this level you should have great difficulty picking up plush.

- If you are able to pick up the plush rather easy, you have the wrong claw shape or size and you
should go to the end of this section and see CLAW SHAPE.

- If you are unable to pick up the plush then set option 8 to 99 and play 25 games. You should now
be able to pick up the plush fairly consistently. If this is true, continue on to the next step.

NOTE: When the game is first packed it is often difficult to pick up plush until an area is cleared to
maneuver in. Take this into account while determining if the claw size or shape is correct.

- Make sure option 8 (Manual Strength) is set up as detailed above before setting up auto %

- Make sure option 9 (Auto Strength) is set to 60. NOTE: This is a good setting for jumbo mix and a medium
claw. It is advisable to keep the claw strength high enough to slightly move the plush around yet low enough
to prevent a player from easily picking up a prize.

- Set option 16 (Plush Cost) based on the cost of your plush.
- Set option 17 (Desired Payout %) based on your desired payout.
- Knowing the cost of a game, the average cost of a piece of plush and the desired pay out %, calculate the
proper plush dispensing intervals for your setup, using the following formula:
1.) 100 *(Game cost) = A (# of dollars received for 100 games)
2.) A *(Desired payout %)
3.) B /(Desired payout %)
4.) 100 C = Proper plush dispensing intervals

B (# of dollars worth of plush that should be dispensed in 100 games)

C (# of pieces of plush that should be dispensed in 100 games)



SETUP / TESTING / MAINTENANCE

EXAMPLE

Game Cost =$0.50

Avg. cost of 1 plush  =$2.00

Desired payout % =33%
1)  100* ($0.50) =$50
2.) $50* (.33) =$16.50 worth of plush in 100 games to give a 33% payout
3.) $16.5/ ($2.00) =8.25 pieces of plush per 100 games to give a 33% payout
4) 100/ (8.25) =12.12 round off to 12

NOTE: This means that approximately every 12" game played 1 piece of plush should be won.

Armed with the information particular to your game (Proper plush dispensing intervals determined above) play
at least 50 games and see if the correct number of plush have been dispensed. (For the example above, in
50 games you should have dispensed approximately 4 pieces of plush (Every 12.12 games.)

NOTE: The more games you play during the “TEST” the more accurate your accounting will be). When 50
games have been played calculate the payout % using the formula below:

1) (# of plush dispensed) * (Cost of 1 pc. of plush) = Payout %
(# of games played) * (Cost of game)
EXAMPLE

Cost of a game = $0.50

Cost of 1 piece of plush = $2.00

# of plush dispensed =55

# of games played =423

(55) * ($2.00) =52 =52% payout

(423) * ($0.50)

If the calculated pay out is very high, (your desired pay out + 10% or more), it will be necessary to make a
macro adjustment or move the claw tips apart slightly by loosening the three screws holding the coil slider to
the coil housing and moving the coil slider up slightly. (See Fig. 1) NOTE: MOVING THE COIL SLIDER 1/8™
OF AN INCH COULD CHANGE YOUR PAY OUT BY AS MUCH AS 60%. BE SURE TO MOVE THE SLIDER IN VERY
SMALL INCREMENTS SO AS NOT TO OVERSHOOT YOUR DESIRED PAYOUT.

If the calculated payout is slightly high, (your desired payout + less than 10% or more), then you can make a
micro adjustment or a software claw strength adjustment at option 8.

Conversely, if the calculated payout is very low or slightly low you will need to make a macro or micro
adjustment accordingly.

Repeat the 50 game test and calculate the payout %. Repeat the mechanical adjustment until you are within
approximately 5-10% of your desired payout. You can now enter the programming mode and adjust option 8
(Mechanical strength) up or down slightly to achieve your desired payout. Your game is now set up according
to your Desired payout, Game cost, and Plush cost. If, at a later date, you want to change your game cost,
desired payout, plush cost, etc., it is NOT necessary to re-adjust your game manually. Just adjust the value
of the option you wish to change in the PROGRAMMING SECTION. The game will adjust to your new
configuration.

If after using the Initial adjustment tips above, you are still having difficulty in setting up your Crane Game,
please call the I.C.E. service line @ 1-(716)-759-0360.
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SETUP / TESTING / MAINTENANCE
CLAW SHAPE

In an attempt to satisfy all variables associated with the proper payout ICE has opted to include directions on
how to reshape your medium claw for a lesser and greater mechanical advantage. Below are two medium
claws shapes which will give very different mechanical advantages and ultimately very different claw
strengths.

- When option 8 is set to 50 and you are still picking up plush, then you will need to reshape
your 3 claws to look more like shape “A”. (SEE FIG. 2) NOTE: Be sure to align holes in the
claw with drawn holes in the template. This will ensure proper shaping of the claw.

- When option 8 is set to 99 and you are unable to pick up consistently then you will need to
reshape your 3 claws to look more like shape “B”. (SEE FIG. 2) NOTE: Be sure to align
holes in the claw with drawn holes in the template. This will ensure proper shaping of the
claw.

These are the two claw shapes that ICE has proven work well, although there are many other shapes that
may work. You will need to remove the claws from the claw mechanism by following the steps.

1. Remove the claw mechanism from the coil housing by loosening the three screws on the coil slider
and removing. Be sure not to loose the small spring around the plunger and the black rynite
washer below the spring. These two parts are critical in the proper operation of the crane
mechanism. (SEE FIG.1)

2. Loosen and remove the 6 small Philips head machine screws and nylock nuts attaching the three
claws to the coil-claw interconnect and coil spider (SEE FIG. 1)

3. Reshape the claws according to the claw shape templates “A” or “B”.
4. Re assemble in reverse order.

Now that you have reshaped your claws for your plush, return to the beginning of Adjustment tips and
proceed through each step.



FIG 1

Claw Assembly
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Mode

Description

(Credit Display)

0

10

11

12

13

14
15
16
17
18
19
20

21

22

23
24
25

26
27

Game Type

Game Mode

Time

Coin

Bill

Counter Type

Attract
Attract Type

Manual Strength

Auto Strength

F/B Speed

L/R Speed

UP Speed

Down Speed

Right Time
Forward Time
Plush Cost
Payout

Tickets to play
Tickets if loose

Factory Default

Center On/Off

Snap On/Off

Games per Credit
Coin Discount

Up/ Down Motor Test

Left/Right Motor Test
Front/Back Motor Test

PROGRAMMING

Min/Max/Def
(Timer Display)

Meaning

BASIC PROGRAMMING

0,4,0

0,10

10,60,20
0,9,2

0,94

0,10

1,30,20
12,2

40,99,75

0 - Left, Right, Forward, Backward, Nudge
1 - Left, Right, Forward, Backward, Drop
2 - Right, Forward, Nudge

3 - Right, Forward, Drop

4 - Single Move, Drop

0 - Normal Play
1 — Play till you win

10 — 60 Seconds (Inc. every 5 seconds)

0 — Free Play
1—9 Caoins required for a single credit

0 — Off
1—9 Number of coins each bill is worth

0 — Credit counter
1 — Coin counter

1 — 30 Minutes between attract modes

1 — Motion only
2 — Audio and motion

40—99 Claw strength Inc. by 1 (99 = MAX)

ADVANCED PROGRAMMING

0,99,0

10,20,20

10,20,20

15,20,17

15,20,20

0,40,8
0,40,5
1,20,4
20,50,33
0,99,0
0,99,0
0,10

0,10

0,11

19,1
0,9,0
DIAG.

DIAG.
DIAG.

0 — Auto off
40 — 99 Claw strength in auto (99 = MAX)

10 = Low speed
20 = High speed

10 = Low speed
20 = High speed

15 = Low speed
20 = High speed

15 = Low speed
20 = High speed

0 — 40 Number of ¥ sec time intervals right

0 — 40 Number of ¥ sec time intervals forward
Coins per piece of plush

20 - 50 Desired payout percentage

0 — 99 tickets to be paid just to play game

0 — 99 tickets to be paid if you do not win plush

0 — Normal
1 — Restore factory defaults upon next startup

0 — Center option is off
1 — Center option is on

0 — Snap option is off
1 — Snap option is on

1 — 9 Games per credit
0 — 9 Number of consecutive coins for free game

Right display changes: 0—1 Up switch is made
0-2 Down switch is made
0-3 Both switches are made

Right display changes: 0-1 Left switch is made
Right display changes: 0—1 Back switch is made

12



PROGRAMMING

Mode Explanations

0.GAME TYPE — There are 5 game types:

- 0 Left, Right, Forward, Backward, Nudge — This mode is for a control panel that commonly has a
joystick and allows the player to lower the claw each time the drop button is pressed. This allows the
player to home-in on the prize they are attempting to win. NOTE: The crane will position itself
according to the operator presets, options 14 and 15, at coin up, if option 21 is set to “0” (off). The
crane will position itself according to the operator presets, options 14 and 15, at the end of the game,
if option 21 is set to “1” (on).

