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LIMITED WARRANTY

t
This product is warranted against manufacturer defects or failure of electronic components for

I a period of one (1) full year. Valley Recreation Products, lnc. will repair or replace any

= component, assembly or subassembly that fails during normal operation, free of charge, for a

period of one (1) year. Any modification unaulhorized by Valley Recreation Products, lnc.

I made to any part of this product will void all existing warranties. This warranty does not apply
I to damage resulting from misuse, abuse, neglect, improper installation or maintenance.

I The foregoing warranty is exclusive and in lieu of all other warranties of merchantability,
I fitness for purpose and of any other type, whether expressed or implied. Valley Recreation

Products, lnc. neither assumes nor aulhorizes anyone to assume for it any other obligation or
I liability in connection with said product and will not be liable for consequential damages.I

Warranty service is available through your distributor.

I

Please fill in the appropriate information for easy reference.

SERIAL NUMBER:
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(Found on the upper right side of the lower cabinel near the hinge)

I
I
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NOTICE

This equipment has been tested and found to comply with the limits for a Class A digital
device, pursuant to Part 15 of the FCC Rules. These limits are designed to provide reasonable
protection against harmful interference when the equipment is operated in a commercial
environment.
This equipment generates, uses and can radiate radio frequency energy and, if not installed
and used in accordance with the instruction manual, may cause harmful interference to radio
communications. Operation of this equipment in a residenlial area is likely to cause harmful
interference in which case the user will be required to correct the interference at his own
expense.

Changes or modifications not expressly approved by VALLEY RECREATION PRODUCTS, lNC.
for compliance could void the user's authority to operate the equipment.

This digital apparatus does not exceed the Class A limits for radio noise emissions from
digital apparatus set out in the radio interference regulations of the Canadian Department of
Communications.

Le present appareil num6rique n'6met pas de bruits radio6lectriques d6passant les
limites applicables aux appareils num6riques de la Classe A prescrites dans le rdglement

sur le brouillage radio6lectrique 6dict6 par le ministere des Communications du Canada.

****************************t*********************

To ensure safety, modification to any part of this game is prohibited.

I
The keys to this game should not under any circumstances be left in the lockst .::......1...:1.::.:.:::':::.......:.'..:".',...*******

I

I This TECHNICAL MANUAL is subject to change. Supplement will be available upon request.

I
I

l
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GAME SPECIFICATIONS AND INSTALLATION

COUGAR SM DART GAME

GAME IN SHIPPED POSITION



GAME SPECIFICATIONS AND INSTALLATION

Specif ications:

THIS GAME IS SUTTABLE FOR INDOOR USE ONLY.
T
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Height: 86" upright
Weight: 203 lbs

Width i 24"
Voltage: 120 Volts

lnstallation:

NOTE: To install this game, a working area of approximately 6' x 4' with a g0"
ceiling clearance is needed. A rachet with a 112" socket is recommended
to secure the bolts to surface "8".

1 . Unlock and open swing down door "A" to access the electronics compartment.

2. Remove the washers and bolts "C" from lhe plastic bag stapled inside the electronics
compartment and set them aside within easy reach.

3. Slowly and carefully swing the upper seclion of the game upright bracing the back until
the game is securely fastened (step 4).

4. Verify that the wires are not pinched. Replace the washers and bolts "C" in the inside top
"B" of the electronics compartment and thread upward to secure the upper section of the
game. Tighten the bolts.

5. This game is equipped with an easily replaceable power/line cord. The cord is located inside
the pedestalwhen shipped and must be routed through the opening at the back of the game
prior to operation. To do this, follow the instructions below, refering to the illustrations on
page 2. Review FlG. 1 on page 2 before proceeding.

A Open coin door.
B. Remove and retain the screw in upper corner of the line cord cover. See FlG. 2.
C. Turn line cord cover to expose opening. See FlG. 3.
D. Locate line cord (inside pedestal), and route plug end through opening. Push the entire

length of the cord through the opening.
E. Return line cord cover to its original position making sure cord is inserted lhrough slot

in cover. Reinsert screw in upper corner and tighlen.

NOTE: lf the cabinet top must be folded down for any reason, the line cord must be placed back
inside the pedestal.

6. Move the game to its selected location without tilting it more than 10o. Plug line cord into
an appropriate outlel.

To ensure safety, it is
to the floor or to the
provided according to

CAUTION
recommended that the
wall with the Stability
the instructions on the

game be secured
Assurance Kit
following pages.
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ILLUSTRATIONS FOR LINE CORD ROUTING INSTRUCTIONS

NOTE:

COIN DOOR NOT SHOWN

LINE CORD OPENING
IN LOWER ELEC. SHELF

PEDESTAL BACK LINE CORD SHOWN
IN ASSEMBLED POSITION.

LINE CORD SHOWN
IN SHIPPING POSITION

3_D VIEW
FIG. 1

OF LINE CORD

UN€ CORO OPENING
IN PEOESTAL EACK

SCREW THAT MUST
BE REMOVED BEFORE
TURNING COVER

corN DooR NOT SIbWN

I
:

I
I
T

I
I
I
I
I
I
I

lt
I
I
I
I

RG. 2
FRONT UEW OF UNE CORD COVER IN CLOSED POSMON I

I
Ftc. 3

FRONT VIEY' OF LINE CORD CO\€R IN OPEN POSTlol{
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GAME SPECIFICATIONS AND INSTALLATION

STABILITY ASSURANCE KIT
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PARTS LIST

Eye bolt and chain fastened
with hex nut and screw

tllnTrrrrr

Machine Screw
#8-32x314"

o
Hex Nut
#8 -32

Bolt

Wall Anchor
Expansion Shield

1 l4x1-1 l4'

P

Floor Anchor
5/16x1-314"

Wire Eye

N

Flat Washer
Lag Bolt, Hex 11132', l.D.
5/16 x 4.5" 11/16" O.D.

INSTALLATION INSTRUCTIONS

TCOLSNEEDED: - Measuring tape

ATTACHMENT OF THE CHAIN TO THE WALL:

Step 1: Fasten eye bolt and chain to the game.

Screw the eye bolt with chain (D) into the
insert on the upper back wall of the game.

- Small screwdriver (Phillips and Flathead)
- Pliers or crescent wrench
- Drill with:

a 112" bit to secure the game to a hollow wall
a 112" masonry bit to secure the game lo a concrele, brick, or stone wall.

Fender Washer

TOP /BACK (CENTER)

EYEBOLT ''D,' W]TH
CHAiN ATTACHED

HEX NUT 
,'F,,

SCREW 
,'F''

Flat Washer
#10

Wood Eye Bolt

R
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GAME SPECIFICATIONS AND INSTALLATION

STABILITY ASSURANCE KIT

Step 2: Fasten to the wall according to the following instructions A, B, or C.

A. Hollow wall - plaster. drvwall. etc.

1 . With the game in the position where it will be played, mark a spot on the wall directly
in line with the eye bolt and chain attachment on the back of the game.

2 Drill a 1/2" diameter hole at the marked spot.

3. Unscrew the wings from the toggle bolt (H).
4. Place a fender washer (R) on the toggle bolt.
5. Place the toggle bolt (H) through a loop in the

chain a few inches from the end of the chain.
The toggle bolt (H) may have to be threaded
through the loop in the chain.

6. Slide a fender washer (R) on the toggle bolt (H)
and screw the wings back on.

wnsuEn "R"

TOGGLE WINGS

Push the toggle bolt (H) into the drilled hole in lhe wall.
Fasten the toggle bolt (H) tightly until the wings are snug
against the back of the wall as shown. Keep the chain
as laut as possible to minimize slack.

EXCISS SLACK
MtNlt"ltzf D

B. Concrete. brick. stone wall

1. With the game in the position where it will be played, mark a spot on the wall
in line with the eye bolt and chain attachment on the back of the game.

