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TO ENTER PROGRAMMING MODE

. Press Test Swtcr' :- ::- -- :-

. Scroll through progra-- -;::
PRg appears in Temp Scc'e -il
. Press gray OPTIONS :--': - '" 

= 
' :

. Entersecunty code if : -:--.-:'"-- ':-- --, :':s:r secunty code. Displaywill read gASEL, and
or biue OPTIONS I button to scroll through

options.
gA SEL (GA',':S -- : * -,:: 3 3r^,6 yot": to change the number
of crec,ls ::- :: - .' - - :.. s=, : setting, and the round limit for any game.
LAN SEL {!,'ESSA3E .A"GUAGE) This mode ailo\,s you to
change i^- ;-;-;;= :' :-: ;are or to retumtothefactory
languaJi:?'z-':=" -;
CN SEL (COl:,) -- s ^^lr: a,o!'/s you to change the number of
credits per :.c' z^i :J croEram counteradvances values.
SEC SEL (SECURITY) This mode allovre you to change the
operator securty code.

FACTORY prP Su'ITglt$ETl |NGS
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Attract Sounds Enabled

Dart Alarm
Power Faii Recovery
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UMITED WARRANW

This product is warranted against rsxJach.rer defects or failure of electronic components
for a period of one (1) full year. \talNery Recreatror.r Products, lnc. will repair or replace any
component, assembly or subassenil)ly trdfaJs drrrrrg normal operation, free of charge, for a
period of one (1) year. Any nrodllcdon nrra.rtrrorized by Valley Recreation Products, lnc.

made to any part of this producl *rlt vod al existing rvananties. This warranty does not apply
to damage resulting from misuse" *.rs€. r-reglect. improper installation or maintenance.

The foregoing warranty is ercfusn€ md in lieu of all other warranties of merchantability,
fitness for purpose and of any trrer ty?e. whether erpressed or implied. Valley Recreation
Products, lnc. neither assumes ns antfrorizes anyone to assume for it any other obligation or
liability in connection with sakl prodrcf and will not be liable for consequential damages.

Warranty service is available through your distributor.

SERMCE PHONE NUMBER:
SERVICE FAX NUMBER:

1€00a31-8120
1{15A95-2118

SERIAL NUI'BER
(Found m the 

',pper 
ngfil srde of fi€ lorer cabinet nea tte faUE)
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environment
This equtprner':ce-e'a:es -s,:i a-: :-i- -3: a:e radiofrequencyenergyand, if notinstalled

andusedinacco'ca-3irn'---::. -:r--:::-*anual,maycauseharmful interferencetoradio
communications Oce'a: :- :':- : ::- :*e't,n a residential area is likely to cause harmful
interference in v/'' c' :ase:-: *:i" ,,, :e .equired to correct the interference at his own
expense.

Changes or modifica: c-s - r i rr'eSS , approved byVALLEY RECREATION PRODUCTS,
lNC. for compliance cc- : ": : :-e -se: s authority to operate the equipment"

This digital apparal-s JCes not exceed the Class A limits for radio noise emissions fronr
digital apparatus set out - '.ne radio interference regr"rlations of the Canadian Departrnent of
Communications.

Le present appareil numerique n'emet pas de brults radio6lectriques depassant les

limites applieables aux appareils numeriques de la Classe A prescrites dans le reglement
sr.rr le brouillage radio6lectrique 6dict6 par le ministere des Comn':unicatians du Canada.

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

The keys to this garne should nst under any circumstances be left in the locks
or be accessible in any way to unauthorized service personnel.

This TEC|"\ 3A* !.!.AlttJAL s s-: €:::: :-
request.

NOTICE

v v t tf
,,rth the lirnits for a Class A digital

: i -- e s : - :s a re designed to provide reasonable
,,iri- t*a 33-,pment is operated in a commercial

;e S-cprement will be available upon
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Specifications:

Height 86" upright
Weight: 203 lbs

NOTE: A working area of approximately 6'
this game.