- 1 Left, Right, Forward, Backward, Drop - This mode is for a control panel that commonly has a
joystick and the claw drops fully when the button is pressed. NOTE: The crane will position itself
according to the operator presets, options 14 and 15, at coin up, if option 21 is set to “0” (off). The
crane will position itself according to the operator presets, options 14 and 15, at the end of the game,
if option 21 is set to “1” (on).

- 2 Right, Forward, Nudge — This mode is for a control panel that commonly has 3 buttons, one to
move right, one to move forward and one to drop the claw. The player also has the ability to drop the
claw each time the button is pressed. This allows the player to home-in on the prize they are
attempting to win. NOTE: Option 21 is not available with this mode and will remain at “0” (off).

- 3 Right, Forward, Drop — This mode is for a control panel that commonly has 3 buttons, one to move
right, one to move forward and one to drop the claw. The claw drops fully when the button is pressed.
NOTE: Option 21 is not available with this mode and will remain at “0” (off).

- 4 Single Move Drop — This mode is for a control panel with two buttons only, one to move forward
and one to move to the right. At coin up, claw will remain over the prize chute to give the player full
access to the playfield. The player will have a chance to move the crane once forward and once to
the right, after which the claw will automatically drop.

1. GAME MODE - There are two game modes:
- Normal play — This is the standard type of play where a player has inserted enough coins to create
1 credit and then plays the game. Whether the player wins a prize or not, the game is over.

- Play till win — In this mode the player has inserted enough coins to create 1 credit and will be able
to play the game until they win a prize.

2. TIME — This option allows the operator to set the game play length. Options are from 10 seconds to 60
seconds in 5 second intervals.

3. COIN — This option allows the operator to set the number of coins needed to create 1 credit. A setting of
“0” will put the game into free play.

4. BILL — This option allows the operator to set the number of coins each bill is worth. A setting of “0” turns
this option off.

5. COUNTER TYPE — Setting this option to “0” will have the game count credits on the mechanical and
software counters. Setting this option to “1” will have the game count coins.

6. ATTRACT — This option allows the operator to set the number of minutes between attract modes.
Available settings are from 1 minute to 30 minutes in 1 minute intervals.

7. ATTRACT TYPE — This option allows the operator to choose what type of attract mode they want.

- 1" will have an attract mode with movement only.
- “2” will have an attract mode with both audio and movement.

13



PROGRAMMING

8. MANUAL STRENGTH — This option allows the operator to set the strength of the claw for manual
percentaging. Available claw strengths are 40-99 with 99 = 100% claw strength. NOTE: When in this
mode the claw will open and close with the strength set in this mode. The operator will be able to feel
each strength setting to determine which best suits their needs. When the correct strength setting is
determined the operator can just move to the next option, and the manual strength option is set.

9. AUTO STRENGTH — This option allows the operator to set the claw strength for the auto percentaging
mode. Available claw strengths are 40-99 with 99 = 100% claw strength. NOTE: When in auto
percentaging mode the claw will, at bottoming, close with 100% strength and will then be backed off to
the number set in this mode. i.e. With this mode set to 75, the claw will at bottoming close with 100%
strength then back off to 75. NOTE: The claw will open and close allowing the operator to feel each
strength setting to determine which best suits their needs. When the correct setting is determined the
operator can just move to the next option, and the auto strength option is set.

10. E/B SPEED - This option allows the operator to adjust the forward / backward speed of the crane. The
available speeds are 10-20 with 10 being slow and 20 being fast.

11. L/R SPEED - This option allows the operator to adjust the left right speed of the wagon. The available
speeds are 10-20 with 10 being slow and 20 being fast.

12. UP SPEED - This option allows the operator to adjust the speed of the crane. The available speeds are
15-20 with 15 being slow and 20 being fast.

13. DOWN SPEED - This option allows the operator to adjust the down speed of the crane. The available
speeds are 15-20 with 15 being slow and 20 being fast.

14. RIGHT TIME — This option allows the operator to adjust the time the right motor drive will stay on, for
centering purposes at game start up. Available settings are 0-40 intervals of ¥2 sec. EXAMPLE: If this
option is set at five, then the right drive motor will stay on for (5*%2 sec = 1¥4 sec.) 1% sec. This option
is used to correctly center the crane at coin up with different coin speeds and crane sizes. The
operator can also use this option along with option 21 to adjust the position of the crane head when
the game is over.

15. FORWARD TIME — This option allows the operator to adjust the time the forward motor drive will stay on,
for centering purposes at game start up. Available settings are 0-40 intervals of ¥4 sec. EXAMPLE: If
this option is set at five, then the forward drive motor will stay on for (5*¥4 sec = 1% sec.) 1% sec. This
option is used to correctly center the crane at coin up with different coin speeds and crane sizes. The
operator can also use this option along with option 21 to adjust the position of the crane head when
the game is over.

16. PLUSH COST - The operator will use this option to detail the cost of an average piece of plush used in
their crane, in terms of the lowest denominator coin used to coin up the game. EXAMPLE: If the
average cost of a piece of plush is $1.50 and the lowest denominator coin used to coin up the game is
$0.25 then the number entered for this option will be 6 ($1.50 / $0.25 = 6). The available plush costs
for this option are 1-20.

17. DESIRED PAYQUT — The operator will input the desired payout for the auto percentaging mode. The
available percentages for this option are 20% - 50%.

18. TICKETS TO PLAY — This option is used only if you have a ticket dispenser. In this option the operator
has the ability to set the number of tickets that a player will be awarded just for playing the game. The
available range is 0-99 tickets.

19. TICKETS IF LOSE - — This option is used only if you have a ticket dispenser. In this option the operator
has the ability to set the number of tickets that a player will be awarded when a piece of plush is not
won. The available range is 0-99 tickets.
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PROGRAMMING

20. FACTORY DEFAULTS — A setting of “0” for this option will keep the latest operator settings. A setting of
“1” for this option will restore all options to factory defaults.

21. CENTERING - This option allows the operator to position the crane any where on the play field. If option
21 is set to “0” (Off), the crane head will position itself at the beginning of the game according to the
operator pre-sets in options 14 and 15. If option 21 is set to “1” (On), the crane head will position itself
at the end of the game according to the operator pre-sets in options 14 and 15.

22. SNAP — This option allows the operator to turn off and on the snap of the claws at the start of the game.
If option 22 is set to “0” (Off), the claws will not snap together at the start of a game.
If option 22 is set to “1” (On), the claws will snap together at the start of a game.

23. GAMES PER CREDIT — This option determines how many games or turns the player gets per credit.
This option is useful if you have a minimum coin value that is so high you need to give the customer
multiple games to get good value. The range for this option is 1-9. The default value for this option is
“1”.

24. COIN DISCOUNT - This determines the number of consecutive credits (without playing a game) given
before dispensing a free game. For example: If this option was set to “2”, each time 2 coins IN A
ROW were put in, a free game would be given. The range for this option is 0-9. The default value for
this option is “0”.

25. UP/DOWN MOTOR TEST — When the operator moves the joystick left and right the claw will raise and
lower respectively. The display will change from:

0-1 if the up switch is made
0-2 if the down switch is made
0-3 if both switches are made

26. LEFT/RIGHT MOTOR TEST — When the joystick is moved left and right the wagon assembly will move to
the left and right. The right display will change from:
0-1 if the left home switch is made

27. FERONT/BACK MOTOR TEST — When the joystick is moved left and right the wagon assembly will move
forward and backward. The right display will change from:
0-1 if the back home switch is made

Entering the Programming Mode

To enter the programming mode, open the front door and press the button marked PROG, located on the
main board housing inside the front door, and the crane will move to the front center of the game. NOTE:
The game WILL NOT go into the programming mode if the door is “closed”, or the door switch has been
pulled to the outer most position. Once you are in the programming mode move the joystick forward and
backward or use the forward button to move through the modes. To change the value of the mode move the
joystick left and right or use the right button. Once all options have been set, press the drop button and the
game will return to regular game play with the new settings. For a 2 button control panel, press the third
button located inside the front door.

