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1-3. NAME OF PARTS

BILLBOARD PART
—— MAIN CABINET

CHICKEN MOLD PART

BUTTON PANEL PART

TICKET DISPENSER

COIN SELECTOR

SPEAKER

MAIN BOARD

SMPS PART
AC INPUT PART —









3. SETUP MENU

3-1. SETUP BUTTON

DESCRIPTION

> SW1 : SERVICE >
SW2 :RESET BUTTON ON ERROR >
/ SHIFT DOWN TO ENTER INTO >
>MENU
> SW3 : MENU SHIFT UP
> SW4 : SETUP MENU ACCESS AND>

PERFORM>
SW1 >SW2 $sW3 SW4 >
[ CONTROL PANEL ]

* IN NORMAL SETUP END DISPLAY CONTENTS :

DISPLAY> > >

(SETUR FND)> DESCRIPTION > REMARK >
C00003 > TOTAL COIN IN QTY MOVE TO SW3
T00075 > TOTAL TICKET OUT QTY MOVE TO SW3

3-2. EXPLANATION FOR DIRECTION OF ENTERING THE MENU

PRESS SW4 TO ENTER THE MAIN MENU.(>
DISPLAY “SET” ON CHALLENGE SCORE FND) (>

>}
Press
1.PRO >SW4 PROGRAMMING SETTING ACCESS.

Press SW2 or SW3 >¢
2.DAT >sW4 ' BOOKKEEPING DATA ACCESS.
SW2 or SW3 ' >3

SW4'  TEST MODE ACCESS.
3.TES > |

Sw2 or sw3 (4 >

> OUT > SW4 EXIT > (



3-3. PROGRAMMING SETTING MODE

DISPLAY "PRO" ON CHALLENGE SCORE FND, DISPLAY "MENU COLUMN" ON BONUS TICKET FND)

> > >
DISPLAY>,
(SETUP &> DESCRIPTION > SETTING RANGE> | DEFAULT>
BONUS FNDJ3
>
P-1 > 001 > COINS PER CREDIT > FREE, 1 ~ 10 > 1>
SET COIN Q W PER CREDIT > INCREASE BY 1) >
P-2 > 001 > PLAY PER CREDIT > 1~3> 1>
SET GAME Q ¥ PER CREDIT > INCREASE BY 1) >
P-3 5 040 > PLAY TIME > 10 ~ 99 > 40 >
SET GAME PLAY TIME > INCREASE BY 5) >
P-4 > 005 > SCORE PER BALL > 1 ~ 100 > 5 >
SET POINTS PER BALL > INCREASE BY 1) >
P-5 > 001 > TICKETS PER BALL > 1~ 50> 1>
SET TICKET NUMBER PER BALL > INCREASE BY 1) >
P-6 > 000 > MERCY TICKET VALUE > 0~10> 0>
SET MERCY TICKET Q TY WHEN THERE IS NO >  INCREASE BY 1) >
TICKET ACQUIREMENT >
P-7 » 035 > CHALLENGE SCORE VALUE > 1~ 999 > 35 >
SET CHALLENGE SCORE > INCREASE BY 1) >
P-8 > 010 > CHALLENGE TICKET VALUE > 1~99> 10 >
SET TICKET Q ¥ WHEN CHALLENGE SUCCEED » INCREASE BY 1) >
P-9 > 005 > CHICKEN MOTOR SPEED > 1~5> 5 >
SET MOTOR SPEED - CHICKEN > INCREASE BY 1) >
P-A > 003 > CONVEYER MOTOR SPEED > 1~5> 3>
SET MOTOR SPEED - CONVEYER > INCREASE BY 1) >
P-B > 001 5 DEMO SOUND > 0/1> 1>
SET DEMO SOUND USAGE > QOFF / 1:ON) >
OUT % OUT 3 EXIT > > >
EXIT >




3-4. BOOKKEEPING DATA

DISPLAY "DAT" ON CHALLENGE SCORE FND, DISPLAY "MENU COLUMN" BONUS TICKET FND,
DISPLAY ALLOCATED INFO NUMBER OF "000 003" ON 1P 2P SCORE FND)

DISPLAY > SETUP FND > g g
(SETUP &> * DISPLAY > DESCRIPTION > REMARK
TICKET FND)>| g+ 16 BLANK >
B1 > 000 >| 003 > | TOTAL COINS > >
>
B2 > 000 > | 075> | TOTAL TICKETS > >
>
B3 > 000 > | 050 > | TOTAL CHALLENGE SUCCESS TICKETS > >
QTY >
B4 > 000 >| 006 > | REMAINING COIN 1P > >
>
BS > 000 > | 005 > | REMAINING COIN 2P > >
>
B6 > 000 >| 010 > | REMAINING TICKET 1P > >
>
B7 > 000 > | 015 > | REMAINING TICKET 2P > N
>
ouT > OouT > OUT > | EXIT > >

* Note : If SW4 is pushed for more than 1 second, it will clear all valves.