2. Drill a ll2" diameter hole, 1-114" deep at the marked spot.

7.
B.

HOLLOW WALL WITH
1 /2" o DRILL HOLI

directly

3.

4.

Pound the wall anchor
the wall surface.
Screw the eye bolt (J)
it is tight.

(K) into the hole until it is flush with

into the wall anchor (K) until

Thread the chain through the eye bolt and attach it to itself
with the screw (E) and the two hex nuts (F) as shown.
Keep the chain as taut as possible to minimize slack.

HEX

WALL ANCHOR

EYIBOLT ,'J''

5.

SCREW

NUTS 
,'F,'



5

C. Wood stud mounting

1 . With the game in the position where it will be played, mark a spot on the wall directly
in line with the eye bolt and chain attachment on the back of the game.

SCREW EYEBOLT

2. Screw the eye bolt into the stud at the marked spot.

3. Thread the chain through the eye bolt and attach it
to itself with the screw ( E) and the two hex nuts (F)

as shown. Keep the chain as taut as possible
to minimize slack.

ATTACHMENT TO THE FLOOR:

Fasten to the floor according to

Concrete floor

1. Mark three spots on the floor
according to the diagram.

NUTS "F"

L

the following instructions A or B.

2. Drill the lhree holes at the marked spots
112" diameter X 1-3/4" deep each.

3. Pound in lhe floor anchors (P).

r EACK EDG€ OF

/ c,rue (REF. UNE)

4. Align the holes in lhe base of the game with
the floor anchors (P).

5. Secure the game with the flat washers (N) and lag bolts (M)

6 Tighten the lag bolts until flush with the bottom of
the counterbored holes in the base.

Wood floor

1 . Position the game in its selected location.
2. Secure the game with the washers (N) and lag bolts (M).

NOTE: lf desired, a 1/8" diameter pilot hole maybe used
3. Tighten the lag bolts (M) until flush with the bottom of the

STABILITY ASSURANCE KtT

\L OUruNE OF BASE
(RELAN\€ TO MOUNT_

rNG HOL€S)

WASHER ''N,'

LAG BOLT ''M,'

GAME BASE

FLOOR ANCHOR 
,'P"

CONCRETE FLOOR

to start the lag bolt.
counlerbored holes in the base.



I GAME FEATURES

t A. Tru-Score - Software system for correctly scoring darts.

I B. Tru-Score ll - Detection of darts that miss scoring sectors of the target.

I This is indicated by a short tone.

I 
c' rnfrared Sensor 

ir:'::H[:t1J:?an;',:T:"fj,iffil"'rhe 
rarser and

! 1ffin,",".,,,,""
! :::il'li;'i:;:,:'J',mu'|a'live 

Mode

! :H:ilil:L?;:::ffi,1,.n*,,
- Ten Round Limit

I - Cricker Round Limir

- League Training Discounts

I - One-Darr-Out Calcutaror

- Power Failure Recovery

I 
- phyer Chanse Speed Up

I F. Diddle Time - Time allowed to practice or to establish position. (See the General

1; Playing lnstructions section in this manual.)

I G. Five Games - High Score, Shanghai, 901, 501, Cricket.

tl Five options ror 301/501 
il::i.i,l;*:i.:JJ, 

Doubre rn/Doubre out,

! 
Two Options for Cricker - Cut Throat, League

H. League Play - Permits 301, 501, Cricket or Cut-Throat team play.

I J. Handicap Round Features for 301/501 ptay

II.ticallyresetafter3ominutesifnodarthas
been thrown.

I M. Bookkeeping - Allows the operator to set the price for each game and to keep record
of games played and credits entered.

I
I
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TRU.SCORE II

Your Valley Dart Game is equipped with an impact sensor to detect darts which miss the target
area and bounce off the door or hit the dart catching ring; the darts which do not hit the scoring
area of the target are indicated by a short tone.
By sensing all the darts which have been thrown, the game can then tell the player to remove
the darts.
This feature is engaged or disengaged (locked out) using JU1 on the Controller Board.
This feature is factory adjusted and ready to use. lf further adjustments are necessary, refer
to the Dart Sensor Adjustment Procedure in this manual.

UPPER
DISPLAY

CABINET
SIDE
PANEL

TARGET
DOOR

(nrcessro)

MISSED DART SENSING AREAS

DART CATCHING RINGm
ffi

J
J
J

II
J
I
t
I
I
I
I
I
I
I
I
I
I
I

TARGET DOOR SURFACE
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INFRARED SENSOR

Your Valley Dart Game is equipped with an infrared sensor to detect the player removing darts
at the end of his turn.
The infrared sensor is activated after the 3 darts have scored or hit the door and have been
detected by the Tru-Score ll lmpacl Sensor. The player does nol have to push the Player Change
button as the game senses the player removing the darts. The "Don't Throw Dart" lamp will
light when the player's hand is detected by the infrared sensor. The game then automatically
moves on to the nen player's turn, a few seconds after the player has removed his darts and
walked away. The "Throw Dart" lamp will light.
However, if all darts have not been counted, such as when a dart misses the game completely or
when Tru-Score ll is disengaged and some darts missed the target area, the lnfrared Body Sensor
is not active and it will be necessary to press the Player change Button.
To adjust the infrared sensor sensivity refer to the lnfrared Sensor Adjustment Procedure in
this manual.

I.R. SENSOR ASS,Y

UPPER DISPLAY

CABINET
SIDT
PANEL

TARGET
DOOR

RECESSED)

I.R. BEAM
PATTERN

ili't6t
LI-]

z*1"

(

INFRARED DETEC]ION AREA
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DIP SWITCHES

TOP TOP

ROCKER S I.ID E

Dip Switches allow the operator to choose mode selection and option selection. The dip slvitcn
packages (SW1, SW2, SW3) are located on the Controller board.

Presently there are two types of DIP switches found in our games (SEE ABOVE). The switch is op:-
when the SLIDE bar is moved away from lhe "ON" position or when the ROCKER is depressed toward t::
bottom of the switch.

LEGEND FOR PAGES 10 . 14 DIP SWITCH SETTINGS

t=
ROCKER DiP SWITCH
SIDEVIEW

D
ROCKERPOSTTPN

(w-rERE DEPRESSED)

SLIDE DIP SWITCH
SIDEVIEW

t= ft

ISREPRESENTED BY

SHADEDAREA

ACTUAL POSITION

OF SLIDE STYLE DIP SWITCH

IS REPRESENTED BY

SHADED AREA

t
t
I
I
I
I
I
I
I
I
I
I
I
I

lI
I
I
I
I

12345678

ililil[il[ilil
oPEN _

oxt 2 3 4 5 6 7 8

ruiltilililtI
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DIP SWITCH SETTINGS

sw1

oN+
I-r-
Flru
Flc{

$rr5
2rtcn

Fl 61

I:-]-J
lTo

DOES l.lOT ACCUMUIATE CREDIT
ON E- DART-OUT CALCU IATOR ACTIVE

ATTRACT-SOUNDS ENABLED

,'ffihEg?xtHY

I sTARTTNG posmoNr cANNoTBEcHANGED
IRSENSOR DISENGAGED

I
I
T

t
t
t
t
t
t
I
f
I
I

ACCUMULATES CREDIT
ON E-DART-OUT CALCU I-ATOR I NACTIVE

ATTRACT-SOUNDS DISABLED
NO DARTALARM
NO POWER FAILURE RECOVERY

COUNTS3 DARTS PER ROUND

GAME STARTING POSITION OPTION
IRSENSORENGAGED

SWITCH
POStTtON

1 Allows the selection of accumulative/non-accumulative mode.
CLOSED Allows the game to accumulate credit.

nltI
OPEN Does not allow the game to accumulate credit.

[{OTE: ln the Non-accumulative mode, adding coins while game is in progress
will reset the game.