Entering the Accounting Mode

To enter the accounting mode, open the front door and press the button marked ACCOUNT, located on the
main board housing inside the front door. The left displays will flash between “cr” (credits) then the number of
credits 1-9999. If the operator presses the drop button the displays will flash “pl” (plush), then the number of
plush that have passed through the sensor. These numbers can never be reset and WILL NOT match the
numbers on the mechanical counters from the counters. It is advisable that the owner note this difference so
that they will be able to track actual software coins/credits and plush out vs. mechanical  counters for
accounting purposes.
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PROGRAMMING

Test Mode Explanation

Every time that the game is powered up, or the door is closed, the game will run through a test mode to check
the following items:

-HOME BACK SWITCH -FRONT/BACK MOTOR -PRIZE SENSOR
-HOME LEFT SWITCH -LEFT/RIGHT MOTOR -OUT OF RANGE
-UP SWITCH -CREDIT/COIN DISCONNECT -E?2 (MEMORY)
-DOWN SWITCH -CLAW CLOSE, CLAW OPEN

If any of the above items are malfunctioning, the game will light the 4 decimal points on the podium displays.
This will alert the operator that there has been a problem. The operator needs only unlock and open the front
door and the error codes will be displayed one at a time on the left display. To move to the next error code
the operator needs to press the drop button. Repairs should be made to those areas in which errors have
been logged. When all codes have been seen and the door is closed the game will reset error codes, run
through a test mode to check for proper operation and, if all is well, game play can start. If the 4 decimals
once again light up, the operator will need to check the error codes again. The play can continue to the best
of the machine’s abilities, with problems, until the errors are corrected. At no time should the game be
inoperable unless a key component is damaged.

Error code 10/11 will alert the operator that the game has paid out 8 too many or 8 too few pieces of plush
than in auto percentaging. If this error is logged the game will automatically revert to MANUAL settings until
one of the following options is changed: (COST OF PLUSH, AUTO % MIN., % PAYOUT, OR GAME COST.)
This is why it is imperative that the manual settings be setup before auto percentaging is used.

NOTE: Changing one of these options will reset error code 10/11 and the game will begin auto percentaging
with the new settings.

NOTE: Some items on the list cannot be detected by the game and require that the operator watches for
these actions to be performed during the start up test mode. (Claw close, Claw open.)

Error Codes

# Problem Solution

1 E2 (Memory) Replace Microprocessor @U7

2 Prize Sensor Check/Replace Prize Sensor

3 Up Sensor Check/Replace Up Sensor

4 Down Sensor Check/Replace Down Sensor

5 Left/Right Sensor Check/Replace L/R Sensor

6 Front/Back Sensor Check/Replace F/B Sensor

7 Left/Right Motor Check/Replace L/R Motor

8 Front/Back Motor Check/Replace F/B Motor

9 Counter Disconnect Just a warning that the
credit/coin counters were
disconnected at some time.

10 Out Of Range (High) Change setting for the Cost of
Plush, Auto % min, % Payout,
or Game Cost

11 Out Of Range (Low) Change setting for the Cost of

Plush, Auto % min, % Payout,
or Game Cost
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QUICK TROUBLESHOOTING

PROBLEM

PROBABLE CAUSE

SOLUTION

THE DECIMALS ON THE 4
DISPLAYS ARE LIT UP

THIS IS IN FACT NOT A PROBLEM BUT A WAY OF
LETTING THE OPERATOR KNOW THAT THERE
WAS A PROBLEM DURING THE START UP MODE

OPEN THE FRONT DOOR AND THE
ERROR CODES ARE SHOWN ON THE
DISPLAYS. TO ADVANCE THROUGH
THE ERROR CODES, PRESS THE
DROP BUTTON

NO GAME POWER

ON-OFF SWITCH ON THE GAME IS TURNED OFF
BLOWN A.C. POWER FUSE

GAME NOT PLUGGED IN OR CORD DAMAGED
BAD TRANSFORMER

TRANSFORMER HARNESS NOT CONNECTED
BAD POWER MODULE

TURN POWER ON

REPLACE WITH PROPER FUSE
CHECK POWER CORD

CHECK PROPER VOLTAGES
CHECK HARNESS

REPLACE POWER MODULE

GAME WILL NOT TAKE
MONEY OR GIVE CREDITS
CORRECTLY

BAD COIN SWITCH

COIN DISCOUNTING OPTION IS SET WRONG
COINS PER CREDIT SETTING INCORRECT
BAD COIN MECHANISM

LOOSE OR DAMAGED HARNESSING

BAD MAIN P.C. BOARD

CHECK W / METER AND REPLACE
CHECK PROGRAMMABLE SETTING
CHECK PROGRAMMABLE SETTING
ADJUST OR REPLACE

CHECK W / METER AND REPAIR
REPAIR OR REPLACE MAIN BOARD

HEADLIGHT / BLINKING
LIGHTS DO NOT LIGHT

BAD BULB
BAD DRIVE TRANSISTOR ON P.C. BOARD
BLOWN 12V FUSE ON MAIN P.C. BOARD

REPLACE BULB
REPLACE TRANSISTOR
REPLACE WITH PROPER FUSE

DISPLAYS DO NOT WORK

BAD 12V FUSE

BAD DISPLAY P.C. BOARD

BAD MAIN P.C. BOARD

LOOSE OR DAMAGED DISPLAY HARNESSING

REPLACE WITH PROPER FUSE
REPAIR OR REPLACE P.C. BOARD
REPAIR OR REPLACE P.C. BOARD
CHECK W / METER AND REPAIR

CRANE OR WAGON DOES
NOT MOVE

BAD MOTOR

LOOSE OR DAMAGED HARNESSING

BAD SWITCH ON BUTTON OR JOYSTICK

BAD HARNESSING TO BUTTONS OR JOYSTICK
BLOWN FUSE TO MOTORS ON MAIN P.C. BOARD

REPLACE MOTOR

CHECK W / METER AND REPAIR
REPLACE SWITCH

CHECK W / METER AND REPAIR
REPLACE WITH PROPER FUSE

CRANE KEEPS TRYING TO
MOVE IN THE HOME
POSITION

BAD LIMIT SWITCH (S)
LIMIT SWITCH NOT ALIGNED WITH ACTUATOR

REPLACE SWITCH (S)
ALIGN SWITCH AND ACTUATOR

CLAW WILL NOT CLOSE

BLOWN FUSE TO CLAW ON MAIN P.C. BOARD
BAD COIL

LOOSE OR DAMAGED HARNESSING

CLAW HAS MECHANICALLY JAMMED

REPLACE WITH PROPER FUSE
REPLACE COIL

CHECK W / METER AND REPAIR
FIND JAM AND REPAIR

CLAW STAYS CLOSED

BAD DRIVE TRANSISTOR ON MAIN P.C. BOARD
CLAW HAS MECHANICALLY LOCKED

REPLACE TRANSISTOR
FIND JAM AND REPAIR

AUTO PERCENTAGING IS
NOT FUNCTIONING

PROGRAMMING IS NOT CORRECTLY SET
BAD PRIZE SENSOR
LOOSE OR DAMAGED SENSOR HARNESS

SET OPTIONS “9” AND “17”
REPLACE PRIZE SENSOR
CHECK W / METER AND REPAIR

CLAW GOES DOWN AND
THEN UP BUT DOES NOT
CLOSE

DOWN SWITCH BAD
LOOSE OR DAMAGED HARNESS TO DOWN
SWITCH

REPLACE DOWN SWITCH
CHECK W / METER AND REPLACE

CLAW COMES UP AND
ABOUT 15 SEC. PASSES
BEFORE CRANE MOVES TO
THE HOME POSITION

UP SWITCH BAD
LOOSE OR DAMAGED HARNESS TO UP SWITCH

REPLACE UP SWITCH
CHECK W / METER AND REPLACE

CRANE OR WAGON
WHEELS SLIP

MISSING OR DAMAGED O-RING DRIVE BELTS
LOOSE SET SCREWS IN WHEELS

LOOSE SET SCREWS IN DRIVE COUPLER
RAILS NEED TO BE SCUFFED

REPLACE O-RING BELTS
TIGHTEN SET SCREWS
TIGHTEN SET SCREWS
SCUFF TOP OF RAILS WITH
SANDPAPER
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QUICK TROUBLESHOOTING

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

The game will not count credits or plush-out on either the mechanical or software counters while the
front door is open.

If the Wagon does not move smoothly through a full travel from left to right, check to see that the
wheel spacing is correct. If the spacing is correct then check the 2 cabinet rails for burrs that may
cause the wheels to bind.

If the Crane does not move smoothly through a full travel from front to back, check to see that the
wheel spacing is correct. If the spacing is correct then check the 2 cabinet rails for burrs that may
cause the wheels to bind.