GAME SPECIFICATIONS AN D I NSTALLATION

THIS GAME IS SUITABLE FOR INDOOR USE ONLY.I
t
I
t
I
t
I
I
I
l
T

width 24"
\loltage: 120 Volts

x 4'with a 9O" ceiling clearance is needed to install

lnstallation:
1. Unlock and open door "A" to access the electronics compartment.
2. Remove the washers and bolts "C'from the plastic bag which is stapled inside the elec-

tronics compartment and set them aside within easy reach.

3. Slowly and carefully swing the upper section 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 powerlline cord which is located inside

the pedestal wlren shipped and must be routed through the opening at the back of the
game prior to operation. Review FlG. 1 on page 2 before proceeding.

A. Open coin door.

B. Turn power cord cover latch counterclockwise until the power cord hole cover itself

can be rotated counterclockwise. See FlG. 2.

C. Turn power cord hole cover to epose opening. See FlG. 3.

D. Locate power cord (inside pedestal) and route plug end through opening. Push the

entire length of the cord through the opening.

E. Return power cord hole cover to its original position making sure cord is inserted

through slot in cover. Be sure power cord cover latch falls back into position.

NOTE: lf the cabinet top must be folded down for any reason, the power cord rnust be

placed back inside the pedestal.

6 Move the game to its operation location without tilting it more than 10 degrees. Plug power

cord into an appropriate outlet.

I
I
I
I
I
I

CAUTION
To ensure safety, it is recommended that the game be secured to the floor
or to the wall using the Stability Assurance Kit provided. See instructions
on the following pages.
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GAME SPECIFICATIONS AN D INSTALTATION

LINE CORD ROUTING FIGURES

POWER CORD OPENING

IN LOWER ELEC. SHELF

PCWER CORD

iN ASSEMBLED

POWTR CORD

IN SHIPPING

SHOWN

POSITION

SHOWN

POSITION

FRONT VIEW OF
IN CLOSED

POWER CORD
P0stTtoN

NOTE:
LOWER ELECTRONIC

AND PEDESTAL DOORS

NOT SHOWN.

FIG. 1

OF POWER CORD ROUTING

COIN DOOR
OPINING

POWER CORD OPENING
N LOWER tLtC. SHILF

POWER CORD

FRONT VIEW OF POWER CORD
IN OPEN POSITION

lzd

5-D VIEW

CORD
LATCH

POWER CORD

::
::

IN LOWER tLtC. SH

t
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PARTS LIST

Eye bolt and chain fastened

with hex nut and screw

//ire Eye

N

Flat Washer
Lag Bolt, Hex 11132', l.D.
5/15 x 4.5' 11/16" c"D.

r N srA L LAr r o N_lNsr8 ugrlgN$

TOOLS NEEDED:

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

GAME SPECIFICATIONS AN D INSTALLATION
srABrLrrY ASSURANCE Klr (SHIPPED lN CASH BOX)

:I

','aa^ -e S;::* rex llul

=3-32<3.1' *8-32

K-.-..-r-r-r#

Wail Anchor
ExPansion Shield

114x1-114*

P

'A\' ''J ;

'-3

Floor Anchor
5/16x1-3/4'

G

Fiat Washer
#10

Wood Eye Bolt

R

EYEBOLT ''D" WTH
CHAIN ATTACHTD

HTX NUT

SCREW "E"

/: ..ilrtFi
<--.#

Bolt

Fender Washer

- Measu!"ing tape
- Small screwdriver (Phillips and Flathead)
- Pliers or Crescent wrench

?',2''il|tti" secure the same ro a hoilow wail
1/2" masonry bit to secure the game to a concrete, brick, or stone lvall.

ATTACHMENT OF THE CI.IAIN TO THE WALI-:

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

TaP /BACK (CENTER)

t
l
T

t
I
I
I

ToEgle Bolt
311 6x3"

f



GAME SPECIFICATIONS AN D 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 112" diameter hole at the marked spot.

6.

3.

4.
5.

7.
8.