2 One-Dart-Out Calculator.
CLOSED No single-dart-out segment calculation is displayed.

I
I

OPEN Displays the segment(s) to hit in order to win in 1 dart.

3 Attract-sounds disablement.
CLOSED Tones are disabled during attract mode.

nI
OPEN Tones are enabled during altracl mode.
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CLOSED

!
OPEN

11

DIP SWITCH SETTINGS

sw1

Warning if the game is used before money is deposited.
No alarm whistle and the overhead lamp remains on.

Causes alarm whistle to sound and overhead lamp to go off when target is struck.
Overhead lamp remains off for 1 minute after last dart is thrown.

Power Failure Recovery. I
Does not allow the game to resume after an interruption in power. F

t
Allows the game to resume after an interruption in power. I
Allows the game to calculate the number of darts thrown.
Automatically iounts 3 darts per round except in handicap and winning rounds. I

I
Counts only each dart which hits the target or is registered by the dart sensor. I
Option in the method of starting a game using the Player Change Button.
The Player Change button can be used to start a game at a position other than one I
after the Remove Darts Time is over (5 seconds). (Ex. lf player 1 missed the target, F
lhe game can start with player 2.) I
The Player Change button can only be used to change the number of players in the SELECT
mode until the first dart scores. 

I

l#:?::".:#:il"Jff:"" I
I

lnfrared Sensor disengaged. t
I

I
I
t
I
I
I

6
CLOSED

!
OPEN

7
CLOSED

I
OPEN

5
CLOSED

!
OPEN

I
CLOSED

I
OPEN
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DIP SWITCH SETTINGS
sw2

301/501 GAME AS PROGRAMMED

OVERHEAD I-AA/P DOESNOT FIASH
HIGH SCORE 10 ROUNDS

CRICKET NO ROUND LIMIT

301/501 NO LIMIT
CRICKET 50 POINT SINGLE BULL

CRICKET DOUBLE BULL

DOUBLE BULL

0N+
rFl-l-*
l-t-
Srr5
Errcn
lFls1l-'-,
l-t-

1 CRED]T COST FOR ANY 301/501 GAME

OVERH EAD I.AIVIP FI.ASHES
HIGH S@RE7 ROUNDS
CRICKET ROUND LIMIT

301/501 ROUND LIMIT
CRICKET 25 POINT SINGLE BULL
CRICKET SINGLE BULL

SINGLE BULL

recommended for fluorescent light.)

I swtrcH. POSITION

I 1 League Training Discount (regardless of programming)t CLOSED 301/501 game costs one credit.

I

I

t-l

I
OPEN 301/501 options cost as programmed.

I 2 Overhead Lamp Option
|l CLOSED Overhead lamp flashes during WlN. (Not

r!
I 

OPEN Overhead lamp does not flash during WlN.

3 High Score Round Limit.
CLOSED Allows a seven round limit.

t-l

T

OPEN Allows a ten round limit.

t
I
I
t
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DIP SWITCH SETTINGS

SW2

Cricket Round Limit.
Determined by the Round-Out-Calculator (refer to page 15).

4

CLOSED

I
OPEN

5
CLOSED

I
OPEN

7
CLOSED

I
OPEN

8
CLOSED

I
OPEN

No limit.

301/501 Rou nd
Determined by the

Limit.
Round-Out-Calculator (refer to page 15).

6

CLOSED

!
OPEN

No limit.

Cricket Single Scoring BullseYe.
Only in effect when switch 7 is in closed (on) position.
Scores 2S-point Bullseye.

Scores SO-point Bullseye"

Cricket SingleiDouble Bullseye Option.
Scores Single Bullseye.
(Both sections score 1 mark and points according to SW2, position 6.)

Scores Double Bullseye. (lnner Bullseye = 2 marks and 50 points
Outer Bullseye = 1 mark and 25 points.)

Single/Double Bullseye option for all other games.
Scores Single Bullseye.

Scores Double Bullseye.
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TEAM LOSES WHEN PI.AYER "FROZEN"

T NORMAL TIME

T

I
t
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DIPSffi
sw3

0N -+
rI-]-
l-r..,lr--
(J-
Tr r$
ri-
z.l-J qt

tEo'l--,lr-r-

PIAYER BUSTS WHEN "FROZEN"

SPEED UP TIME

I 1 Option for "frozen" Player reaching zero during League.

! CLOSED Player will bust when "frozen" and reaches"0" during League, but the game

n will continue.

lt
r OPEN The team loses when one of its player is "frozen" and reaches "0" during League,

I and the game ends.

I 2 Option for shortened delay time between players.r CLOSED Time between players reduced to 2 seconds following removal of body from the lR Beam.rl
OPEN Time between players set at 3 seconds following removal of body from the lR Beam.I

t
t
t
t
I
1-
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ROUND.OUT-CALCULATOR

The cost of a 301 game is considered lhe "base" price to determine the number of rounds
of all the other games and options.

301 DOUBLE IN OR DOUBLE OUT 301 DOUBLE IN PRICE X 12
301 PRTCE

GAME

HI-SCORE

SHAT{GIIAI

301

301 DOUBLE IWDOUBLE OUT

301 MASTERSOUT

501

501 DOUBLE INYDOUBLE OUT

501 MASTERSOUT

CRICKET

CRICKET CUT-THROAT

ROUND OUT FORMUI.A

7/10 DIP SWITCH SELECTABLE

7

12

301 DOUBLE OUT PRICE X 12
301 PR|CE

301 MASTERS OUT PRICE X 12
301 PRTCE

501 PRTCE X 12
301 PRTCE

301 PRTCE

501 DOUBLE OUT PRICE X 12
301 PRTCE

501 MASTERS OUT PRICE X 12
301 PRTCE

CRICKET PRICE X 15
301 PRrCE

CRICKET CUT-THROAT PRICE X 15

501 DOUBLE IN OR DOUBLE OUT 501 DOUBLE IN PRICE X 12

301 PR|CE
[Example. lf a 301 game costs 3 credits and a 301 Double ln game costs 5 credits,
the number of rounds is 5/3 = 1.67 = 2.0e X 12 rounds = 24 rounds. l
NOTES:

. Any fraction of price ratios will round out to the next integer.

. Price ratios of 4 or greater will result in unlimited rounds.

' 301 Double ln will always be the same price as 301 Double Out, or vice versa.
The same is true for 501 Double ln or 501 Double Out.
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2.

3.

lnsert at least one coin. Select game by pushing one of the flashing selection buttons.
At this lime, price per player will be displayed. The number of coins entered wiil be
displayed in "TEMPORARY SCORE'. Enter correct number of coins for each player.

DIDDLE TIME

After coining up and selecting a game, but before pushing the pLAyER CHANGE Button,
there will be two minutes for players to "diddle" for position without setting;ff rhe
"DART ALARM".

Press the "P[-AYER GHANGE" button for the desired number of players if in
the accumulative mode. ln the non-accumulative mode the numbei of players is
determined by the amounl of credits; press the 'pl-AyER OHANGE" button once
to display the players' scores.

Wait for the "THROW DARTS'to be displayed (about 5 seconds) before beginning to play.
Any dart thrown before "THRow DARTS" is displayed will not receive a s@re.

To start the game:

. Throw the first dart, or

. Press the "LEAGUE" button to enter the Handicap Round (g01/501 only), or

. select a different game (the game selection can be changed by pressing
the button of the desired game and then the "pLAyER OHANGE,' button, or

if SW1 posilion 7 is closed:

' Press the "PLAYER CHANGE" button to start at a position other than one.

Each player throws 3 darts per round from the throw-line, g'from the
Shoot Darts Label on the base of lhe game.

After 3 darts have been thrown the player can remove the darls. lf the lnfrared
Sensor feature is engaged, lhe game will display "REMOVE DARTS" until the ptayer
moves away from the front of the game and will automatically change players.

