www.andamiro.com

SERVICE MANUAL

L aaneeRs,
3 L .’mm::.—‘- . __T#.‘;..
Nl
[y TR s \
Al | . 1
oo 60 500 40 130
@ = 20 70 [i§ 0 Y

-

I 0 30 e 15
L-F' 5 .10 o 9

)- & . o 8] 6
P,

COLHRYe: .,
&aﬁpmi&ma

ISSUEDATE:Aug.14, 2014

(

@ ’

IMPORTANT

Please read the manual carefully and keep it in mind before
using this machine.

P Put this manual within touch of your reference in anytime,

N
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1. SPECIFICATION AND DIMENSION

1-1. DIMENSION
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1-2. SPECIFICATION
DIMENSION (W x D x H) 992 x 950 x 2308 (mm)
PACKING o
DIMENSION (Wx D xH) X — X — (mm)
WEIGHT WEIGHT INCLUDING .
(k) 180kg [ "“packagiNg - 210kg ]
VOLTAGE AC 110V
FREQUENCY RANGE 50/60Hz
CONSUMPTION 200W
CERTIFICATION -




1-3. NAME OF PARTS

BILLBOARD

GAME FIELD

RAIL

BUTTON

SERVICE PANEL

———MAIN CABINET

FRONT DOOR ——

TICKET DISPENSER

SPEAKER

COIN BOX

COIN SELECTOR

MAIN DOOR

LIGHT BLOCK

LIFTER

POWER PART

AC INPUT



1-4. STICKER LOCATION

- Product inside COIN BOX

it

- LIFTER
A DO NOT PUSH OR HIT THIS. @ A 'w.m]m @ A Warmin
cabaoN | T WOULD BE DAMAGED. Warning
Keep 8 and 10 balls for the play.
The machine will not operate
properly if less than 6 balls.
Do not put the balls harel

“ SERVICE BEFORE
DISCONNECTION OF
POWER SUPPLY”

®

A CAUTION

“CAUTION" “TO
REDUCE THE RISK OF
FIRE, REPLACE ONLY
WITH SAMPLE TYPE

10A-250V FUSE”




1-5. COMPONENTS

NO.

PART NAME

QTY

AC POWER CORD

110V

BALL

KEY

6001, 7001

BOLT

M4x20L

WRENCH

2.5mm, 4mm

WASHER

M4

©

MANUAL

2. INSTALLATION

2_

- Need

Maintenance Zone & Play zone should have at least

1. INSTALLATION SPACE

to have installation place.

2000mm x 2500mm each.

MPORTAN

— Once you set up the machine with required game—play area,
when installing this product, set the 4 leg levelers evevly on
the floor and make sure that the product is installed stably

inah

Otherwise the set winning percentage can be twisted.

orizontal position.

\

[ o )

NUT 1r
ADJUSTER

CASTER
J

MAINTENANCE



2-2. HOW TO INSTALL A BILLBOARD

- Put the BILLBOARD ASS'Y on the top of
FRONT UPPER EDGE of
MAIN CABINET and connect them using

[M4 bolt, 8eal

— Connect the BILLBOARD ASS'Y with the
conncetor of MAIN CABINET

2-3. HOW TO RAPLACE PAYOUTSHEET
[ PAYOUTSHEET CATEGORY 1
N T @o B 40 (B9
10 I'o
:?5‘.'::-.—) '|_’! :g.-q
IO 30 -
L;‘ 15 * 11 =
i 10 3 4 & ] 2l
3 ‘ 1 & & @
Yo k — Preferences

— Use double—sided tape on the back payoutsheet, payoutsheet as when you want to replace the picture,
Attach the product inside the [board].

— Set after set—up, operation and products are you changing the SETUP MODE _SCORE TYPE_TBLS.
[See P10]



3. PRODUCT FEATURE AND ADVANTAGE

3-1. Families with children are familiar with the appearance and character design

3-2. LED lights are colorful and exciting sounds that harmonize with great attractions
3-3. Very easy and intuitive way to games with shiny circle button

3—-4. Powerful action of the ball shot up to more than 1 m vertical

3-5. Movement of the ball fun and unique rides 09-pin falling

3-6. Continuity to get a high score more you play

4. HOW TO PLAY

Watppy
2 Ouitlgy

Y
the balli!