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

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

B. Concrete. brick. stone wall

., ' tllp "N "

- 
-:331-5 BOLT "H"

- :ii AIN " .j"
'lr-

"ljj i ^q I 
'rAr t(tt

Ir
WASI-:R -R" 

- I
lr'\ ^a )

' JL.!-g- .r \ rJ

EXCESS SLACK J
MlNli"'llZED HOLLOW WALL WITH

1/2" 6 DRILL HOLE

1.

2.

3.

4.

5.

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.
Drill a 112" diameter hole, 1-114" deep at the marked spot. 

wa, aNcHoR ,,K. _.

Pound the wall anchor (K) into the hole until it is flush with
the wall surface.
Screw the eye bolt (J) into the wall anchor (K) until it is tight.

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.

WALL ANCHOR

EYEBOLT ''J"
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GAME SPECIFICA:'O NS AN D ; \ STALLATION

STABIL 
_J ASSU RANCE .(i;

C. Wood stud mountinq

1. With the game in the positicr ,,rFs-' - Ar :€: a"s':
in line with the eye bolt anc 3-a - z-r-e-: :- :€

2. Screwthe eye bolt into ihe s:-: a::-: -6-r:: s:::

3. Thread the chain throug:'ie er: ::: a-: a:€:.- :

to itself with the screw '= a-: :^e :.,,c ^ex -,:s F

as shown. Keep the cla ^ as';-: as ocss;bte
to minimize slack.

ATTACHMENT TO THE FLOOR:

*a'f a 3:3: o^ f e ruall directly
^--r -: 

i-^ 
^2-.e

Fasten to the floor according to the following instructions A oe' B.

Cqnctele_fl_e-eI

1" Mark two spots on the floor
according to the diagram.

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

3 Pound in the floor anchors (P).

(RELATN/E lC \'{Ci-li;l\G

Align the holes in the base of the game with floor anchors iP'
Secure lhe game with the flat washers (N) and iag bolts iM
T'cr:e- :-s a: :3:s ;rtii rlush with the bottom of tr'e
ta---t=-= a'==-- : -s -:-3:as3

l_
4 1/t

REFr
I

I

IJ

I

]-

,_ BACK EDGE/ TREF.l-- n'

ll

OF GAME
LrNE)

I
I
I
I
I
I
I
I
T
I

4

=: s : :- :^e game in :s se e-3: -:€: : ^ V//E////)
3::*':::e game witi':e {rres-,e': \ e-: a: !::s M). YZZZ//Za-SSNgRETE
\.OTE: lf desired, a "i.8- c a-€:3-: :: -: e *arse used to startthe lag bolt.
-3':e. ihe lag bolts (M) url:, '-s- ,','T r3 ccrtom of the counterbored holes in the
DASE.

.=@
. :r----scREW'r

HEX NUTS "5,-/

lt, ner-j

[._f
o t/t ryP (2)

_--'AG BOLT "1,I"

-------
.,I'ASHER "lT

GAME EASE

FLOOR

ANCHOR "PP
lr,L! \J\el

FLOOR



GAME FEATURES

A. NEW Menu driven Game Select Panel layout.

B. NEW Versatile Upper Display with Variable Cricket Segment Numbers.

C. NEW Player Programmable Bullseye.

D. NEW NDA Spot Dart Handicapping.

E. Games -
High Score, Shanghai, 301, 501, 701,901, and Cricket

Five Options for 301/501/701/901- Wipe Out-, Wipe Out l03".Double ln, Double Out,
Double ln/Double Out, Masters Out, and League.
Five Options for Cricket - You Pick lt and Chance lt. all with the additional options of Cut
Throat, Masters Cricket, and League.

F. Leaque Plav - Permits 301, 501 ,7O1.901, Cricket or Cut-Throat team play.

G. ERNIE Your favorite cyber competitor ERNIE available for all games. Price
programmable.

H. 301/501/701 and Cricket Feats Readout

l. Diddle Time - 2 minute time allowed to practice or to establish starting positions. (See
the General Playing lnstructions section in this manual.)

J. Price Preview in Attract Mode

K. Tru-Score - Anti-Flighting Software and Missed Dart Detection.

L. Programmable round Limit. Prices. and Bullseve Settinqs for Each Game

M. Bookkeepinq - Allows the operator to keep a record of total credits entered and credits
entered per game.

O. Operator Oriented Dip Switch Selectable Features

Dart Gatchinq Rinq

Dormant Time Out - 30 minute inactivity time ends game.