NoTE: lf the 3 darts have not been registered the player must press "pLAyER
CHANGE'before removing the darts.

4.

5.
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PLAYING INSTRUCTIONS FOR EACH GAME

HIGH SCORE
- Each player throws 3 darls per round.
- Highest score after 7 or 10 rounds of play wins.

SHANGHAI

- Player(s) begin by throwing 3 darts per turn.
- The object is to hit each sector with one dart in sequence beginning with sector #1

and working up to sector #20, and ending with the bullseye. The player with the
highest score after 7 rounds or a "Shanghai" score wins the game.

- A "Shanghai" is an automatic win achieved by throwing 3 consecutive scoring darts
consisting of a single, a double and a triple sector in any order.

[Ex. Player is shooting for 4, 5, 6 in round 4 of game.
Player hits the triple 4 sector, then single 5 sector, and double 6 sector:
that qualifies as a "Shanghai".l

- Game will prompt player for next seclor at beginning of each round except 1st round,
first play.

301

- Beginning with a score of 301, player(s) must score down to exactly "0".
First player to reach "0" wins.

- Any points scored exceeding the point total needed to reach "0" for a win will result
in a "Bust". Player loses turn and forfeits any remaining darts not thrown.
Player's score will return to the original point total of round before "Bust".

501

- Same game as "301" except that the starting score is 501 points.
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PLAYING INSTRUCTIONS FOR EACH GAME

301/s01 0PTloNS

Double ln:
- Player(s) must hit a double number an inner Bull's eye or a 50 point outer Bull's Eye

to begin game play for each position. Player's score will remain at "301" until then.
Note: Darts lhrown prior to the first scoring-throw will not receive credit.

Double Out:
- Player(s) must reach "0" exactly by scoring a double number, an inner Bull's eye or

a 50 point outer Bull's eye. (A score of "1" will automatically bust player in this
game.)

Double ln/Double Out:
- This is a combination of the Double ln game and the Double-Out game mentioned

above.

Masters Out:
- This is played the same as Double Out, but the player can also go out by hitting

a triple or a bull's eye.

LEAGUE
- Can only be chosen when there are enough credits to start a four player 301/501 game.
- Players 1 and 3 are Team "A". Players 2 and 4 are Team "8".
- The objective is for one player on a leam to reach "0" ; the score of the other player on

the team must be less or equal to the total score of the opposing team. A player will not
be able to win the game if his partner's score is greater than the opposing team's
combined score; this situation causes that player lo be "frozen", i.e., if the partner's
score is 50 and the opposing team players have 15 and 10 totalling 25 poinls.
lf a player is "frozen" and reaches "0", lhe game will cause this player to bust when
DIP Switch SW3, position 1 is closed or the game will cause the team to lose when DIP
Switch SW3, position 1 is open.

CRICKET
- ls played using segments 20, 19, 18, 17,16, 15 and Bull's eye.

The objective is to close out and to score in one of the usable numbered segments.
A player can close oul a numbered segment by throwing 3 darts or the equivalent
of 3 darts into that particular number.

IEx. Before scoring can begin in #20, the player must throw 3 darts in the single,
or 1 dart in the single and 1 dart in the double, or 1 darl in the triple #20.1

- The player to close out a numbered segment first can score on that segment until
it is closed out by his opponent(s).

- The game ends when one player has closed out all segments from #20 through
Bull's eye and has the highest score, or tied for it.

Cricket Cut-Throat
- For 2, 3 or 4 players.
- ls played the same as Cricket, except that the player with a "closed out'! number adds

to the opponent's s@re.
- Player that has "closed out" all the numbers and has the lowest points wins the game.
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PLAYING INSTRUCTIONS FOR EACH GAME

CRICKET LEAGUE:
- Can only be chosen when there are enough credits to start a four player Cricket game.
- Players 1 and 3 are Team "A". Players 2 and 4 are Team "8".
- Before seoring can begin on a segment, both players on one team must have the number

closed out. Scoring only occurs against the opposing team member(s) not having the
segment closed out. [Ex. lf Team B has #18 closed out and only Player 1 on Team A has
#18 closed out, Team B can score until Player 3 closes out #18.1

- The game ends when both members on a team close out all segments 20-15 and
Bull's eye and have the highest combined score.

CUT-TIIROAT LEAGUE:
- ls played the same as Cricket League except that the points scored are added to the score

of the opposing team member(s)not having the segment closed.
The leam with lhe lowest combined score wins.

HANDICAP ROUND FEATURE

- "0" Round for handicapping players.
- Only handicapped player feats are tracked in "0" Round.
- Non-handicapped players are not affected in "0" Round.
- Handicap Round allows accurate scoring of darts thrown, feats and rounds for all

players ; No player adjustments are necessary al game's end.

To enter Handicap Round "0":

1 . Deposit coin.
2. Select 301/501, with/without options.
3. Deposit correct number of coins for game/options selected.
4. Push "PI-AYER CHANGE' and wait for "THROW DART" light to come on.
5. Push 'LEAGUE' button again to reach Round "0".
6. Using 'PLAYER CHANGE" button, advance to handicap playe(s) position to throw

darts.
7. After Handicap Round, advance back to Player ONE for Round ONE and the start of match.

CAUTION - ln Round "0" if a player is accidentally "skipped over",
advancing back around to that player will put you into Round One.

I
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FEATS READOUT

The feats will be displayed for a period of 6 seconds each.
The feats will continue to cycle for two minutes.
The display will then return to the ATTRACT mode display unless credits remain.
lf credits remain or are added during feats readout, a new game may be started.

SAMPLE FEATS DISPI-AY FORWIN

301/501 FEATS READOUT

Feats will be displayed one minute after the game has ended. To display feats sooner, press
"LEAGUE" button.

The feats that have

FEAT

Points per Dart

T

I
i
T

t
I
I
t
t
l"

WIN

been achieved will be displayed as follows:

AS SHOWN ON
TEMPORARY DISPI-AY DESCRIPTION

bJn

FljEl
Shows average points per
dart for each player

A win

I
I tl

f-f
U tl

6th Dart out bdc A win in 6 darts
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301/501 FEATS READOUT

A win in 7 darts

A win in 8 darts

A win in 9 darts

A win in the 4th round

3 Bull's eyes in one turn

A score of 100 to 150
in one turn

score of 151

one turn
or greater

zth Dart out

8th Dart out

gth Dart out

4th Round out

Hat Trick

High TON

Total number of Darts See Dip Switch setting SW1 ,

Thrown Position 6.

NOTE: A "bust" situation will cancel any feat obtained in that player's round.
The Hat Trick can be accomplished on an inner or an outer Bull's eye.
When 100 points or more are accumulated in a Hat Trick, the Hat Trick
will be the only feat recorded.
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Feats will be displayed automatically one minute after the game has ended. To display feats sooner,press "LEAGUE'button.

The feats lhal have been achieved will be displayed as follows:

ASSIIOWNONI
TEMPORARY DISPLAY DESCRIPTIONI

WIN A win

9 Mark 9 marks in one round

B Mark B marks in one round

7 Mark 7 marks in one round

6 Mark 6 marks in one round

5 Mark 5 marks in one round

Marking 3 different
unmarked triples in
one round

Marking 3 triple 20s
in one round

White Horse

To n- Eig hty

5n-r

t'iH

Hat Trick

I Er]

IRL Marking 3 Bull's eyes
in one round

trUIJ-I

LJn

Tn-,

ln-'
bnr

NoTE: Marking triples and marking bull's eyes indicate that the player is not closed out.
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BOOKKEEPING

FEATURES

Bookkeeping is a programming device to set prices for each individual game as well as a system
to keep record of games played and credits entered. Prices and records are retained in a battery
backed up RAM. The validity of this RAM is tested every lime the game is powered up. (See the
Self-Checking Software section in this manual.)