——

A-1. Insert coin(s) and press the button to launch ball.

A-2. Ball drops through pin matrix to a color hole, lighting up the lamp with a number.
Win tickets stated on the lamp.

A-3. No tickets paid when ball drops to a monster hole, and turn off the lamps randomly.

A-4. You may get bingo bonus when color lamps reach to the top.
(Win JACKPOT when red lamps reach the top.)



0. GAME DESCRIPTION

— The ball is shown in the bottom right to start the ball launch position by default.

- When you are ready to launch when the BALL (S) will be put into a coin counting FND (READY)
the SHOQOT button Click to launch the ball.

— You earn points coming into the lamp color score board enters into a ball colored lights hall.

— To obtain a higher score toward each column is coming up on lamp is lit up to 5 squares
for each color.

- Filling the spaces filled in 5 colors got time for another quick score lamp turns off the lights
and start again from scratch.

- On both sides of the ball enters the end of the boom hole turns off the scoreboard lit by
certain rules.

( + NOTE [ Retry ] )

- In case ball turn back to the original position, please press button to shoot the ball again.

6. DIP 1, DIP 2 SETTING

DIP 1, DIP 2 SETTING

If you change DIP 1 and DIP 2 switch Score table and Factory default will be changed.
IWARNING It will change payout table and factory setting according to the DIP S/W on main board.

DIP 1 DIP 2 Picture for Dip S/W |Dip S/W setup type REF. Payout table
OFF OFF .;qqqqqqff USA Payout table No#1
ON OFF iqqqqqq? INT Payout table No#1
OFF ON .;E' asaaa® EU Payout table No#2

(Payout table (DIP8 : Fixed) )




1. SETUP SETTINGS

7-1. MACHINE SETUP

1. HOW TO ENTER SETUP MENU

There is “Control panel” inside cabinet. User may set any setting using following.

COIN IN—

SER.VICE .:_ON
®

| VOLUME

LCD

AC SW

[ CONTROL PANEL ]

2. SETUP BUTTON LAYOUT

OFF

—TICKET OUT

©

CHANGE

MENU/ TEST/
SELECT CANCEL

W@Jg@ﬂ © O

CHANGE

[ 4y ] UP/DOWN : Move up, down
[« —] LEFT/RIGHT : Change setting
MENU/SELECT : Setup menu mode / Select mode

1)
2)
3)
4) TEST/CANCEL : Exit / Cancel

[ OPERATION MENU 1]

Press MENU Button. [SELECT button: Enter]

## OPERATION MENU ##

SETUP MODE

Setup mode

CLEAR MODE

Clear mode

VIEW INT-DATA

Check internal data

FACTORY-SETTING

Back to factory setting

GAME MODE

Return to game mode

TEST MODE

Test mode




71-2. 438 2t

SETUP MODE
LCD EA| ek el 7|2 &
=g | MY | |ES
Credit/Coin A & FAQl HE Free, 1/1, 1/2, 1/3, 11 11 11
1/4, 1/5

Score Type HHEE) 7 User,

(2T Payout Table NO# %tZx) | TBL1, TBL2, TBL3, TBL4

Fo|l o] Zto| HEH A7

M T HYE LT HHYOR B TBL4 | TBL3 | TBL2

c}.
ScoreDetail NE Fz= Mg O ME HF2 TY
MercyTicket MH|A E|Z Hi= & 0~10 0 0 0
HalfPayout EIZl 28 Y 1T HiE OFF, ON OFF | OFF | OFF
No-Ticket ElZ HiE 8l OFF, ON OFF | OFF | OFF
Difficulty Hole A 1-EZ, 2-NM, 3-HA 2-NM | 2-NM | 2-NM
DemoVolume OE AIRE 2B OFF, 10 ~ 100 100 100 100
SOL-Power S0t EAF B MA™

100 ~ 600 200

SAVE AND EXIT

CANCEL AND EXIT

SELECT HE Alsis}y|

[B1-1]