If the micro track for the left to right movement is binding during its travel, check to see if the top
mirror bracket’s edge, also the shelf the micro track rides on, has been de-burred.

If the front door is having trouble closing fully, check to see that the front light harness is tie wrapped
above the highest point of the prize chamber wall. Next, check to see that the prize chamber wall is
far enough to the right to allow the right edge of the prize chamber doorframe to swing pass. Finally,
check to see that the hinge leaf length is short enough to prevent binding in the cabinet frame.

If the door will not lock properly or locks with difficulty, check to see if the lock rotates smoothly.
Next, check that the lock rods are not binding on the lock cam or the lock rod guides. Next, check
that all friction points have been lubricated with molly grease. Finally, if need be, file the lock rod
guides such that the door closes and locks smoothly but be careful not to file out too much, for this
may cause the door not to pull tightly to the cabinet as it was intended to do.

If the decimals light up on the displays after a self-test, an error has been logged. When the door is
in the open position, error codes will be shown on the left display. To advance through the error
codes press the drop button.

If, at the beginning of the self-test mode, the claw does not drop, one or more of the following may
apply: the prize sensor is not working or blocked; the string or string lever is mechanically binding;
the up or down switch is sticking or misaligned from its actuator.

If claw stays closed it is likely that the diode has blown and the transistor controlling the claw has
also blown. Shut off the game immediately and have a new diode (in coil assembly,) and transistor
(Q10 on main board,) installed. If the capacitors at C16 and C54 are not removed from the main
board, remove them for added protection to the solenoid transistor @ Q10.

If claw is jerky while being lowered, it is likely that the up spring is missing or not properly elongated.
Another possibility is that the string has mechanically bound on the spool. To fix the string binding,
enter programming mode and go to mode 26. By moving the joystick to the left and right you are
able to raise and lower the claw mechanism. Move the crane over the prize chute and lower the
claw mechanism all the way until it starts to wind up backwards. Reverse the motor direction to
raise the claw mechanism and properly rewind the string on the spool. Exit the programming mode
and the string should be free of mechanical binding.

If the claw stays open, first check for bad fuses on the main board, next check that there are no
wires dislodged from the connectors in the harness between the wagon and the crane, the harness
between the wagon and the main board, the crane assembly and the wagon assembly. If the
problem still exists and no fuses are blown or wires dislodged it is likely that the transistor controlling
the voltage to the claw has blown on the main board. Replace main board and have the other main
board repaired by electronics.

If the crane/wagon in the home position, still tries to move left or back, check to see that the
actuators are both present. Check to see that the sensors are present. Next, check to see that the
sensors and the actuators are both aligned. Then check to see that the sensor wires are not
dislodged from the connectors. Finally replace the sensor, it is likely to be bad.
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GAME REPAIR

WARNING: ALWAYS REMOVE POWER TO THE
GAME BEFORE ATTEMPTING ANY SERVICE,
UNLESS NEEDED FOR SPECIFIC TESTING.
FAILURE TO OBSERVE THIS PRECAUTION
COULD RESULT IN SERIOUS INJURY TO
YOURSELF OR OTHERS.

TROUBLESHOOTING
PHILOSOPHY

To find problems with this game, always first check
what should be obvious. See that the game is
plugged in, and all of the fuses on the game are
good.

Next, check to see that all of the connectors are
firmly seated, and that none of the wires have pulled
out of them.

When trying to find out if specific components are
bad or not, try swapping them with components from
another player station to see if the problem moves
with the component, or stays where it was. This will
help you to know if you have a problem with a
specific component, or maybe a problem with either
the wiring or the Main P.C. Board. Use extreme
caution when using probes or volt-meters if the
game is powered up. If checking continuity, it is
important to disconnect the harnessing at both ends,
as attached they may yield erroneous results.

If P.C. Boards are suspected as the cause of
problems, check to see that all I.C. chips are firmly
seated on the boards.

MAIN P.C. BOARD
REPLACEMENT

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

2. Unlock and open the front door.

3. Remove the 4 mounting screws that secure the
main board cover in place.

4. Carefully remove all of the connectors from the
P.C. Board.

5. Remove the 4 long plastic hexagon nuts that
secure the board to the main board housing.

6. Gently pull the P.C. Board from the mounting
studs.

7. Reassemble in the reverse order using a new
Main P.C. Board.
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GLASS
REPLACEMENT

Remove all A.C power from the game.

Open the front door and carefully “unzip” the
rubber molding. NOTE: The rubber molding
can be unzipped with a Philips head
screwdriver and “PLEDGE"® as a lubricant.
Carefully remove all broken glass from the
rubber molding channel.

Lubricate the zip channel and molding channel
all around the opening.

Carefully install the new glass starting from the
bottom and working your way up both sides
simultaneously finishing with the top. NOTE:
The glass is a tight fit and extreme caution
should be used when installing. If difficulty is
anticipated or encountered, your local auto
glass installer will be familiar with the molding
since it is a windshield gasket. Their personnel
will be able to successfully install the window
for you.

Using the window installation tool, “zip” the
molding together in a clockwise rotation.

LENS
REPLACEMENT

Remove all A.C. power from the game.

Unlock and open the front door.

Locate the lens housing of broken lens.
Remove the three nuts and bolts retaining the
lens housing in the top panel.

Remove the lens housing, fold back edges and
install new lens.

Reassemble in reverse order.
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BULB
REPLACEMENT

Remove all A.C. power from game.

Unlock and open front door.

Locate lens housing of bad bulb.

Remove the three nuts and bolts retaining the
lens housing in the top panel.

Remove housing, fold back edge to remove lens.

Replace old bulb with new bulb.
Reassemble in reverse order.

PLUSH RETAINER
REPLACEMENT

Remove all A.C. power from the game.
Unlock and open the front door.

Carefully unbolt the 6 bolts holding the plush
retainer to the play field.

Remove the old plush retainer.

Reassemble in reverse order using new plush
retainer.

REMOVAL OF CRANE
MECHANISM

Remove all A.C. power from the game.

Unlock and open the front door.

Slide the crane assembly to the front center of
the crane.

Loosen black thumbscrew securing the front to
back micro track bracket in place. (The
thumbscrew is located on the front face of the
crane assembly nearest the door.)

Slide the micro track bracket forward and up to
disconnect it from the crane assembly.
Carefully lift the entire crane assembly off the
rails approximately 2 inches, shift to the left as
far as possible, drop the right side down past the
right crane rail and slide the entire assembly out
from between the two separator rails.

The crane assembly can now be removed from
the cabinet so necessary maintenance / repairs
can be made.

Reassemble in reverse order.
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REMOVAL OF WAGON
MECHANISM

Remove all A.C. power from game.

Unlock and open the front door.

Remove crane assembly as detailed previously.
Loosen black thumbscrew securing the micro
track bracket in place. (The thumbscrew is
located on the upper right face of the wagon
assembly.)

Slide the micro track bracket to the right and up
to disconnect it from the wagon assembly.
Carefully lift the entire wagon assembly off the
rails and rotate clockwise until the left front
wheel clears the front rail.

Lower the front of the wagon assembly and
remove the assembly from between the two rails.
The wagon assembly can now be removed from
the cabinet so necessary maintenance / repairs
can be made.

Reassemble in reverse order.

PRIZE SENSOR
REPLACEMENT

Remove all A.C. power from the game.

Unlock and open the front door.

Remove the connector from the prize sensor
board.

Remove the 3 plastic hexagonal nuts securing
the sensor board to the bracket.

Carefully remove the sensor board from its
mounting studs

Reassemble in reverse order using a new prize
sensor board.
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STRING REPLACEMENT

Remove all A.C. power from the game.

Unlock and open the front door.

Remove crane assembly as detailed previously.

Disconnect the claw assembly from the crane

assembly by removing the two bolts securing the

aluminum coil cap to the coil housing.

Take the replacement string and tie a knot at

one end.

Using a lighter, melt the other end of the string

and form a point before it completely cools.

Feed the pointed string end up through the hole

in the coil cap and pull until the knot is firmly

seated on the inside of the cap.

SEE CRANE ASSEMBLY DIAGRAM AND

STRING ROUTING DIAGRAM

Feed the pointed end up through the hole in the

bottom of the crane assembly housing.

Feed string over first string guide then under

second string guide.

Finally feed the string through the hole in the

side of the string spool, (attached to the motor

shaft,) and tie another knot.

String is now properly strung.

Reattach the claw assembly to the crane

assembly using the two bolts that were removed

in step 4.