Bookkeeping features two modes:

The Programming mode, displayed as "Prg", allows the operator to set the price for each
game, including options, as well as to set the number of credits for the value of each coin slot.

The Bookkeeping mode, displayed as "StA" (for statistics), allows the operator to
determine the amount spent for each game, the total number of credits entered in the left and
the right coin slots and the total number of credits spent.

OPERATIONS

NOTE: lt is necessary to enter a security code before either the bookkeeping
mode or the programming mode may be used.
This security code will prevent an unauthorized person from changing any settings.
Entering an invalid security code will cause the game to relurn to the attract mode.
You may change this 4-digit security code which is set at'0000" on a new game.
(The four zeros were entered by pressing Bull's Eye 4 times.)
For further information, see Bookkeeping Security Code section.

The following parts of the game are used to enter and change data:

ON THE CONTROLLER BOARD

- SW4: Press once lo enter the TEST mode (tSt).
- SWS: (RESET) Press once lo reset and exit from "StA'or "Prg".

TARGET:

- To enter any number, press the corresponding segment 1-20.
Doubles and triples have the same value as singles.

- To enter zero, press Bull's eye.
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BOOKKEEPING

PROGRAMMING MODE

This mode is used to change the price of games, the number of credits per coin, the language
of the'CREDITS PER PLAYER" message, and the coin counter advances per coin.
Once in the "Prg" mode, any of these areas may be altered without leaving and re-entering
the "Prg" mode.

Gettino in and out of the Prooramming Mode (Prg)

while in the ATTRACT mode or SELECT mode before the beginning of a game:

- Press SW4 to enter the TEST mode (tSt).

- Press the 'LEAGUE" button twice to enter the Programming Mode "prg".

- Enter the security code.

- lf desired, change data. (See next page.)

- Press "PLAYER CHANGE" or resel SWS to return to ATTRACT mode or SELECT mode.

Price Programming:

NOTE: Your game will come with the following factory setting for each game:

1 CREDIT 2 CREDITS 3 CREDITS

HIGHSCORE 301 DOUBLE IN 501 DOUBLE IN
SI+NGHAI 301 DOUBLE OUT 501 DOUBLE OUT
3 O 1 301 DOUBLE IN/DOUBLE OUT 501 DOUBLE IN/DOUBLE OUT

301 MASTERSOUT 501 MASTERSOUT
501
CRCKET
CRICKET/CUT-THROAT

I To familiarize yourself with these settings, while in the "Prg" Mode press each
' game button. An amount will be displayed in "CREDITS PER PLAYER" for each

I 
game. Follow the steps on the next page to change any setting.

t
T
II



BOOKKEEPING

While in the "Prg" mode:

- Press the button of the game requiring a price change. The lamp for that game will light and

the number of credits per player for that game will be displayed.

- Enter a new price by pressing the appropriale target segment.

- Store the selection by pressing the 'LEAGUE" button.

- Press the button of the next game requiring a price change.

[Example: lf you wish to program a 301 game with Double ln and Double Out for 3 credits,

press the 301, Double ln, Double Out buttons. All three lamps will light.

Now press the "3" on the target and press.LEAGUE' to store it.l

NOTE: The Double ln and Double Out options, pertaining to the 301/501
games will automatically program to the same value.
(i.e. lf you program a 301 Double ln for 2 credits, 301 Double Out
will automatically become 2 credits, and vice versa.)

Cash/Play Programming

This feature allows the operator to control the number of credits for the value of each coin.
This feature is useful when coins with different values are used.
NOTE: Your game will come with a factory setting of:

1 QUARTER = 1 CREDIT = 1 COIN METER ADVANCE

As long as you wish to retain this credit programming, omit the cash/play
instructions. lf you elect to observe or change any portion of that credit
programming use the following steps.

While in the "Prg" mode:

- Drop a coin into the right coin slot. The number of credits for that coin will be displayed.

- Change to the desired number of credits by pressing the appropriate target segment.

- Store this number by pressing the "LEAGUE" button.

- The number of credits will go out for a few seconds, then another number will be displayed.

This number represents the advances of the coin counter for the coin in the right slot.

It is suggested that the number of credits and the advance-number be the same, but they may

be different to serve your purpose.

- Change the advance-number by pressing on the target to enter the advance-number desired.

- Press "LEAGUE'to store the new advance-number.

- Use the same procedure for the left coin slot.
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BOOKKEEPING

I Messases:

The message "CREDITS PER PLAYER'can be displayed in different languages.Ir NOTE: Your game will come wilh a factory setting in the English version.

I ii,i":J H:t,ilJi::h'ni"ijlJlJ#'ist;,t#i ll;":il'tffii:"J"",'"#xi,"n,

I While in the "Prg" mode:
r - Press the "MASTERS OUT" button for lhe previously programmed message.

| :::::;T:ilH[:ffi::i::i:;il:1;:"T:::ii,1l'il,sasepr.srammns r.u,ne

| 
- Press "PLAYER CHANGE'to exit the "prg" mode.

I Easv Factorv Settino:

I To return to one of the initial factory settings without having to reprogram all the game settings:

I While in the'Prg" mode:

I - Press the "MASTERS OUT" button once for the programmed message currenily used.

I - Press the "MASTERS OUT'button again untilthe message in the desired language is displayed.

I - Press and hold the "LEAGUE" button and press the "MASTERS OUT' button simultaneously.
The ganne will beep to signal that the initial factory settings have been programmed.

I
BOOKKEEPING MODE

I This mode is used to keep track of the credits entered and the games ptayed. Refer to rhe

- programming mode to alter the information displayed.

I Getting in and our of rhe Bookkeeping Mode (SrA)

I 
While in the ATTRACT mode or the SELECT mode before the beginning of a game:

- Press SW4 once to enter the TEST mode (tSt).

t 
- Press the "LEAGUE" button once to enter the Bookkeeping Mode 'StA'
- Enter the security code.

I - Obtain the desired statistics using the game and coin switches.J - Press "PLAYER CHANGE'or TEST button SW4 to exit.

I

I
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BOOKKEEPING

llglE: - When the TEST button SW4 is used to exit the bookkeeping mode all
totals will be erased and the game will return to the TEST mode (tSt).
Data in programming is not affected.
lf the RESET button SW5 is accidentally pressed or power is turned off,
data will be retained and the game will return to the ATTRACT mode or
the SELECT mode if credits were left over when bookkeeping was
started.

- When the "PLAYER CHANGE" button is used to exit the bookkeeping mode
all totals are retained and the game will return to the ATTRACT mode.

Coin Slot Totals

The information on credits will be displayed as follows:

tot
rrxrr

rrxrr

The "L" and "r" represent the left and the right coin slots. The upper right digit following "L"

represents the number of advances for the left coin slot. The lower right digit following "r"

represents the number of advances for the right coin slot.

Game Totals

Press any game/option button to obtain information on games.

The information will be displayed as follows:

tot

c

rrxrr

rrxrr

The upper right digit following "P" represents the number of players in the selected game.

The lower right digit following "C" represents the number of credits spent for the game.

[Example: P=4 and C=8 indicates that four players used two credits each.]
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BOOKKEEPING

Other information displayed

While in the "StA" mode:

To relurn to coin totals:

- Press "MASTERS OUT" lo obtain the number of credits passing through each coin

slot.

- 'Press "LEAGUE" to obtain the combined total of credits for both the left and the right

coin slots for all the games played after last reset.

To exit without clearing totals:

- Press'PLAYER CHANGE" button.

:

- Press'TEST" button, SW4.

SECURITY CODE

It is recommended that each operator change the security code from the factory setting
to another numerical sequence to insure against any unauthorized access.

Changino the Security Code

1 . Press the SW4 switch on lhe Controller board. "tSt" will appear in the "Temporary
S@re" display for TEST mode.