— SOL-Power &3 g2 FACTORY SET=2 dllx AL XN f&LICH
— SETUP MODEZS] SAVE AND EXIT® ol OFXI 2t =ZELICI,

-0l 282 3 LA 0| E4EH2Z SAGHA

o=
==

M AsHel =&

=2 o
= T

o
>
0f
il
-
o

10



» SETUP MODE 2| SCOREDETAIL &=

SETUP MODE -> SCORE DETAIL
[F10-2] oo 43 ]S RS I 2 EI2 HE0| &t & 4= ASLICH

- SETUP MODES| Score Type &= &4

o

=

— T

tE OfcHel €8 &

S22 0ISELICH

840l [User] 2 BH&LICH

e 3t
LCD ZEA| M Q|

=g | INE | RET
Green Lvl XE 1CHHY Hp 1~ 200 6 2
Green Lv2 XE 2CHH A 1 ~ 400 4 2
Green Lv3 XE 3CHA H= 1 ~ 600 12 3
Green Lv4 XE 4THA H 1~ 800 25 12 6
Green Lv5 XE SCHAY H4 1 ~ 1000 100 50 25
Yellow Lvl Lak 10y ™ 1~ 200 4 2 1
Yellow Lv2 Lak 2CHH A 1~ 400 7 3 1
Yellow Lv3 gk 3CHA M 1 ~ 600 10 5 2
Yellow Lv4 2R 4CHH H4 1 ~ 800 20 10 5
Yellow Lv5 L2k 5CHA M 1 ~ 1000 60 30 15
Red Lvl wrzb 1CHA M 1~ 200 10 5 3
Red Lv2 w2 20HA M 1 ~ 400 20 10 5
Red Lv3 Wz 3THA M 1 ~ 600 30 15 8
Red Lv4 W ATHA ™M 1 ~ 800 70 30 15
Red Lv5 W2t SCHA| Mo 1 ~ 2000 500 250 150
Blue Lvl orak 1CHA M4 1~ 200 4 2 1
Blue Lv2 ok 2CHA M4 1 ~ 400 1
Blue Lv3 ok 3CHA M4 1 ~ 600
Blue Lv4 urzh 4tkA M= 1~ 800 15 4
Blue Lv5 ok S5CHA| M4 1 ~ 1000 40 20 10
Pink Lvl 22 1t H= 1~ 200 6 2
Pink Lv2 23 20 H 1~ 400 9 4
Pink Lv3 22 3¢t "= 1 ~ 600 15 4
Pink Lv4 22 A4CHA M 1 ~ 800 30 15
Pink Lv5 23 5CHA H 1 ~ 1000 150 70 35
SAVE AND EXIT HESDT L7

SELECT HE . AlA3}7|
CANCEL AND EXIT | ASD L7}
CLEAR MODE
LCD EA| 49

CLEAR TICKETS E|# X127
CLEAR CREDITS 3 CE &Y & SELECT HE :
CLEAR GAME-DATA A ol X|L7| AlsH

EXIT

L}717]

1



VIEW INT-DATA

LCD HA| kG
GAMES AY ==
PAYOUT E|Z HjZS2t
AVG TOTAL ALY Ea E|IZN HIEY
CREDIT EQlz| 3 ClE %
SERVICE MHIA HECZ FYUE A CIE =
*#**GOALIN PERCENT*** Zt Ay B HE & S0{7t 3
*+% GOALIN SCORE *** 2t Ay B HE g5 M
xrkxk \JER INFO *Hxr* HE 2 3 ALY EY0| Azt E&

CANCEL HE : L}7}7|

FACTORY-SETTING

s MY ez 7[5k (A Hlole E2(0 8 AY MY HOolH 7= ¢ez 47F)

SOL-Power Zt2 %=

SELECT H{E : X{X} &0l & %7|3}

GAME MODE

AYREZ SO0H7t7| (Ol WA LiZtH7)

SELECT HE :