Reinstall the crane assembly into the game and

set it in the home position with the claw

assembly hanging in the prize chute.

Turn on the game and the crane will

automatically rewind the string properly.

MOTOR
REPLACEMENT

Remove all A.C. power from the game.
Unlock and open the front door.

Remove crane and or wagon assembly as
detailed previously. NOTE: What is removed
depends on which motor has gone bad.
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Loosen two thumbscrews securing crane
housing cap in place and remove. NOTE: This
step is only for the two motors in the crane
assembly.

Remove drive o-rings and wheels from the bad
motor.

De-solder the motor leads from the bad motor.
NOTE: Be sure to note which wire goes to which
motor lead, for if they are reinstalled backwards
the motor will run in the opposite of its intended
direction.

Carefully remove bronze bushing supporting the
motor shaft of the bad motor. NOTE: This step
is only for the two motors in the crane assembly.
Remove the 4 bolts securing the motor to the
housing.

Carefully remove the bad motor.

Reassemble in reverse order using new motor.
NOTE: When motor is completely reinstalled,
place one drop of thread lock on each of the 4
bolts that secure the motor in place to prevent
the bolts from backing out.

FUSE REPLACEMENT

CAUTION FOR CONTINUED PROTECTION
AGAINST RISK OF FIRE, REPLACE ONLY WITH
THE SAME TYPE OF FUSE HAVING THE SAME
ELECTRICAL RATING.

AREA LOCATION _AMP  VOLT
MAIN BOARD F2 6 MDQ 250
F3 3MDQ 250
F4 4 MDQ 250
F5 4 MDQ 250
POWER MOD  — 3MDQ 250

CORD REPLACEMENT

IF THE SUPPLY CORD IS DAMAGED, IT MUST BE
REPLACED BY THE MANUFACTURER OR ITS
SERVICE AGENT OR A SIMILARLY QUALIFIED
PERSON, IN ORDER TO AVOID A HAZARD.



5011
CG1001
CG1002
CG1003
CG1004
CG1005
CG1006
CG1007
CG1008
CG1013
CG1014
CG1015
CG1018
CG1020
CG1031
CG1036
CG1052
CG1055X
CG1061X
CG1054
CG1069X
CG2008
CG3019
CG3030
CG4003
CG1062
CG1066
CG1070
CG1073
CG1075
CG1078A
CG1078B
CG1078D
CG3036
CG3037
CG4004
CG3006
CG2014
CG3008
CG3009
CG3013
CG3026
CG3027
CG3028
CG4001
CG4014
CG5015
CG9001
CG9010
CG5001

PARTS LISTINGS
MECHANICAL PARTS

SPRING

LEFT FRONT CORNER
RIGHT FRONT CORNER
REAR CORNER

TOP FRONT PANEL
BOTTOM FRONT PANEL
CABINET DOOR

PRIZE DOOR

SIDE PANEL

LOCK CAM

UPPER LOCK ROD
LOWER LOCK ROD
PODIUM

FRONT CABINET RAIL
REAR CABINET RAIL
MAIN PCB COVER

3" SWIVEL CASTER
WAGON ASSEMBLY
CRANE ASSEMBLY
WAGON ROLLER SHAFT
TRACK MOUNT RAIL ASSEMBLY
MOTOR / GEARBOX
THUMB SCREW

WHEEL

O — RING DRIVE BAND
CRANE MOTOR HOUSING CAP
CRANE UP SPRING
COIL HOUSING

COIL SLIDER

COIL PLUNGER

SMALL CLAW

MEDIUM CLAW

JUMBO CLAW

COIL CLAW INTERCONNECT
CLAW SPIDER

SPRING

CLEAR LENS

JOYSTICK

MICRO TRACK 56 LINK
MICRO TRACK 35 LINK
COIN FUNNEL

MIRROR

FRONT GLASS

SIDE GLASS

WINDOW GASKET
LOCK T — HANDLE
LOCK BARREL
SERVICE MANUAL

FAN SHROUD

WINDOW INSTALLATION TOOL

CG7001
CG7002
CG7003
CG7006
CG7007
CG7008
CG7009
CG7010
CG7012
CG7013
CG7015
CG7027

2027
2132
2970
AR2007
2388
CG2012
CG2013
CG2010
CG2011
2933
2935
CG3038X
CG2002
CG2006
CG2032X
CG2034X
2080
208004
2110
2124
CG2039X
HD20224
CG2600
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DECALS

DECAL PRIZE DOOR

DECAL STOP SIGN

DECAL CORNER STREET
DECAL BUMPER

DECAL SIDE MARQUEE
DECAL FRONT STREET
DECAL TIRE / STREET
DECAL SIDE / ICE LOGO
DECAL PODIUM

DECAL CONTROL PANEL JOY

DECAL CONTROL PANEL BUTTONS

DECAL FRONT MARQUEE

ELECTRICAL PARTS

FAN

GE BRIGHT STICK

DOOR SWITCH

6X9 SPEAKER

CAP 1.0 UF 10% 100V

F/B, UP, DOWN SENSOR
L/R SENSOR

F/B, UP, DOWN ACTUATOR
L/R ACTUATOR

MINI 12 PIN PLUG

MINI 15 PIN PLUG
SOLENOID ASSEMBLY
TRANSFORMER

RED LIGHT

DISPLAY PCB

MAIN PCB

BRIDGE RECT. 10 AMP 400V
VOLTAGE REG IC LM 338K
TRANSISTOR TIP 122
VOLTAGE REG IC LM 585
PRIZE SENSOR PCB

5V COUNTER

DBV MARS SERIES 2000



___ (SM3IA 3AIS ® LNOYH) WVHOVIA ATENISSY INVHO

— .:..&n ONIHLS (F00FD0)
i HIADD ¥2078 dOLS 0D (#90192)

MIHIS SNNHL (X610EDD]

H3ATT ONIHLS INYHD

(E90192) =S - (Aweo Jo) paiwo sanm)
= )} HOSN3S NMOQ (210290)

[ dolvn.Lov (010292)

LLOS
[ _——onibds (1os)

=

DNISNOH HOLOW INYHD
(L90190)

1139 IAEHA DNIY WO,

(e0or92) \
3015 100dS DNIHLS
(2e0eDD)
133HM (0E0EDD) (1op pal o) anm umoig)

HOLOW NMOQ / dn

(10p paus 0] aum Bn|g)

1IMIYHE SSANHYH Nid 21 (LL01D0) HOLOW H2v8 / LNOHS

00 O3av3IHHL BL- .9L/5 (EEZ29) ¥0E UHv3D / HOLOW (Boozen)

23



A19INISSY NOOVM

HOSNIS MOvE / LNOHH (210292)

(10p pal 0] aum abuelo)
HOLOW LH9DIY / 1431 (800299)

(HOSN3S)

TIVH LINNOW MOVH1 (X6901992)

(NMOHS LON san3)
SANT ¥OVHL OHDIW 9800£90) Yim
MOVHL-OYDIW NI 2€ (Y800£DD)

M3HOS gGWNHL (X6108DD) 733HM (0£0£D0)

dvO M001-31vIN (£9€2) HOSN3S LHDIH / 1437 (€1029D0)

24



/QV3H SdINIHd Wb/€ X ¥2-0}
[££0€92) H3AILS MY1D

(@820199)
MYI1D ogwnr  (g820199)
MYT1D wNiaaw - (v820199)
MVYID TIVINS

L C ¢

SNOILJIHOS3A 3ZIS MV10

/

- H3IHSYM TVYLIN

/

av3H SdiIHd .b/L X ,2E-8 (E)
MOOTAN OF-+ —

o p " (e20199) H3ANS 1109
(9£0£92) LDINNOIHILINI— —

MY12 110D — — T (v8E0£9DD) HIHSYM JLINAH

aV3H SdIIHd P/E X 0p-¥ — -

(520199) HIONMTd 100~
_— _._ - 1//

(0£0192) ONISNOH 1102 —

(L1L0S) ONIHAS

av3H SdiIHd .B/E X 2e-8 (2)

(X8E0EDD) 10D

(520EDD) VD 110D

AT8INISSVY MVT1O - (Y00YDD) ONIHLS

25



Opn
O

L

ANVHOVIA DNILNOYH DNIHLS

26



I T S B 11
y RE02I o |
v B o) i eepe

p4EOg UIEY
amen aue.’

h N3y

R
o]

e T -

Tl 331

r
¥

AL T
woauh P

<

il P ] i - .
. caZZF LW n___.n:- L)

A T T _
By e

] _.__.n 1

bl
|

w3 e

T o =

% we "laa A

LT e L

—_—
Rl
£

27



AR [ =sie=

££02DD

EA s un%

ik

JOSUBG BZTdy
|wWEn e

(J&/E] 63 ;uu_a_._._
v

TIUT THAT

< N3y

T
e [ arm ]
o 1T,
f M et
THR
S-had1

e

.|ﬂA Fundug

T pe b

—% Dw

_ W

o -

i e
o
e

#R k1

T__

2 ....-J...

m— 1
# &0

28



Z o0 egs AT T

2£02d2 oy

‘I Bucicy proapa

BWBO SUE4]
FJieog ReTdsig

ol
=
L
(ol
3
e
g
-
]
=l

=2dl 3 a1

E

!