P.

o.



TRU€CORE II

your \la@ I)rt Crml: 6 crtr3p dh r mpacr seffis b detect darts which bounce off the

door s m tE drt cffi r; h rc *rc"' do not il fie scoring area of the target are

indk;abd by a sfrtb! E;lql|F{lr-ls *rd't h*e been thrown. the game will alert

the player b rame tG ffi"

This feature is factory ad,sd J3 etb rc. tlrls -f *rs*s ire nscessary, refer to

the Dart Sensor AdPsm Mrc - l- rrd-

UPPER
DISPLAY

I

I

I

I

I

I

t-
i

i

I

I
T

I
t
I
I
t
I
t
I
t
t
t
I
I
I
t
I
!

CABINET
SIDE
PANEL

r-
GAME i

SELECT
AREA

TARGET
DOOR
(nrcESSED)

R 1 7 POTENTIOMETER

MISSED DART SENSOR
ADJUSTMTNT BOARD

:---------------

UISSED DART SENSING AREAS

qI
I t ,, 0
t ,//,'i

==ru
ffH-ri

OTTT C^TCHING RIHG

TARGET DOOR SURFACE
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INFRARED BODY SENSOR

This dart game is equipped with an infrared sensor to detecl a player removing darts from the
target at the end of his turn.

The infrared sensor (lR) is activated after 3 darts have hit the target or the door and have
been detected by the Tru-Score ll lmpact Sensor. Players do not need to push the Player
Change button as the game will sense the player removing darts.

However, if all darts have not been counted, such as when a dart misses the game completely
or when Tru-Score ll is disengaged, the lnfrared Body Sensor will not activate and it will be

necessaryto press the Player Change button.

SENSOR ASS'Y

UPPER DISPLAY

CABINET
SIDE
PANEL

TARGET
DOOR

(necrssro)

I.R. BEAM
PATTERN

INFRARED DETECTION AREA

ill
)+

\
\

L.
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3.

1.

INFRARED ADJ USTMENT PROCEDURE

Putthe game in the TES- -::e :., c'ess -3 -es: S''vrtch on the inside of

controller.

2. SelectTestS (tO8) us ^: 3r"W!S :' l:- l\S :-::-s Press

OPTIONS ll to ente'

Access the poter::-€'.3-:--:-;- :-. -: 3 :- :-3 ' :-: s :e 3'tre lR sensor

hOUSing With a S-a : a:= Sl.-3,\€' "3' --3 33-S: , :., S Je:reased by tUfning

the SCrewdriver - 3 : ::.,,,'s3 : -€:::- a-: s -3'3ase3 Oy turning tn a counter

clockwise direc: :-

Stand to the side cf :he Eame',tten performing the following Steps. Be sure

there are no darts in the tarEet or dart catching ring and the target door is

in place,

Turn the potentiometer back and forth to find the sensitivity threshold of the

sensor. This is the point at which the "THRO\A/ DARTS" lamp goes out and the

"DON'T THRO\ / DARTS" lamp lights.

Slowly turn the pentiometer until the "TI-IROW DAR'TS" lamp come$ Gn

Verify the adjustment:
Stand in front of the game at arms lenEth from the target. Starting at the

cougar logo below the target, move your hand upward towards the lR

Sensor. The threshold point should be at a level where the hand passes

between the dart catching ring and the bottom of the door.

R.epeat steps 3 through 5 until lR ls properly adjusted

hIOTE:

4.

6

6.

7.
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DART SENSOR ADJUSTMENT PROCEDURE

NOTE: Set up and test should be done on site.
. Put the game in the TEST mode by pressing TEST Swrtch on controller board.

. Select Test 9 (t09) using red GAMES or blue OPTIONS I buttons. Press
OPTIONS ll to enter"

Open target door to open Game Select Panel cover to epose Missed Dart Sensor
Adjustment Board (see p9 for diagram). Replace target door.