12



7-3. HAE 2C

TEST MODE
LCD EA| 48 U 49
INPUT TEST [->] U AMEf =0 ZEZE S0{Z
LAMP Off, On o FZE Off, On (E|Z! ")
FND & LED 0~4 FND & LED 5% HAE
WIPER Off, On Q0| 2 Z&f
ELEVATOR Off, On 2 da|Holg ==&
SOLENOQOID Off, On &S| O|E (LA} EXK|) SE (K522 On, Off &
COIN Off, On FQI7| E=&t
TICKET Off, On E|Zl 5% HAE (7|2 5% HiS)
SOUND TEST [->] ARE HAE REZ S0
GAME MODE AY ZEZ LIt
TEST MODE -> INPUT TEST
LCD HA| M
0:0000,1:0000,7:0000 U™ M= Hzl 7f HA|
shb, sts, elt, elb, mbs HAI HE, 2 MA, A2|H|0|E ACH I AQX|, X2 22 MA| AE}
col, co2, tkb, tks, svb QUL MM, ZQI2 MA, E|ZI HE, E|Z MA, MHA BHE AE|
ngyrbpn =22 2 ElL =& E ¥ oE 23 F2 29X HE|
(o, &= Xk 20 (0] JAAL oW Z X7t Of, &2 X2 HotL)

TEST MODE -> SOUND TEST

LCD HA| 238 U 29
SOUND Stop/Play | 0 ~ 15 HIAE AFRE Z0| (On, Off)
-EXIT- HAE DEZ L7}

13



7-4. 0l I=

Er Code Fnd Display Error & L M3 Abs
N ot orn A LCD ¥ 3
Er0-1 |~/ | | SETUP LCD | %2 LD 8% g Sl marmoz Fs Hals)
0.2 |HEOOE MY XM GlolE Bz HMe On, Off & & 2R A|
D 7| & M7| Af MAIN BOARD 1|
- ’: - 1 - :’ AHl MO A HO|E| 2| ErAH Ay =25 SOi7iM Y 28 =4 A
Er0-3 |/— [+~ A AEL | MY ME HOE 2 LA X%t U2 SXIAl MAIN BOARD Tl
] AY HE HolE HZal mMe On, Off & A% 2HA|
Er0-4 - / Q7| & 7| Aluj TOP CPU BOARD X
] I | N A07|1 M2
1 == Fo1 MM MBS AL Us
Erl-1 |\ = o) 221 4N d= A (@Ol & A9x| A X32)
OoOQgog e o 290172 H32
Erl-2 |17 22 MM M= A% AS (3ol o A9iX| A M)
Er5-1 ,’: ' '_—, 1 ,' QIO|EH | ZE SX 3 MM A #3 gln | BH SE M3 Tk MM AT K3
mlnl= ; S Z BT SX NI A9K QE SX Ee ST S5 M3 ALK
Er6-1 |\~ .
L NS Bl gls El
OO0 Ee|HIolE EX Z MTHE £ AR T LR M T Z E1F AYK|
Er6-2 \— -0 M gla B
Er7-1 ,’— ' ,’— ,’ 3 & MM Mz gl 2 A2 H3 == T EE MM Y3
Er7-2 |~ | A =K | eaisols 55t o a0lE M2
Er7-3 ,': ' ,'— :;' T GAb AT T At AEH M (AL 0))
— ZOI1 (AT T AYK| M
Er8-1 |~ e o 20l 1(2% B) 297 X2
[ | 1 =9 2 (G ) AYK| M
Er8-2 |~ H - N e 2 291 2 (Green) A9/%] #|2
| | 1 =9I 3 (Yellow) AQX| M
Er8-3 ,’: I ;’_—,’ = :;’ A Y " 20l 3 (Yellow) AQX| =
OoOoo 2Ol 4 (Red) AQX| AlS
Er8-4 |1 2ol 20l 4 (Red) A% X2
SN =9 A AL
| | | AO =9l 5 (Blue) AX| Al
Er8-5 ,’: [ ,’_—,’ = ':, 2%1% A Qs 29I 5 (Blue) 29X {2
mininlnls 2Ol 6 (Pink) A9IX| Al _
Er8-6 |~ i %' 20l 6 (Pink) 29/%| H2
mnn]n]n 2Ol 7 (QEZ W) A A
Er8-7 ,': ' ,'_—,' m ,’ A% ols o Z0I 7 (QEZ B) AKX H3
OoOoo ZOl AQK| Al T ZY EEe ZO T Q4 A
Er8-8 |~/ o
I Qs (2 A9%| ¥3)
Ert-1 ,': ] ,’: m ,’ El ol ElZ 2ol Ee S35 K3
Ert-2 7] 1l B ol E|# izl E[Z! 28 =0l =
-2 \Fr 2t 2d o A9X| AEf A2