T

: : =
et ]
. p— . |
At =T = i
g m |

z
T

z

I

0 __ | f&
Ny B
fi oo 5t

E |
gL |
2
£ i
5T ]
LT
| * !
T | 1
i "
!
.m r
I i o]
, ]! na ol
[ J— | T L:El 4 11 |
Tt .T.r.,llﬂﬂl..._...jﬂ mnm._..|.
d . OHF kL 4 e oo 4l
] £y L T N1 =Y -
B 1 1383 hil ] | B
__ _Jn_.".l..|.nﬂ|__.__“” ] MMH
. — & e I n -
ZENg A, B m
T [ 7] Ta ik
. I
g

29




£k 401 3smd (alui=]NIN 1 e SEELIT alwa
amd EX: L]
3 P &9 SR AN HOLLdIE a0
A5MEHSNT — S5INHYH -
SLHOM b siianwitll m— =
SN THNEILNI xeonzad
LSOZ0d — —
I e HAILS _H_H_
w310 Hw312
f 1Ho148
WEs0CD]
SEINYYH
AAd — “L%3 nAa
00tz {1 00050
ekl |rrrI|I|rIJ _ D ._._._u_._.u_‘M_UuHm_n_
A3d 4OSH3S
[} [ 3=md4
W ES0THD
S=INYWH S5 INYTH
) x_“__um_k_un_qu “1%¥3 oldo
T %1 0T
td
—.. old =
FER PR 2d ADCTHALN HO0ad
nnil
Aﬂmr/ H O,
Lkl 0L NIFi
I HIG2D m_z_._.r\_._\_uMW/ HEEzed
A3d NI¥I La
el WEE0THD
_I_ Nwd
fd ]
SSaANYWH S=INYWH wezhz
_ d004a N4
4 WOG0TE D ¥ EE0THD
dodad C ad
JHSY
S
- HOS i,
— HIna o WEE0 L9
L4 SSINYWH
¢ S5ANEYH id HILINE
AR EN=IER] mmm__u,_wwn_u
WEE0THD
DELUETeE] g3d A¥1d51a El L=l
TENZE 0L oS,
553N HWH S WEGOTHD
Awdsia 43 LNNOD 43 LNNOD 43 LNNOa
WEGOTHD WEQONTHD 37144 NI1O2 e INEYT
wA8L0b50 %1l a0ked
S1HEM
SHIHE Y4

WA0OZoD

30



Al 40 3 Sed OWSLS L L J3sngay SEGLSE ERL|
ond ANBHT] A0 NI HOLITMMOD ——
asMEHSM4 3 A% 03 Ml Ike'HD
Ni'w'N371d
uy JHNO9D S
A3A L
S170M 21 2L
- 43HAw3d4ds Tl
+ 434w 34S LI
HO L1 17118 99 1104d "0l
dJem 2L G JHN 09D "6
dJem al "8 JHNO9D '8
LT o JHNO9D "2
¥ EL 9 MMM LidNIHIOD g
LY HOLLMNA AJLSAI'S
e 9 '+ _H__)H_.@ 1437 HJlLsA0r '+
Jem al e @.@.@ 1HSIY HJ31ls,ar s
dJem al "2 ot el N HAJ1LsA0r 2
A3H L dNHILELDT L
ald
JHNOdD "2k
21237135 'L
I L2373% "QF
JHAO0YD 6 S INIW SIS G
H3ANITE LHDIY '8 H LH3IW£3s '8
H3ANITE L4377 L S10M 21 L
S1H=ITI%3IH "9 1 1H3IN =359
S170M 2L S mn_l_l_@_l_ I IHNIW SIS 'S
HJLllans 40049 t+ J LHNIW SIS '+
S170M 21 T2 %mw J LHIW SIS L
S1Ian EL 2 150 A LH3IM &3S 2
S170M 2 WAINIW SIS (L
id
q34n Qlans 9
401 Oldney s
S170M 21 JHNO49D '+
Nid L343l 'E mn_um_v\_ﬂ__n_u SHILHAO33Y 'S
JHAO0YD "2 HOLL1MN8 Wed<s0dd "2
JSHIS 134211 'L _H_ o D JHNOdS "1

£d

[N
]
i
[

@ e
I EEE]
Eawdd

]
o

5

EEEE [ O
g

G
]

CEEE

]
o

3133

(2 [g] o3
(R 3

td

HILHNNOD LIaF4D S NIOJW "2
S170A 5
HILHNOD J214d ')

ANNOdD 2
HO5K3S 3214d 2
S0 ZE L

AEE
[+ e ) 930 d as1a
AdEAE T HO Lo

L4371 dolow -

HOSHIS H¥E  LHNOWd IW0OH -
Hawa HOLOW -

LHS 1Y HoLow -

ANNOHS

Ao -

C-As10 135072 a0
HOSHIS HARDd ARG
HOSHAS 40 a1

HOSHIS LHSIY S L4337 JWaH "’
WAL HO Lo

dn HoLan -

o=
—_— o =

— 0D e 0m

SHILNNGD

Bd

HOSNIS
37144

[oea]

td

LLI
]
=T,
[Nl

EEEEH |

DEEEE
i =IE E]

o

31



L ‘. e tr
Lhd0E Jd OVSLEs L L WERNEE] GEGLT EfLN|
O LZIAYTIHD AR Hitea 42O 2 43 ddn oL
. 3 uob epuiepy
asm SHEN4 !
SSANYYH HOISNI L% HiYMI
=Hid HOSw IHL 40 LHwd JNwD d3d | ALD _
ERCAERR TR =N
Swiin SSINYYH SIHL
INIWY MId G519 S Lol o
HOLIINNOD SIHL Slon
SELL/G 0L HOldd
AL0OH 00 LZ# Nid 3T ZOLZA NId T34
FrLZ# 914 Nid 51 ZOSTR J90 NId Gl
— | 1
HLdwd sl (RRETYEERT) TTSRRETYIEERTE bt Mt
+MIE | APEST g ] BY | e
pq 100w £l Sl | Ppdiojop
#5714 RCal:
1 imen ch ch limew
%714 2%
g¢d away P g SoeAg ] b | 84 PweH
¥ Jojogy o e rrerm 0 BRI
B 10gopy G G Jybing 1ogopy
B i RS T AT | 2 | uns
#5714 RCal:
PUnoS i i PUnQIS
#5714 #2%18
- MEL 2 [ove REalH [ B
Ui ] e D G ATTE AT R G Ui ] MAE |
dry me|] v g ] F dry me]
M Away E g AnAg] £ | w0 eweH
Uivieds ] 103814 bad bt Ui ] 1830
4 #5714 #2%18 4
e Ly b e Aowa L T
WAIGOZIMA  WWIS0ZITH  WWISOTIAR WYISOTOO# WWISOZIME  wWIS0TJdo#
S5INYYH 2002014 e Ja .2 22,00 W WLE 42,568
AL NAMOQ SINId L# WOkl 1na w35 LN3 W05 L2 W23 LN2 W00k 103 W L2 zzn__u_wﬂ”pk.wﬁw
01 NOSwA 0L adN3d SIHL dN34g.. SSAMAEYH H3ddM MO O MR
00 kE# NId 3T v Hd3d | ALD 00k Z# NId LMdS
FrLZ# 914 Nid 51 FrLZ# 9Nd Hid Sl
Higw3 [ | 5L gl | |aos
D713 ANITHD
A44 BwoH (A T e be | |ard awen
pUnOIE g8 ST Il A3 LS 1L ST g8 punoIS
pPUnaLy i eI eI i PUnQIS
Ui d] mhB |5 [ TG T [ Uil ] miB |5
dry me| ] t w1 T t dry me]
gL TLT £ g | |49 =aweny
+ [T bl pal A H4 0L pal bl |
paioon | | 21 wmu__m wmu__m gl | [paroom
nep | |z EETD EEND zL | |iomew
1010 1010
worg vt | | B BMOTIIA GOWE o1 09 (00 W) moman | | e
= JoNwH0 WIGDZIT#  WISOZSOR EETCR I o
el 2 HiHA L] ] HAnOHA 2 M|
URe ] Jago Yy z RET L] L4 W0si) 20, 0] £18 W221) /f RET | |unogogop
dpy 1a3o dpy 1o3o
niotepy | | L TR WIGOTA0# WESOZIME  WTSO0ZIAR TR bl dnimew
4030 430 d
SeaKYwH HOLANANDD 2L GEER ey
NOSWAN 0L dldls.& bd
SSAMAYH H3MA0T OO G NI A3d HIFW 01