3-5. TEST MODE

DISPLAY "TES" ON CHALLENGE SCORE FND, DISPLAY "MENU COLUMN" ON BONUS

TICKET FND)
(SE'?:JS:II-:?\IY;&: DESCRIPTION>> ACTIVATING REMARK g
BONUS TICKET FND)> SW4 ENTER >

T-1> 000 > | INPUT TEST > PERFORM > >
DISPLAY INPUT STATUS ON EACH SCORE > ON MENU >
FND > STATUS >

T-2 > OFF > | LED AND FND TEST > ON / OFF > >
REPEAT LED LITS ON AND OFF / FND > >
0~9 DISPLAY >

T3> OFF > | 1P CHICKEN MOTOR TEST > ON > OFF > >

> ACTIVATE 1 TIME AND AUTOSTOP/OFF >

T4 > OFF > | 2P CHICKEN MOTOR TEST > ON > OFF > >
ACTIVATE 1 TIME AND AUTOSTOP /OFF >

T-5> OFF > | CONVERYER MOTOR TEST > ON/OFF > >
BALL MOTOR TEST - CONVEYER >

T-6 > OFF > | BALL HOPPER MOTOR TEST - ON/OFF > >

T-7 > OFF > | 1P TICKET DISPENSER TEST > ON > OFF > >
DISPENSE 3 TIKCETS AND > or >
AUTOSTOP/OFF > ON / OFF 3
IN CASE OF NO TICKET, KEEP MOVING >

T-8 > OFF > | 2P TICKET DISPENSER TEST > ON > OFF > >
DISPENSE 3 TIKCETS AND > or >
AUTOSTOP/OFF > ON / OFF >
IN CASE OF NO TICKET, KEEP MOVING >

T-9 > OFF > | COIN INHIBIT TEST > ON / OFF > >
COIN POWER OFF >

T-A > OFF > | TICKET COUNTER TEST > ON > OFF > >
ACTIVATE 1 TIME AND STOP /OFF > >

T-B > OFF > | COIN COUNTER TEST > ON > OFF > >
ACTIVATE 1 TIME AND STOP /OFF > >

T-C > OFF > | SOUND TEST > ON / OFF > >
ACTIVATE AND PLAY 1~? IN SERIES BY >
USING UP/DOWN BUTTON/ STOP SW4 >

OouT > ouT >| > > >




3-6. BOOKKEEPING DATA CLEAR

PRESS SW4 + POWER ON, DISPLAYS "CLR" ON SETUP FND AND ON CHALLENGE SCORE FND,

AND INITIALIZE BOOKKEEPING DATA.
SET UP VALUE OF PROGRAMMING MAINTAINS

3-7. FACTORY SETTING

PRESS SW3 + SW4 + POWER ON, DISPLAYS "FAC" ON SETUP FND AND ON CHALLENGE

SCORE FND, AND INITIALIZE BOOKKEEPING DATA.
SET UP VALUE OF PROGRAMMING BECOMES DEFAULT VALUE

3-8. ERROR CODE

REMARK

CODE > DESCRIPTION
CHICKEN MOTOR or LIMIT >

ERROR 01 > CHICKEN ASS'Y ERROR >
/ IN CASE OF NOiIMIP® SW SIGNAL AFTER > | SW > >
MOYOR AJIVATING > >

>

3-9. ERROR CODES
* ERROR 01 (CHICKEN ASS'Y ERROR)

1) CHECK THE CHICKEN ASS"Y CONNECTOR OR WIRES CONNECTION.
2) CHECK MOVING STATUS ON TEST MODE BY T-3 or T-4 ACTIVATING.
3) CHANGE A MOTOR IN CASE A MOTOR DOESN'T MOVE.

4) CHANGE LIMIT SW IN| CASE UMIT SW DOESN'T WORK.

5) CHANGE MAINBOARD IN CASE A TROUBLE CONTINUES.
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B C D E F

MARK | DATE REVISION DRAWN BY | CHECKED BY |APPROVED BY
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DRAWN BY | EXAMINATION [APPROVED BY| DATE | i50527

ITEM HUNGRY CHICKEN

CHOL.B S
SCH.NAME | yAIN 10

SCH.NO. |1/ 2

CODE.NO.

B C D = F




F

MARK | DATE REVISION DRAWN BY | CHECKED BY |APPROVED BY
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CONVERYER |2 2 A SIDE
BELT LED 12v_I¢
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H
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T
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T
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eveten (O ) I
1P T I I
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AS Y 1P BALL &gﬁ?
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