Start with the lowest sensitivity setting on the potentiometer. R17 on the Dart Sensor
Adjustment Board (see diagram), by turning fully clockwise to 7 o'clock.

. Turn the potentiometer, R17, counterclockwise to 6 o'clock setting.

. Temporarily place Game Select Panel cover in UP position before testing. Tap darts on

target door or throw bar darts at all areas on the door. (Bar darts have the lightest
weight.) Dart detection is indicated by a short tone and a flashing DON'T THROW
lamp.

NOTE: Upper right corner of target door is least sensitive. Test here first, and then test rest
of target door.

. Repeat this procedure, using small increments to turn up the potentiometer R17,
counter clockwise until all darts throvvn with reasonable force at the door are
detected by the Missed Dart Sensor.

. Replace Game Select Panel cover so it is secured by target door. Retest by throwing
bar darts from the throw line.

CAUTION: DO NOT OVERSENSITIZEI
Loud music will cause an oversensitive Dart Sensor to deduct darts. However, wlren
properly adjusted, the Dart Sensor can operate at 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 JU2 to the LOCKOUT position (see dia-

gram at front of manual). lf this method of disengaging this feature is not followed, the

tialfor game performance problems exists.

L-.



DIP S}U'TCHES

Dip Switches allow the operator to drre rE* ild Stirr selection. The dip switch
packages (SW1, SW2) are located qr t: Gaffi boild.

Presently there are two types d dp *ts hrd h qr gilE. The switch is "open" when
the SLIDE bar is opposite from "Olf s *sr lhe ROCKER b depressed toyerd the bottom of
the switch.

LEGEND FOR PAGES 12-1' I)lP SAVITCH SETTINGS

Rocker Dip Switcfr
Side Mew

!= P
Rocker Postion (the
side that is pushed in
or down) is represented
by darkened area

Slide Dip Switch
Side Mew

l=[
Position of Slide style
dip switch is represented
by the darkened area
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DIP SWTCH SETTINGS
(FACTORY SETTTNGS rN Dr CATED)

SW1

oN (cLosED)

!!t!!!!t
N DENI

SWTCH
POStTtON

1

CLOSED
OPEN

2 One-Dart-Out Calculator.
CLOSED No single-dart-out segment calculation is displayed.
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.
OPEN Tones are enabled during attract mode.

4 Warning if the game is used before money
CLOSED No alarm whistle.

deposited.

OPEN Causes alarm whistle to sound wlren target is struck.

5 Power Failure Recovery
CLOSED Does not allowthe game to resume after an interruption in power

OPEN Allows the game to resume after an interruption in power.

Allows the selection of accumulative/non-accumulative mode.
Allows the game to accumulate credit.
Does not allow the game to accumulate credit.

Option for "frozen" Player reaching zero during League.
Player will bust if "frozen" and reaches "0" during League, but the game

continue.
The team loses the game when one of its players is'Trozen" and reaches
during League. The game will end.

6
CLOSED

OPEN

\-
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DIP SWTTCH SETNilGs

SUY T

T Option in the method of sffirg. gnE r.c-rg ttn Player Change button'
CLOSED The player change buton can be used b stnt a gErrE at a posilion other than

one after the Remove Dats TirE b wcr (5 secmds)" fu. lf Player 1 missed

the target, the game can sEt wift Phf€r 2-

OpEN The pliyer change butm can mly be used b ctrange the nurnber of players in

the SELECT mode until tfie ffi dart sc(res-

8 Bullseye StartlFinish for tlouble ln or Double Out
CLOSED May start or finish Double ln or Double Out games on a single (50 point only)

Bullseye.
OPEN Cannot start or finish Double ln or Double Out games on a single (50 point

only) Bullseye. Player will "bust" if player tries to win with a single Bullseye,

I
t
I
I
t
T

I
t

l5
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DIP SWITCH SETTINGS

sw2

NOT USED

Option for shortened delay time between players.
Time between players set at 2 seconds after a player leaves the lR beam.
Time between players set at 3 seconds after a player leaves the lR beam.