2. Press and hold the "PI-AYER CHANGE" button while entering the OLD code via
the target segmenls. "Ent" will appear in the "Temporary Score" display.

3. Release lhe "PI-AYER CHANGE" button and enter the NEW code via the target segments.
The 4 numbers of the new security code will appear one each in the players' display.

4. Press the "PLAYER CHANGE" bulton once to return to the TEST mode.

5. Press the "PI-AYER CHANGE" button twice to return to the ATTRACT mode.

NOTE: lf changing to a RAM chip that is not factory initialized, you will need
to enter the security code and to follow the Bookkeeping Programming
Mode procedures.
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SELF-CHECKING SOFTWARE

The following self-checking tests are done automatically by the software used in our game,

1. POWER-UP SWITCH TEST - Used to check the ten (10) front panel switches.

lf a switch is closed, the three (3) character identification will be displayed and
a tone will sound (see next page for abbreviations).

2 . TARGET WATCHDOG - Used to check target switches. lf a segment is stuck
closed, a "beep" tone will be heard and the problem segment number will be

displayed on the "TEMPORARY SCORE'.
NOTE: The lamps flash in addition to the signal stated above when a segment

becomes stuck during the play of a game. Once the problem has been
corrected the score will be given after a 3 second delay.

3 . POWER-UP RAM TEST - Used to test RAM for valid data on power-up.
lf a problem with the data is found, the RAM will be reprogrammed with factory
settings and the credit message will be blanked. lf this condition occurs it is
recommended to replace the RAM.

DIAGNOSTIC ROUTINES

Each game has built-in diagnostic software. The scope of this software is to test the
electronic hardware, to verify that the game is functioning properly, and to indicate
problem areas.

There are two push button switches located on the Controller board inside lhe electronics
compartment:

SW5- right hand switch is a RESET button. Pressing this switch resets the game.

SW4- left hand switch is the TEST button. Pressing this switch puts the game in

self-diagnostic mode.

To enter into the TEST mode (tSt), press the test switch. The "TEMPORARY SCORE"
display will read:

To exit the TEST mode (tSt), press the 'PLAYER CHANGE" button. The game may now be
used as normal.

The following nine tests may be used while in the TEST mode (tSt).

Test One - Push Button Switch Test
Press test switch SW4 once to enter the TEST mode and press it again to activate this test.
NOTE: The game must first be in the TEST mode (tSt).

Displays will be blank until the first switch is pressed. This test will check
the operation of all the front panel switches. As each switch is pressed, the
"Temporary Score" will display three (3) characters to identify it.
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DIAGNOSTIC ROUTINES

The characters displayed for each switch are as follows:

!-! ! '],
(H|GH SCORE SWTTCH)

tj, !-l i
(SHANGHAT SWTTCH)

(301 SWTTCH)

'1, il! !

(s01 swrTcH)

l-fr- r- r]
(cRtCKET SWTTCH)

t:f I l-f
(DOUBLE tN SWTTCH)

tt
tlr t]r l]

(DOUBLE OUT SWTTCH)

---I ll I l-l

(MASTERS OUT SWTTCH)

!- !: !:!
(LEAGUE SwtTCH)

r-r r r-r- r- r-
(PlsYER CHANGE SWTTCH)

To exit this test press the TEST switch and return to the TEST mode (tSt).
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DIAGNOSTIC ROUTINES

Test Two - 7-Segment Display Test

To activate press the "HIGH SCORE' button. Each display will
segments have been checked this test will automatically return
To interrupt this test press the "HIGH SCORE" button.

Test Three - Arrdio Tast

To exit this test press the "301" button.

ln the TEST mode (tSt) to mark the difference 6 =
Test Five - I amn Tccl

show 0-9. After all
to the test mode.
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To activate press the "SHANGHAI" button. This will generate a tone to check and to adjust
the volume of the audio circuit. The volume adjustment is located on the Controller board
in the very upper right corner at location R33.
To exit this test press the .SHANGHAI" button.

Test Four - Taroet Seoment Test

To activate press the "301" button. The "TEMPORARY SCORE" display will be blank.
This test is used to check that each segment of the target will register darts thrown at it.
As each segment is depressed, its value or designation will be displayed on the
"TEMPORARY SCORE" dispiay. A double or triple will be shown as a "d" or "1" preceding
the number of the segment [Ex. A double 20 will be displayed as d20].
ln addition to the temporary score, player's 1-3 score digits show the status of DIP
switches 'l-3 respectively. The status is shown as an hexadecimal number.

6 b= !:,

To activate press the "501" button. Each lamp will light individually in the following
order: Remove Darts, Throw Darts, Logo, Player Change, each game selection button
from left to right and the overhead light.
After each lamp has been checked, this test will aulomatically return to the TEST mode.

Test Six - Cricket Display Test

To activate this test press the .CRICKET" button. The LEDs will light sfarting with
Player 1 - 20 through Bull, Player 2 - 20 through Bull, Player 3 - 20 through Bull,
and finally Player 4 - 20 through Bull. This will be followed by Cricket backlighting
lamps in the same order, each of the four-Player lamps and all the LEDs in the Dart
lndicators.
It is possible to skip from one phase of the test to the next phase of the test by pressing
the "CRICKET" button. For example it is possible to go into the Cricket backlighting
lamps test before the end of the Players LEDs test.

Test Seven - Burn-ln Test

To activate this test press the 'DOUBLE lN" button. This test is a production burn-in
test used to cycle on and off all the lamps and LEDs and their associated circuitry.
Press and hold the "DOUBLE lN' button. All lamps will light.
Press the "DOUBLE lN' button again: all lamps will turn off, all LEDs will light.
Press the "DOUBLE lN" button once again lo return to TEST mode.
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DIAGNOSTIC ROUTINES

NOTICE: For Tests Eight and Nine to function properly be sure that the jumpers are
in the correct position to enable the circuitry. To accomplish Tests Eight and
Nine, other portions of the circuitry must be functioning properly. We suggest
lhat Test Three and Test Five be completed before attempting these tests.

Your game is shipped to you with the Tru-Score ll (Dart Sensor) and
lnfrared Sensor Features engaged.

The Dart Sensor Feature selection jumper is located below SW4 on the Controller
board at location JU1. To disengage it, move the jumper clip to the right covering the
middle and right pins.

To disengage the lnfrared Sensor Feature open Position 8 of DIP Switch 1.

NOTE: Always disengage the Dart Sensor feature at the jumper clip and the lnfrared
Sensor feature at the DIP Switch, NOT by unplugging the cords or ribbon cabte
because that WILL NOT fully disengage the circuits.

Test Eioht - lR Sensor Test

To activate this test press the 'DOUBLE OUT" button. At this time the "LOGO" lamp will
light signifying the test is active.
To test the lR $ensor, stand in front of the game at arms length. The "THROW DARTS"
lamp should be lit. Move your hand slowly upward towards the target. As your hand enters
the lR sensor detection area (a couple-inches below the lower part of the dart catching
ring), the "THROW DARTS" lamp should go out and the "REMOVE DARTS'lamp should light.
Remove your hand and ensure that the'REMovE DARTS' lamp goes out and the "THRow
DARTS" lamp lights. lf adjustments are necessary, refer to the lnfrared Sensor Adjustment
Procedure on the following page.
To exit this test press the'DOUBLE OUT" bulton.

Tesi Nine - Dart Sensor Tesl

To activate this test press the 'MASTERS OUT" button. The'LOGO' lamp will flash
signifying the test is active. To test the dart sensor and its circuitry, tap the front
panel and listen for an audible "Beep" from the speaker. The "REMOVE DARTS" lamp
will flash as the "Beep" is sounded.
lf no "Beep" is heard, an increase to the sensitivity may alleviate the problem.
The sensitivity adjustment is located at R17 on the controller card, just to the left of
the two RCA plugs. {See Dart Sensor Adjustment procedure.)
To exit this test press the'MASTERS OUT" builon.