14




1-5. PAYOUT TABLE No #1 [ USA, INT )

Score Type 1 (Avg. Ticket 3.3) Score Type 2 (Avg. Ticket 5.5)

v REREEN] |G | v IS
5 15 10 100 7 20 5 25 15 150 10 35
4 4 3 10 2 5 4 6 5 15 4 7
3 2 1 5 1 2 3 3 2 8 2 4
2 1 1 3 1 1 2 2 1 5 1 3
1 1 1 2 1 1 1 2 1 3 1 2

Score Type 3 (Avg. Ticket 10.0) Score Type 4 (Avg. Ticket 20.0)

] et ST [ oo MRS
5 50 30 250 20 70 5 100 60 500 40 150
4 12 10 30 7 15 4 25 20 70 15 30
3 6 5 15 4 7 3 12 10 30 8 15
2 4 3 10 3 4 2 8 7 20 6 9
1 3 2 5 2 3 1 6 4 10 4 6

Score 5 (Avg. Ticket 30.0)

S veion RGN
5 150 90 700 60 200
4 35 30 100 25 50
3 18 15 50 10 25
2 12 9 30 7 15
1 9 6 15 5 10




8. HOW TO REPLACE MAJOR COMPONENTS
8-1] REPLACING MAIN PCB

(1) Open the REAR DOOR.

(2) MRemove the POWER COVER. (size M4)
(3) @Remove the fixing bolt. (size M4)

(4) Disconnect all cables and remove Main PCB.
(5) Reassemble them in reverse order.

NO.

PART NAME SPEC. CODE NO.

MAIN PCB ASS’Y - AICUOPCBO001

8-2) REPLACING COIN SELECTOR & SPEAKER & TICKET DISPENSER

Open the FRONT DOOR.
Remove the cables.

(1)
(2)
(3) Disconnect bolt or bolt&nut. (size M4)
(4)

Reassemble them in reverse order after replacement.

PART NAME SPEC. CODE NO.
COIN SELECTOR TW-1308 MZZZ0C0OS03
SPEAKER 4.5" MZZZ0SPEO21
TICKET DISPENSER TL-002H MZZzZ0TIDO07

16



8-3) REPLACING PCB

(1] REPLACING COLOR BLOCK PCB & JACKPOT FND PCB
& SHOW TIME LED CONTROL PCB & SHOW TIME LED
PCB ASS’ Y

'H‘IHHHI’H‘

(1) Open the REAR DOOR. .

(2) Disconnect all cables.

(3) Replace the PCB. (size M3)
NO. PART NAME SPEC. CODE NO.
@ COLOR BLOCK PCB ASS'Y 8X5 MCLBOPCB004
@ JACKPOT FND PCB ASS'’Y - ADOSOPCBO005
@ SHOW TIME LED CONTROL - ADOS0PCB008

PCB ASS’Y

@ SHOW TIME LED PCB ASS'’Y - ADOSOPCB007

(2) REPLACING MICRO SWITCH

-—

mmnmm

___‘.-“'r-'_,.

1

* Reassemble them in reverse order and check (1) Disconnect all cables and ®DROP SENSOR BKT.
performance of the game. (2) Replace the@l\/llCRO SWITCH.
NO. PART NAME SPEC. CODE NO.
@ MICRO SWITCH CNP-05H-03| MELEOMIC002

17



9. TROUBLESHOOTING

9-1. IN CASE OF POWER FAILURE

*Common: Check the input voltage, check wiring

POWER Abnormal

[CHECK]
1. Connection AC CORD

2. FUSE(250V,2A)
OPEN/SHORT TESTER
3. ACS/W
4. Connection AC TERMINAL BLOCK
5. INPUT VOLTAGE TESTER

TAC 110V or 220\//_\

—— |ewiou

SMPS Change

1. Connection & A measure
2. Displacement NOISE FILTER

9-2. MOTOR ERROR

*Common: Check the input voltage, check wiring

MQOTOR ASS'Y
(KGE-3429-050 Abnormal
1/182)
[CHECK]
1. Assemble appearance of
MOTOR ASS'Y
| 2. MOTOR Wiring connection
% 3. MAIN PCB Wiring connection
QO