Free Play Mode
All games are free. Signrfied Di. FP - :enpc:'a-)' score.
Normal Mode - To return to Normat l,lcde rnove s,.,rtch to OPEN and press

'Reset' after returning from free play

Skip Frozen Player in Team Cricket
Skip enabled.
Skip not enabled.

Automatic Player Ghange (lR Body Sensor)
Enabled--lR sensor will detect body
Disabled--must use Player Change Button

Wipe Out*
Sends player score 103 Points
Sends player score back to start

NOT USED

oN (cLosED)

!HIitil[
r'\ElEl\I

SWTCH
POSITION

1

CLOSED
OPEN

2
CLOSED
OPEN

3
CLOSED
OPEN

4
CLOSED
OPEN

5
CI.OSED
OPEN

6
CLOSED
OPEN

7
CLOSED
OPEN

8
CLOSED
OPEN

NOT USED
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GENERAL PLAYIHG IilSTRUCTIONS

1. lnsert coins. Press the GAIVTES bu':ton {/r-t :F€ "eo LED next to the desired game is lit. At

this time, price per player will be d,sry Te nunden cf, coins entered will be shown in

ROUNDS display. Deposit the reqrned rx.trroer C coir.ls for each player.

2. Select options (i.e. Double lni uV o,'essng tlre OFoosls I or Optrons ll button until desired

option(s) is lit.

DIDDLE TIME

After coining up, but before pressing Player Change button. there will be two minutes

for players to "diddle'for positron urThout setting ofi the DART ALARM.

3. Select the Bullseye setting for your game. When the Double Bullseye button is pressed (it

will light up), the outer bullseye ring scores 25 points and the inner ring scores 50 points.

press this button AFTER selecting game/options but before the first dart is thrown.

4. press the plAyER CHANGE button for the desired number of players if in the accumula-

tive mode. ln the non-accumulative mode, the number of players is determined by the

amount of credits; press the PIAYER CHANGE button once to display the players'

scores.

5. Wait for the green THROW DARTS lamp to light (about 5 seconds) before starting play.

A dart thrown before THROW DARTS is lit will not receive a score.

To start the game:
. Throw the first dart, or
. Select a different game by pressing the GAMES button and then the

PLAYER CHANGE button, or

if SW1 Position 7 is closed:
. Press the PI-AYER CHANGE button to start the game at a

position other than PlaYer 1.

6'Eaohpiaye'fi.ot*s3dartsperroundfrorntl"leth,no.*.lrrtsfrofntheShootDarts
Labe{ on the base dr lhe gff'n€

7 After' 3 daras l'r8$e tcar tT:rr frc prlcr rr .CnBrrE U! dnts tr Sle lnfrared Sensor

fea,!".,ne s clqry:d" tu Dffl'T}fiolt$ clnp ril bft &rt fE paeyer nErYes away from

ffie grrc T}t gre d r.nmaffi dlut{t #r

HOTE, lf ilhe 3dntltmrdFrqsrud|lFl.Frtt press

PLAYER Cl-lAllC'€ bfre r€morrE dnls-
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PLAYING INSTRUCTIONS FOR EACH GAME

HIGH SCORE

Each player throws three darts per round.
Highest score at the end of the game wins.

SHANGHAI

- Player(s) begin by throwing three darts per turn.
- Th;objectisto hiteach segment in sequence beg "rng vnth segment #1, work

ing up to segmenl#2l, and ending with the bullseye. The player wlth the highest

score afler 7 rounds or a Shanghai wins the game.

- Ganne will prompt player for next segment at the beginning of each

round except first round, first play.