The "LEAGUE" button is reserved for entering Bookkeeping and Programming modes.
(See the Bookkeeping section.)

This concludes the Diagnostic routines.

Press the 'RESET' button on the CPU Board or the "PI-AYER CHANGE' Button to return
to the ATTRACT mode.
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INFRARED SENSOR ADJUSTMENT PROCEDURE

To adjust the lR Sensor sensitivity:
. Put the game in the TEST mode (tSt) by pressing SW4 on the Controller board and

the "DOUBLE OUT" button.
. Access the potentiometer through the hole on the right side of the lR sensor housing with

a small blade screwdriver. The sensitivity is decreased by turning the screwdriver in
a clockwise direction and is increased by turning in a counter-clockwise direction.

NOTE: The following steps should be performed without darts in the target or dart catching ring
and while standing to the side of the game. Also make sure the target door is in place.

1 ) Turn the potentiometer back and forth to find the sensitivity threshold point of the
lhe sensor. This is the point at which the "THROW DARTS" lamp turns off and the "DON'T
THROW DARTS" lamp come on.

2 ) Slowly turn the potentiometer clockwise until the "THROW DARTS" lamp comes on.

3 ) Verify the adjustment:

. Stand in front of the game at arms length from the target. Starting at the logo below the
target, move your hand upward towards the lR Sensor. The threshold poinl should be at
a level where the hand passes between the dart catching ring and the bottom of the door.

4 ) Repeat steps 1 through 3 until the lR sensor is properly adjusted.

DART SENSOR ADJUSTMENT PROCEDURE

NOTE: Set up and test should be done on site.

. Put the game in the TEST mode (tSt) by pressing SW4 on the Controller board and
the "MASTERS OUT" switch. The center lamp on the door will be flashing.

. Starl with the lowest sensitivity setting on the potentiomeler, R17 on the Controller
board, full clockwise to 7 o'clock.

. Turn the potentiometer, R17, up lo 6 o'clock setting.

. Throw bar darts at all areas on the door. (Bar darts have the lightest weight.) Dart
detection is indicated by a short tone and "Remove Darts" lamp will flash on, then off.

. Repeat this procedure, by using small increments when turning up the potenliometer,
R17, counler clockwise until all darts lhrown with reasonable force at the door are
detected by the microphones.

CAUTION : DO NOT OVERSENSITIZEI
Loud music will cause oversensitivity of Dart Sensor to deduct darts. When properly
adjusted, however, the Dart Sensor can operate up to 110 decibels sound level.

FINAL NOTE: lf you choose to disengage the Dart Sensor, LEAVE THE DART SENSOR PLUGGED lN
and disengage the circuit by moving JU1 to the LOCKOUT position. lf this method
of eliminating this feature is not followed, potential problems for game
performance exist.
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GENERAL MAINTENANCE

To replace Lamps in the Upper Disptay:

. Turn the game off and unplug from the wall outlet.

. Tools needed:

- #1 Phillips screwdriver

- #2 Phillips screwdriver

. Remove the four corner screws holding the Shroud and Display sub-assembly.

. Slowly pull the Shroud and Display sub-assembly and turn it over.

. Remove the quick-disconnect tab to disconnect the ground wire.

. Disconnect the in-line power connector and the ribbon cable

. Remove the four screws holding the marquee.

. Replace lamps as necessary.

CAUTION:

- Make sure the ground wire is reconnected.

- Make sure the wires are tucked under lhe channel cover when replacing the Shroud
and Display sub-assembly.

To remqJe-debris and lips lrom the target:
. Turn the game off and unplug from the wall outlet.
. Open the lock on the Cabinet Top Dart Door.

. Remove the door.

. Flip down the right and left latches in the upper corners of the Spider DCR Board.

. Carefully lower the Spider DCR Board and remove debris and tips.
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TROUBLE SHOOTING

This troubleshooting section provides quick solutions to game problems and guides the more
experienced technician in pinpointing possible trouble areas.
This section is not intended to be a service guide.

GENERAL SYMPTOMS POSSIBLE CAUSE/SOLUTION

Game unplugged
Main power switch off
Power cord not fully connected to the power supply
Fuses blown.
F1, F2 on High Voltage Board.
F5, F6 on Low Voltage Board.

Check power cable from display.
Flefer to cther symploms in the Upper Display

Segment jammed.
(Temporary Score shows the segment number)
- Push on segment to release.
Dart tip stuck in/or between segments.
- Lower DCR board and inspect for debris or tips.

. Stuck game switch.
(Temporary Score indicates which switch)
- lnspect switch for jamming.
- lf switch is good swap Controller board.

. Check fluorescent lamp and starter.

. Plug in light fixture to power supply.

. Make sure connections correspond to High Voltage
power supply.

. Swap High Voltage Power Supply board.

. Swap Controller board.

Dip switch setting SW2, position 2
High Voltage Power Supply board Q1, U1.
Controller Board U6, U5.
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TROUBLE SHOOTING

GENERAL SYMPTOMS POSSIBLE CAUSE/SOLUTION

THROWDONT THROW PANEL
LAMPS OUT

GAMESWITCH LAMPS NOT UGHTING

WHEN TURNED ON, GAME DISPI.AYS
SCORES FROM ISSTGAME PLAYED

Check bulbs (Refer to parts list for proper replacement.)
Controller board connection Jg, lC'S U3, U5, U6, U7,
U8, U9, Q4, Q5.
QUICK FIX: Swap Controller Board.

Light bulb blown. (See parts list for proper replacement.)
Controller board connectors J1 or J2,lCs U2, U3.
lO's U3, U4, U8, Ug OR U10.
See schematic for driver display associated with
lamp in question.
QUICK FIX: Swap Controller board.

Hit necessary segments to end game.
Power failure recovery option.
- See dip switch setting for power failure recovery.

GAME LOCKTNG UP (NO RESPOTISE
FROM COIN GAIvIE SWITCHES OR
TARGET, OR GAI\iIE RESETTING
AT RANDOM

Grounding problem
- Make sure game is plugged in a three-wire outlet

(earth ground).
- Make sure ground wire from coin mechanism frame

is securely fastened to the power supply chassis.
- Check conneclions from transformer to power supply

boards.
- Check power supply harness connections for a clean

tight fit.
- Check tightness of hardware.
- Make sure the socket connections on the Controller

board are clean and tight.
QUICK FIX: Swap Controller board.

(See "Upper Display" in lhis troubleshooting section.)

GAME LOCKING UPAFTER FIRST
THREE DARTS

Check lR Sensor calibration.
(Refer to Test Eight in the Diagnostic routines in the
manual.)
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GENERAL SYMPTOMS POSSIBLE CAUSE/SOLUTION

WILL NOT RESUME GAME LOST IN

PROGRESS AFTER POWER FAILURE

. Power failure recovery disengaged

. Check dip switch setting

. Check RAM U16.
Re-enter security code (see "Security Code" in Book-
keeping section in manual and reprogram RAM or
install a pre-programmed factory RAM.

GAME FEATURES I{OT WORKING . Software related.
- Check EPROM for correct version (number listed

under "Table of Contents" in lhe manual.
- Refer to "Dip Switch Settings" section in the manual

DIP SWITCH FEATURES NOT WORKING . Debris in Dip Switch, bad connection.
. Dip Switch settings

- Refer to "Dip Switch Settings" section in manual.
QUICK FIX: Swap Controller Board.

NOT READING GAME SWITCHES . Check corresponding switch for closure.
. Controller connectors J1 or J2, lCs U1 or U4.
. Check if switch mechanism is snug in plastic housing.

QUICK FIX: Swap Controller board.