L il E t

32




L ‘. e tr
FARE(N R ) LY OWgLrL L 03sina o SEELIT ERLAI|
OWH LZ1AYIHD A Htead
3 auelqy uobienn, NOILdIdE=aa
dSAEHSMTA R v d3d | AL
WEGITO IR EYT
“Zh HId NI IMIWY <o DL-0Z-Z9 1 S8 SHId T 0
JT3IHS 9HIEN dY I ININ MId GL % S9n 40 LJ3IHNNOD SIHL
HIHA M 3T SEL LG 0L HO144
SN Fl-ZZEEA W 35N ‘310N
INIW-EQLE# SNId TT9WI S HL ©nd ATHD STWES E@
IMIMY HId Z1 % S HOLAaMNO D SIHL 37 Y04 43ayinmay MWOTI3ANIT 4 e
SE¢L LG 0L Y0144 d13IHE ILON .
ALON
OOLZ# Uld 2EW d13IHE -SEaTe
02 oM 2 == ] T2 e
g MOTIEANIIES s 8 LOET# J%0 NI GL
' awoy —. ™ —
| Sl [ PIeys
FI=IMS cl Lw. I T T | +MELD
Lk .~ _ g ] =k [ P4MeN
N 1030y O g i . Hggan| 2| imew
+ MIE[] & e /ﬁ bL | @drwey
=] N g | OF [ 48190l
punoig | | 2 o L = B [wdBrd 1ot
- MED 9 FTE™ /. - MR 2 | punaa
Ui ] g | S T H . T £ | PUnes
dn me) |t T ~ / STeTE| 2 | el
P4 0oy 2 TeTe H TTeTg ] 5 [ Y4med mED
o ogog A e £ | 40 mers
droew | | b e H - g | " awoy
/. TTTTE] © | Yed e
1| Aoz
SSINYWH 24 ATFIE =
IH%dI 0L WEROZIT
LEe L LN2) W0 HEGOZTDD '- L
CW3E LMY W5FE _ SSINYTH
\\\ NOISwin,
Ol NI¥W Ol
ASY INWHD MO 4340 340N
_ HS%3dy JJLHOTHSDIH IHL 00 319HIS 1% .03 d0d
L ‘. e tr

33



_ 4 | 2 4
P O [w = Ao OEL L L hE[R= 1] flatia] Mo ERLL|
OWY LZTAHTHD A8 Hiitead
. BUEIT HOLLdIY T
asrEHsmld o 3 | awvosad L Ao |
WAGOZD IR =R IINN
WG INTEDIHL O Livd SLaTd SNId ITHIN HLIN o5
JSOHL ONIAT SHOSHI § IHL NO ENId INIW NI 2% 59n
JHL 5007 dNT L2340 540000 SHL HOLIIHNNOD SIHL
dod B3l I HL BY30 108 ABTAEANS BEfL LG OL H01dd
WEa ANTHIHL G Lid 5 NNGD _— 3100
"HNOD “
S T ZOLZ# NId IT¥WAS
i1 F o -, SOLZ# d90 HId T
E = . 71 [plaus
. J . B [MOTI3ANIIHS | ) :
N I .= TTSRRETAN el Mgtk
| . B Fumm | 2 [*VFH
.8 o
__\Lq|'|r £ |punois
* 1= ) M)
z
i 4 2 g | E P4
=i . = |umnogg 1030y
-=af diy 1030
+ .8 T B = R
SSaANYWH
EL L]
0L NOSwM 0L
L ‘. e 5

34



Ll 409 Ar'd OV L L a3saay BEELT ENLL|

ZWDLZ1AHdIHD AR Nl _

3 AJaw3as sy 310m3d NOLdid =30 IS =434 _ | _ e _
d5MEHSN A YN
WEGOZ DR 111
Wydoodd Wl
_ |
S00LZ# Nid dIT105
ELbTE DMTd NId 9
z
. ! 04 oIpmy
.\x\. T HIE [Q/p =l = S
i BjIypa!
1 g F o lpny
1 FEIBgaqym | S weibielg
) anaRElg | = welkiorg
. unol
. B wEm L punalg
S5INIWH

FLOWIYKES0TD I

35




Lk 40 & 3

QS 135434

SEEHT ERLLY

OWd 1A H3HD AR Hivted

. E]
ASACEHSNT WENaT

asumdsg 1M ]

NOLdle 2530

WEAOZDIR

ERNTNY

AT8WISsY
H¥d

GEFE# Mid 3T HLIm

-l

QLLE# NId 31934 HLln
5L 4% W30 HId +

JWwD 43d | ALD

SO0LZH NI dN0s

GZZ# ond «3T0W Nid

= 040 e

— 0o 0 SF

PRl 20

GEOZ# 2N14
=Bueic | T AZL+
=3 o un|
xn_.m__u_ Z punolg B34 HI¥W 0L
I asuas
an|q
azuadsig
=L
od

36



i 408 e OOeELL | LEE TR BEELIT aLwa
DM LZTAYIHD A8 Ntd D
3 oo WOLLdId 2530 dwws 434 L ALD
AEMEHENT
X0Q0ZH IR L
S00LZ# NI AN0S S00LZ# NI QN0S
DO0ZZ# $Md HId & 90ZT# 9Nd Hid €
£ £ punoig
SSINYWH HOILNI 13 HETg
2Zl
824 01d0 0L w %m_émmma w Nr.+n_ 82d HI¥W Ol
paEIvL 06 FRuES
0Lld0
td
| # E 14

37




[ E F
LHJO 6 3ed QWS L 133y f=latia] Frs 3l
OWH LZ1AHIHD AR Htdd O
PRp— 3 uolEuapg 03dg WOl Ldld 2530 IJWo §3d —.. AL
WYHI T
WO0ZTD IR 1L
LOZZ& LY LINOD Z0LZ# 3T A
dWw SPEZH SHISNOH HId £ 22TT# dWI NId ©
—1
pUnoS o wEg| ©
szl 4 z Z
e " HE[q/UERIE . S53NEWH 0140 01
palE . ) =0UFIO -
424 0140 Ol

38



| [ = F
1 400k 35 oSk L 135534 SE/ELZ EAL|
Oy FZ21A43HD AR Mo
3 fiEdz1g WOLLd I 2530 JQWwa43ad | ALD
Q5MEHENTd WWEHIT
parENEAIME UL
QoLZ# HId LIMds 0oL Z# Mid LINds
QoLZ# «nd Hid 2F QOLZE oN1d Nid 21
[ 21 zL | |punms
1 A | [zies
ol ol L 1=5
5 E._..__._._._._Mﬁu._m_.___._.n._._ & B B=g
8 TElm | y bag
£ i [rze+
8214 JoNwd0
b
AvdsIa 0L w e w w _wwmmm 80d NIV OL
uaaf fa
M [ETER M n__u_mm.M
F|q/ebueio
¢ * _Hm_e_uﬂ g | |98=3
I 1 T
g —— &7 Ui g —
ld
AEdS1d
ad
| [ = F

39



| m | b
AL A0 LE 35t OGEL L 133y BEGLIZ AL
FZ1AMIHD AR MiirEd
. 13uI1d 2 WEIRERH NOLLdI 250 JWvS 434 | ALD
dsA EHENTd S
WOG0To IR UL
Hld ZZFZ# S350
I A 2%19 3Tan0d
Lo E12H S0 Canpuo T 7 =, O0LZ# Hid LIS
LHDMI%3IH LHSId 0L ZEECR AMd NId 6
HO! A&E yoau[fE———., -
.z .EE .F Loow [T a7 FET =] punolc
= - .J_ |___. AT TH 2 Huan
LH&MI%3H L4371 0L QEL7# 24ES J0]anpLUo S 7 T T i Hug o
Lesny Hnc b CEFD ] a] punolsy
.2 oS F [aFaral G AT+
Lecow voow [In—== n %mﬂ.w_s._.o___ﬂ_um & 1aog
HIHSY T4 93Y LHOIY OL 0E /74 2|0ED JoJanpua 7 : e
oS Z o8 T Z ALIRA m Hmﬁ
- A [E T —
biIHS Y14 438 143101 OE.74 2|0eD J01JNpU0D £ SLH2N z_,m_mn_n;
iTa="""
z Ekb ¥ id