MAIN PCB ASS'Y Change

MOTOR ASS'Y Change

18



9-3. MICRO SWITCH ERROR

T
MICRO SWITCH
( CNR-05H-03 / GSMV1651A2 Abnormal
/ GSM-V1631A1)

*Common: Check the input voltage, check wiring

MICRO SWITCH Change

[CHECK]

1. Assemble appearance of
MICRO SWITCH

2. MICRO SWITCH Wiring
connection

3. MAIN PCB Wiring connection

[ewlou

MAIN PCB ASS'Y Change

19



9-4. COIN SELECTOR ERROR

COIN SELECTOR
(TW-433)

Abnormal

[CHECK]
1. COIN SELECTOR internal
and external conditions
2. Connectors
3. DC Voltage : 12V
4. Coin signal ON / OFF

MAIN PCB ASS'Y

Abnormal

[CHECK]
1. MAIN PCB ASS'Y appearance
2. Power status ON(RED)_flicker

[ewJou

MAIN PCB ASS'Y Change

*Common: Check the input voltage, check wiring

COIN SELECTOR Change

b é

SMPS
(12V, 5V)

[CHECK]
1. Power status ON(GREEN)
2. DCvoltage : 12V, 5V

SMPS Change

20



9-5. SOUND ERROR

MAIN PCB ASS'Y Change

*Common: Check the input voltage, check wiring

VOLUME PCB ASS'Y

[CHECK]
1. VOLUME appearance
2. VOLUME Control
3. VOLUME value measurement
tester (resistance)
VOLUME - 10K

Ab | . SMPS
norma »>- (12V, SV)

MAIN PCB ASS'Y

[CHECK]
1. MAIN PCB ASS'Y appearance
2. Power status ON(RED)_flicker
3. AUDIO Wiring connection

[CHECK]
1. Power status ON(GREEN)
2. DCvoltage : 12V, 5V

SPEAKER SMPS Change

[CHECK]
1. SPEAKER appearance
2. SPEAKER Wiring connection

«—[ewiou

SPAEKER Change

21



9_6_ BUTTON & COUNTER ERROR *Common: Check the input voltage, check wiring

SET UP
(BUTTON, COUNTER)

BUTTON

(PLAY, SERVICE) COUNTER Abnormal

— Abnormal

[CHECK] [CHECK]
1. Appearance 1. Appearance
2. PIN Wiring 2. PIN Wiring
3. SW ON / OFF testing 3. Is the signal entering

(tester) atDC 12V

BUTTON Change COUNTER Change

SMPS

MAIN PCB ASS'Y Abnormal (12V, 5V)

[CHECK]
1. MAIN PCB ASS'Y appearance
2. Power status ON(RED)_Blinking

[CHECK]
1. Power status ON(GREEN)
2. DCvoltage : 12V, 5V

MAIN PCB ASS'Y Change SMPS Change

22



9-7. SETUP LCD PCB ERROR

SETUP LCD PCB ASS'Y Abnormal

[CHECK]
1. SETUP LCD PCB appearance
2. CONNECTOR Connection
3. BUTTON Operation
4. DC voltage : DC+5V