301 AND/OR CRICKET GAME ENDING
BEFORE FINISHED

. 301 round limits enabled.
- Disable positions 4, 5 on SW2. (See "Dip Switch

Settings" section in the manual.)

TARGET SYMPTOMS POSSIBLE CAUSE/SOLUTION

GAI/E NOT DEDUCTING NON-SCORING
DARTS

. Dart Sensor circuit disabled.
- Move Ju1 off lockout.

. Verify connections to Matrix lnterconnect board J3,
J4.

. Sensivlty set too low.
- Refer to "Dart Sensor Adjustment Procedure"

in the manual.
. Controller board lC U21
. Target door not tight against the target.
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TROUBLE SHOOTING

TARGET SYMPTOMS POSSIBLE CAUSE/SOLUTION

GAME DEDUCTING DARTS
ERRATICALLY

. Sensitivity too high.
- Refer to the "Dart Sensor Adjustment Procedure,'

in the manual.
. Music or other noise is causing a malfunction.

- Refer to the "Dart Sensor Adjustment procedure,'
in the manual.

TARGET "DEAD' DURING GAME AND
TEST MODE
(TEST 4 -D|AGNOST|C ROUTTNES)
NOTE: THE TERM "DEAD" IS USED
WHEN TARGETSEGMENT DOES NOT
REGISTER DARTS THROWN AT IT.

. Targel unplugged at J1 or J2 of Matrix lnterconnect
board.

. Check Controller board U9, U10, U11.

TARGET"DEAD'' DURING GAME ONLY . Dart Sensor circuitry malfunction
- Disable dart sensor circuitry by putting JU1 on the

Controller board in the lock out position.
- Check U14 on the Controller board.
- Check dart sensor connections.

ONEOR IVlf,RE QUADMNTS NOT
SCORING (SEE TABLE NEXT PAGE)

Check Matrix Switch and connections.
Controller board U11, U9, U10.

FOUR REIATED SEGMENTS OF TARGET
NOT SCORTNG (SEE TABLE NEXT PAGE)

Check Matrix Swilch and connections.
Check Controller board U9, Ui 0, U20

ONESEGMENT, OR SEVEML
UNRELATED SEGMENTS NOT SCORING

. Bad physical contact belween target segment and Matrix
Switch.
- check for short on Matrix lnterconnect board.

. Bad switch pad.

BULLSEYE NOTSCORING
CORRECT AIUOUNT OF POINTS

. Dip Switch setting.
- Check positions 6,7, 8 on SW2. (See "Dip Switch

Settings" section in manual.)
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TROUBLE SHOOTING

TARGET QUADRANTS

THERE ARE FOIJR QUADRAT{TS DETERMINED BY THE STROBE UNES:

I
I
T
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T

T

T

T

T

T
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T

T

I
I
T

T

T

T

RELATED SEGMENTS IN GROUPS OF FOUR.

d2 2 d15 d10 10 d6 6 d13

d44d18d11d2020d5
d16 16 d7 d19 19 d3 3 d17

d12 12 d9 d14 14 d1l 11 d8

QUADMNT 1 PIN 19

QUADMNT2 PIN 20

QUADMNT3 PIN 2

OUADMNT 4 PIN 1

B

17

13

5

2, 15,10, 6, 13, BE

4, 18, 1, 20, 5

16,7, 19, 3, 17, DBE

12, 9,14, 11, I

DBE T12 T9 T14

BE T16 T7 T19

T2 T15 T10

T4 T19 T1

T11 T8

T3 T17

T6 T13

T2O T5

UPPER DISPLAY SYMPTOMS POSSIBLE CAUSE/SOLUTION

DISPI-AYS GARBLED, RANDOM I.AMPS,
NO COIN ACCEPTANICE TONIE

. Conlroller board U12 or U15.
QUICK FIX: Swap Controller board.

DISPLAYS GARBLED BUT COIN
ACCEPTA ICETOTIEO(

. Controller board J11, U24.

. Check tightness of hardware

. Check shroud regulator voltages (+5V, +3V DC).

QUICK FIX: Swap Shroud assembly or Display board.

COIN MECHANISM CREDITS POSSIBLE CAUSE/SOLUTION

GAA/E FUNCTIONING BUT NOT
GIVING CREDIT

. Coin cable harness.

. Controller board J14, U18.

. Coin switches not programmed.
- Refer to "Cash/Play Programming" in Bookkeeping

section in the manual.

GAME NOT ACCUMU I.ATING CREDITS
OR APPEARS TO BE LOSING CREDITS

. Dip Switch setting.
- Check position 1 on SW1. (See "Dip Switch Settings"

seclion in the manual.)
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AUTOMATIC
PLAYER CHANGE

POSSIBLE CAUSE/SOLUTION

GAME NIOT CItANGNG PI-AYERS
AUTOMATICALLY

. lR sensor's sensitivity set too low and not seeing the
removal of darts.
- Re-calibrale lR sensor.

(Refer to Test Eight in the Diagnostic Routines section
in the manual.)

- Check Dip Switch for lR sensor
- Check Cable al J12 on Controller board.

GAME CHANGING PI.AYERS, BUT NOT
SWITCHING TO'THROW DARTS"

. Dart still in the target.. lR sensor's sensivity set too high.
- Re-calibrate lR sensor.

(Refer lo Test Eight in the Diagnostic Routines section
in the manual.)

CIAME CF|ANGING PLAYERS
ERRATICALLY

. lR sensor's sensivity is set on threshold point.
- Re-calibrate the lR sensor.

(Refer to Test Eight in the Diagnostic Routines section
in the manual.)

SOUND SYMPTOMS POSSIBLE CAUSE/SOLUTION

I{OSOUND . Volume down.
- Turn pot R33 (CW)

. Speaker harness unplugged.
- Check J6 on the Controller board.
- Check Controller board Q6 or lCs U28, U12, U7
QUICK FIX: Swap Controller board.

GAME CONITINUALLY BEEPING AND
LIGHTS FI.ASH I NG/NOT FLASH I NG

. Refer to general symptoms section.

GARBLEDSOUND . Speaker.
. Controller board lCs U28 or Q6.

CONSTANT HUMMING SOUND . Grounding problem.
- Refer to game locking up or resetting at random.

. Check Controller board U28, Q6.
QUICK FIX: Swap Controller board.

Swap Power supply.
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BOO KKE E PIN G.CASH/PLAY POSSIBLE CAUSE/SOLUTION

CREDITS PER GAME NOT ilTATCHING

FACTORYSETTING

. RAM programmed improperly
- Refer to "Programming Mode" in "Bookkeeping" section

in the manual.

CREDITS PER PI-AYER MESSAGE
NOT IN PROPER I-ANIGUAGE

. Programmed incorrectly.
- Refer to "Messages" in lhe "Bookkeeping" section in

the manual.

TOTATS ARE l.lOT STORED FOR FACH

GAME

. RAM not initialized.
- Refer to "Changing Security Code" in "Bookkeeping"

section in the manual.
. Change RAM, U16

- Re-enter security code (see "Security Code" in the
"Bookkeeping" section in the manual and reprogram
the RAM or install a pre-programmed factory RAM.

GAME RETURNING TO ATTRACT MODE
WHEN SECURITYCODE IS ENTERED

. lnvalid security code.
- Enter 4 bullseyes

lf successful, check cash/play programming and enter
a new security code.
lf unccessful, change RAM to a factory initialized RAM.
(Refer to "Security Code" in the "Bookkeeping" seclion
in the manual.

" CREDITS PER Pl3YER" MESSAGE
BLANK

. Problem with the battery baccked-up RAM not
retaining data.
- Replace with a factory initialized RAM.



PARTS LISTS

SCHEMATICS

DIAGRAMS

VALLEY RECREATION PRODUCTS, INC.
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CONTROLLER CARD COMPONENT LAYOUT
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