40



L 40l ERLT] oorslsl b NERNEE] ErGl T ERL]
O LZTAMTHD AR Miteda
5 lajunod NOlLdId2=3a
ASMEHSME oS JWwyo 43d | ALD
W¥EOOZSI# 3L

AG ==

WEIQ o
5001 Z# MId dIN0S
A=]uUnos o QOZZR ©N1d NId £
Lo
: U T | 2 d1HI0
afiueioy z AgG+ 34 HIw 0L
b q1K3d
LB SR
1=ajuno]
G — ad
A=]uUnos L=
WEIQ o
3zl

41




ib 40 EL ER QoigLiL b Emam_ BEELE alvd
OWH LZTAHIHI A8 Hitdd D
. HOOg NOLLdId D530 IS H3Ad | ALD
GET=TE T EI—
¥OG0Z IR F1LL ki
2SR ININ Nid 379l
SsTR NI d'e' D Nid5 SOOLZ# HId A0S
- . COLZR SNTd NId 2
z = S53NEWH NOILNI L%
WiZ
AAQ £ = mwﬁ_ﬁ | H_ 431104 439 OL q
IVOET t THm
SHWI 0L g
2 AT
I HINE 3700 S0’ ¥ 1-Z21L2% 350 L
&
i
—
L O N
g OOLZ# NId LIds — <
LNIO2
ﬁ PrLZ# 9Md Hid 5
43O -
FHIDD  Lessw TR — P E gk [ |punms
" ﬂ i3 [pa=n jouls g
JHNOYS T == e 2k ATL+
w2k w2 =T afiuein
HIDD N e EW =T FEEmme | 2 -1ampads .
W Les wil fElGrpal bE +13%e3dg
S T WT BT TEITELE el B
Lesoy Leeo Leco =T =meeEq] B p o
e o weig] 8 | [Punoe
Leceefa wEg] L pun oI Aaad
anno=s ¥ i o T e e I NIy
Aalssar it o s hEn | 2 Hopng oL
NOLLlnE 1ewPo ! TELTLHETIN Rl Y RSP
iz P13 Yo
1437 o i sBueiozuym| ﬂ_pﬂ.m hHu__u__,
e WTE Unno ga31 Y w an .__m._n__u__.. r
F MR —
LH%1d Lreme — MOE[9iEHY
DA Lesse [ WOE HOO4
fid
HalLsA0r |
o1 dn sl WSz
| c = F



| 7 e F
LA0FL 3o OOvGLIL L gasnay SEELIT aLva
OWH LZTAHTIHD A8 Hirted
3 lalial=uel ] gl NOlLdid2s3a
ASAEHSMTE o
WEOOZD DN 20055 0 # =R ATNN
¥3AO0T
AL E@ = IMOTIEANI3ED &Emmzxugmzimk
KFOO0TD D
ZOLZA HId IT9W3 4
LBLeR A9 NId ¢
—1
ETRT
“dHOlJ9MNNDOD P y—— | I~
SHLWOH A HT98 L& dwein
Toreld § AT 18-GGET# 0 6T L1d e .8 ELOZA H1d 1w 4 MAd
0L A0zk
0QZo# 37w GwE 41 -0F [ElT dY I NId T
ZEZTH OM1d Hid B S _siHen
— ¥ N2 THHILHI
1 ° U a3y Aeal b owoL ozl
page|nBal nz), 2 160 %00l 9E W 0T el
& REF]
=]
. ZTETA H1d STow
‘ 00ZZ# 914 Hid £
. MO
hage(n 31 Age we1 ) %00 9 W §'E @) 98 AgE %w —— - o
[TaRETN ENITY oo
L nOZL 01
5 ED FRCal
. . JoNwHO
pajenbaiun azz siojopy %G8 9B Y GE IR Ag0) M AGZL A
¢ 39NYH0
= ER L
paie|nbziun nz) sdwe %05 2F W e @ 08 Ag 0L MN
|| m H L ETRE
AT
AHWANOD IS

€ 1ab71 57C #IDW Advilad AOC|
Z002902# HINH O4SHTH L

43



| c £ F
Zb 4051 3 Q0VGLIL b e BEELIT aLwn
OWH LZTAHIHI A8 Hivtdea uolsuSg 13m0 AGQ
NOLdldx=3ad
. 3 sEAUIEH ®og Janmo 4
ASMEHSITD 7
WODOZOHD# B WEROZHO# UL
ZOLZ# NId TT¥M S aNOT SO0LZ# NI A0S
LELZR# dWI NI 2 ST deein TeHdS L6908 O 0 E0LZ# 9Md NI 2
]
S5INETH z T 2 HIWHOASHTEL
b b
400001 = 5Aa 40 AdwIEd 0L
LLeb2E E=RE R fabiis 2 1 <tate ]
LI Jd®
. E
ANNOda
e o B = TIREFIEETT @_E A4 Ol
TOLZ# ITWNE S
SRZZR dYINId 2
—1
mhhm_,__u_mz 1w el =1 ¢ HIWHO IS L
FA A0 AEFIIE4 OL
#3M0d How e[ L
al o HiRDHE =
FRAUEH X0f 10 d-0ss I o
| c £ F

44



| C = t

Zbd09r 3o OVEhiE aasinay S/ BT 3L
al AH Nt d
3 m_._n__w_l_ |EW Al oy HOlLldidZ=3a
Jasa’sHsMN4d YN
W/00Z00R L
18%1wa
5354 aHYY O awm_wqwh
M3N 0L 03SNEHD
L1
ZZPTHNID O bL ITEM [
SOLZR 9N Nid 2
=l |z
(] a
_U— i
31 Im
T Lw}
“aalds pal yopa lano foo7e
QY HULYE 3y 40 7 350,
__m_q

J4070 43mod ¥21Ls LH9/HE
ﬁ- 1‘ F—]
.af recr DR —
=2
LL8Z# + BLEoZR widl BE _,JIJrI\I\|

Jd¥ANMHHIS JWIHD NENwHINA Q400 d3amo d 2115 LHDIHE

=l - —————0 _

JH00 d3mod M31LS LHo1da

==
e

= ~

P .
[l gag ==l

45




Warranty

I.C.E warrants all components in the PLUSH BUS™ game to be free of defects in
materials and workmanship for a period of ninety days from the date of purchase.

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

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

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

I.C.E.'s obligation will be to ship free of charge, replacement parts by U.P.S.
Ground, U.S. mail, or other comparable shipping means. Any express mail or over-
night shipping expense is at the cost of the purchaser.

Products will be covered under warranty only when:

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

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

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

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

|.C.E. distributors are independent, privately owned and operated. In their judg-
ment, they may sell parts or accessories other than those manufactured by I.C.E.
We cannot be responsible for the quality, suitability, or safety of any non-I.C.E.
part, or any modification, including labor, which is performed by such a distributor.
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ICE Inc warrants that all of its products will be free from defects in material and workmanship.
When placing a warranty request, please be prepared to provide the following information:

Serial Number of Game or Bill of Sale
Machine Type
A Detailed Description of the Equipment Fault Symptoms

ICE product, including Cromptons, Sam'’s Billiards, Uniana and Bell Fruit is warranted as follows:

180 days on the Main PCB and Computers

90 days on all other components (i.e. DBV'’s, Ticket Dispensers, etc)
30 days on repaired items

3 years on all Crane Harnessing

9 Months on Printers

ICE Inc shall not be obligated to furnish a warranty request under the following conditions:

Equipment has been subjected to unwarranted stress through abuse or neglect
Equipment has been damaged as a result of arbitrary repair/modification attempts
Equipment that has failed through normal wear and tear

ICE Inc will assume no liability whatsoever for costs associated with labor to replace defective parts or
travel time associated therein.

All defective warranty covered components will be replaced with new or factory refurbished components
equal to OEM specifications. ICE Inc will cover all UPS ground, or comparable shipping means, freight
costs during the warranty period. Expedited shipments are available for an additional charge.

Defective parts are returned to ICE Inc, at the customer’s expense, in a timely fashion.

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

I.C.E. Parts/Service Dept.
Innovative Concepts in Entertainment
10123 Main St.

Clarence, NY 14031
Phone #: (716) - 759 — 0360
Fax #: (716) — 759 — 0884
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