MAIN PCB ASS'Y

[CHECK]
1. MAIN PCB ASS'Y appearance
2. Power status ON(RED)_Blinking

MAIN PCB ASS'Y Change

*Common: Check the input voltage, check wiring

SETUP LCD PCB ASS'Y Change

23



9-8. SHOW TIME LED PCB, COLOR BLOCK PCB, BUTTON LED PCB
& JACKPOT FND PCB, CREDIT FND PCB ASS'Y ERROR

r—Abnormal

SHOW TIME LED PCB, COLOR BLOCK PCB,
BUTTON LED PCB

/\
SHOW TIME LED PCB, COLOR BLOCK PCB,
BUTTON LED PCB &
JACKPOT FND PCB, CREDIT FND PCB ASS'Y
—

[CHECK]
1. SHOW TIME LED PCB,

COLOR BLOCK PCB,

BUTTON LED PCB appearance
2. Wiring connection

BOTTOM LED PCB, BILLBOARD LED PCB,
COLOR BLOCK PCB Change

[BwIOU

MAIN PCB ASS'Y

<JACKPOT FND PCB, CREDIT FND PCB

[CHECK]
1. MAIN PCB ASS'Y appearance
2. Power status ON(RED)_Blinking

MAIN PCB ASS'Y Change

*Common: Check the input voltage, check wiring

Abnormal

[CHECK]
1. JACKPOT FND PCB,

CREDIT FND PCB appearance
2. Wiring connection

TICKET OWED FND, BALL FND Change

SMPS

Abnormal > (12V, 5V)

[CHECK]

1. Power status ON(GREEN)
2. DCvoltage : 12V, 5V

SMPS Change

24



9-9. SOLENOID ERROR

SOLENOID Abnormal —————»

SOLENOID Change

[CHECK]
1. SOLENOID appearance
2. Wiring connection

Abnormal ——————

CB SOL PCB Change

[CHECK]
1. CB SOL PCB appearance
2. Wiring connection
3. DC voltage : 36V

MAIN PCB ASS'Y

b é

Abnormal

[CHECK]
1. MAIN PCB ASS'Y appearance

2. Power status ON(RED)_Blinking
3. Setup settings SOL-Power value

[ewuou

MAIN PCB ASS'Y Change

SMPS
(36V)

[CHECK]
1. Power status(GREEN)
2. DC voltage : 36V

SMPS Change

*Common: Check the input voltage, check wiring
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10. EXPLODE VIEW

10-1. MAIN CABINET
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PART NAME

SPEC.

QUANTITY

CODE NO.

—_

BILLBOARD PART

1

2 FRONT DOOR PART - 1 -
3 GAME FILED PART - 1 -
4 LIGHT BLOCK PART - 1 -
5 TABLE PART - 1 -
6 RAIL PART - 1 -
7 PARTITION PART - 1 -
8 LIFTER PART - 1 -
9 BUTTON PART - 1 -
10 MAIN DOOR PART - 1 -
1 POWER PART - 1 -
12 SERVICE PANEL PART - 1 -
13 ACINPUT PART - 1 -




10-1. BILLBOARD PART

NO. PART NAME SPEC, QUANTITY CODE NO.
1 BILLBOARD FRONT ACRYL ACRYL-5.0T 1 MCBLOACRO05
2 BILLBOARD BACK ACRYL ACRYL-3.0T 1 MCBLOACRO08
3 LED STICK BAR CW500_&% 3 MELEOLED002




10-2. FRONT DOOR PART

o

NO.

PART NAME SPEC, QUANTITY

CODE NO.

FRONT DOOR GLASS-5.0T 1

MCBLOGLAOO1

KEY ASS'Y - 1




10-3. GAME FIELD PART

NO. PART NAME SPEC. QUANTITY CODE NO.
1 GAME FILED UPPER ACRYL ACRYL-5.0T 1 MCBLOACRO028
2 GAME FILED MIDDLE ACRYL ACRYL-5.0T 1 MCBLOACRO002
3 GAME FILED LOWER ACRYL ACRYL-5.0T 1 MCBLOACR029
4 PIN ASS'Y - 1 MCBLOPLAOO1
5 SHOW TIME LED CONTROL PCB ASS'Y - 1 ADOSOPCB008
6 JACKPOT FND PCB ASS'Y - 1 ADOSOPCB005
7 SHOW TIME LED PCB ASS'Y - 7 ADOSOPCB0O07




10-4. LIGHT BLOCK PART

A

N

A\

\
\

A
N\

Y
N\

Y
A

CODE NO.
ACBLOPCBOO5

QUANTITY

SPEC.

PART NAME
COLOR BLOCK PCB ASS'Y

NO.
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10-5. TABLE PANEL PART

/

/

A

NO. PART NAME SPEC. QUANTITY CODE NO.
1 TABLE TOP ACRYL ACRYL-5.0T 1 MCBLOACRO23
2 TABLE MIDDLE ACRYL ACRYL-5.0T 1 MCBLOACRO19
3 FLEXIBLE LED PCB ASS'Y 50x10x1250_WARM WHITE 2 ACBLOPCB004
4 CREDIT FND PCB ASS'Y 1 ADOSOPCB006

32



10-6. RAIL PART

oo
O3
—5—

N\

AN

A\

)

A\

\
Y

NO. PART NAME SPEC. QUANTITY CODE NO.

1 RAIL GUIDE RIGHT-A ACRYL-3.0T 2 MCBLOACRO13
2 RAIL GUIDE LEFT-A ACRYL-3.0T 2 MCBLOACRO07
3 RAIL GUIDE LOWER-C ACRYL-3.0T 4 MCBLOACRO18
4 RAIL GUIDE RIGHT-B ACRYL-3.0T 1 MCBLOACRO15
5 RAIL GUIDE LEFT-B ACRYL-3.0T 1 MCBLOACRO09
6 RAIL GUIDE LOWER-B ACRYL-3.0T 2 MCBLOACRO16
7 BALL GUIDE SPONGE - 1 MCBLOSPOOO01
8 SENSOR PCB ASS'Y - 1 ACBLOPCB0O06
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10-7. PARTITION PART

NO. PART NAME SPEC. QUANTITY CODE NO.
1 PARTITION ACRYL_10.0T 6 MCBLOACRO17
10-8. LIFTER PART
NO. PART NAME SPEC. QUANTITY CODE NO.
1 MOTOR KGE-3429-050 1 MZzZOMOT075
2 PHOTO INT1 PCB ASS'Y ANGLE TYPE 1 AZZZOPCB103
3 MICRO SWITCH GSMV1651A2 1 MELEOMICO021
4 MICRO SWITCH GSMV1651A2_LONG TYPE 1 MELEOMIC023
5 BEARING D8_#638 1 MZZZOBEA064
6 GUIDE RAIL HD2020W_B 2 MZZZOLINOO2
7 BEARING #696 2 -




10-9. BUTTON PART

NO. PART NAME SPEC. QUANTITY CODE NO.
1 BUTTON DOME ACRYL ACRYL-5.0T 1 MCBLOACROO01
2 BUTTON SWITCH AM1PB-30HS-W12 4 MZZZ0BUT089
3 COIN ENTRY PCB ASS'Y - 1 MCLBOPCBOO3
10-10. MAIN DDOR PART
(4)—F
NO. PART NAME SPEC. QUANTITY CODE NO.
1 TICKET DISPENSER TL-002H 1 MZZZ0TIDOO7
2 SPEAKER 45" 1 MZZZ0OSPE021
3 COIN SELECTOR TW-130B 1 MZZZ0C0OS032
4 BUTTON SWITCH - 1 MMUMOBUTO002
5 KEY ASS'Y 7001 1 -
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10-11. POWER COVER PART

NO. PART NAME SPEC. QUANTITY CODE NO.
1 POWER COVER ACRYL ACRYL-1.0T 1 MCBLOACRO025
2 MAIN BOARD PCB ASS'Y - 1 -
3 CB SOL PCB ASS'Y - 1 MCBLOPCBOO1
4 POWER SMPS RS25-5V 1 MELEOSMPO56
5 POWER SMPS RS50-12V 1 MELEOSMPO55
6 POWER SMPS NSE-100-12V 1 MELEOSMPO64
7 POWER SMPS SE450-36V 1 MELEOSMPO58
8 NOISE FILTER ES1-F10 1 MELEONOIO06
9 TERMINAL BLOCK 250V 6P 1 MELEOTEBOO1
10-12. SERVICE PANEL PART 10-13. ACINPUT PART
NO. PART NAME SPEC. | QUANTITY CODE NO. NO. PART NAME SPEC. | QUANTITY
1 COUNTER - 2 MZZzz0COU002 1 AC INPUT DAC-13H 1 MELEOSWIO15
2 | PUSHBUTTON SWITCH | DS-412R 1 MELEOPUS006
3 VOLUME KNOB - 1 MELEOVOLO07
4 ROCKER SWITCH - 1 MELEOSWI004
5 VR PCB ASS'Y - 1 AHM20PCBO16
6 | SETUP LCD PCB ASS'Y - 1 AZZZ0PCB113
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