- A "Shanghai" is an automatic win achieved by throwing 3 consecutive

scoring darts consisting of a single, a double, and a triple segment in any or

der" [Ex. Player is shooting for 4, 5,6 in round 4 af a game' Player

hits a triple 4 segment, then a single 5 segment, then a cjcubie 6

segment: this qualifies as a "Shanghai."l

301

- Beginning with a score of 301, player(s) must score dourn to exactly 0. T'he first

player to reach 0 wins.
- Rny points scored exceeding the point total ileeded to reach 0 will result in a

BUSt The player loses turn and forfeits any remaining darts not thrown in that

round. Player's score will return to the score at the beginning of the round'

5011701t901
- s"re game as 301 except that the starting score is 501 ,7C1 , or 901

30115011701 /901 0PTloNS

WIPE OUTTM

Played the same way as other 01 Eames except that each plaYer has the oppor-

tunitytosend other players'scores back to the startinE score or adds 103

points not to exceed staring score, depending on the position of DIP Switch No'

6. This is WIPE OUTTM.

. Each player begins with 301, 501, 701, or 901'

. The first player to reach 0 exactly within the round

score after the round limit is the winner'

:-'.-e player with the lowest
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PLAYING INSTRUCTIONS FOR EACH GAME
Wipe Out* Cont.

. Each playercan wipe out ot:e'-- z::': :* *:::- -; :-='s:c.es wlth any or all of the

three darts thrown. Ex. Pla.,e' ' -3: ::.:': :- :- :: -:s = a,.'2 nas a score of 40

points, Player 3 has a score :'-l :: -:- = a,:' .1 -3s a s:3'? ?' ' I coints
. Player 1 shoots a 10 ,,,-:-

score so Player 3's score '3:-'-: :: : I'
. Player 1 shoots aga - ?': -:= : l:-: e '5'cr a score of 40 This matches

Flayer 2's score, and se-: s - =" :: I I "

" Player 1 shoots a :- ': ::a =^= 
-:s a-o:ief Double 15, bringing the score to 10

which matches Player j s s::-: = a,e',1 s score returns to 301.
. lf the Wipe Outrr'' 1C3 l : S,',::- s se: in the previous example, the players'seores

will be as follows

Player 2= 143. P,a,e'3 = i73. and Player 4= 713"

Dogble ln:
. Each player must hrt a cjouble point value segnrcr:t CIr an inner builseye to begin play.

Darts thrown prior to the first scoring threw will mot ssore points. {See also p15
regarding Dip Switch SW1, position 8 for bullseye options for Double !n).

Double Out:
. A player must reach 0 exactly by scoring a doubie point value segment or an inner

Eullseye" A sccre of 1 witl automatically bust a playen in this position. (see also p'15

regarding Dip Switch SW1, position 8 for bullseye options f*r Doubie Out.)

Double ln/Double Out
. This is a combinatlon of the Double ln and tlre ilouble Or-rt games. iSee also p15

regarding Dip Switch SW1, position I for hullseye options for Dou0le l' Double Cut )

Maslqrs-.]Qut:
" This is played the same".^/ay as Double Cut bui tl'e 2 a.?' .2^ 3 s: :: :,::., -:: ^E

a trioie pcinl ,a -= s3!-'3':cr 3n :1r3'c- se,,e Sa3 3 s: : "i '=;a': -; 3:
< ^ 

.^- : - - i . -- ; j-- -. i: : - :-- t,t:t.:-i ^ '
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PLAYING INSTRUCTIONS FOR EACH GAME

partner's score is greater than the opposing team's combined score; this situation
causes that player to be 'Trozen" (i.e. if the partner's score is 50 points and the com-
bined score of the opposing team is 25 points.)

. lf a player is 'Trozen" and reaches 0, the game will cause this player to bust when Dip

Switch SW1, position 6 is closed. \A/hen Dip Switch SW1, position 6 is open, the

game will cause the team to lose.

Wipe Out* Leaque Rules:

Regular League rules apply.

Players cannot wipeout a team member if they match their team member's score.

Players on one team may eliminate players on the other team by matching their

score as described previously.

Warning: lf both members of a team have the same score, an opposing team member

could knock both players' scores back to the starting score should he match their

score.

. The team with the first player to reach 0 before the round limit is the winner as long

as cumulative score of winning team is less than the cumulative score of the other

team. A team player reaching 0 without having the lowest cumulative team score

could
1. cause the player to "Bust," and his score will return to that of the previous round or
2. lose the game depending on how the DIP switch sw1€ is set.

. lf the round limit is reached, the team with the lowest cumulative score is the winner.

TRADIIIONAL GRICKET
ffiilcri"ket,theobjectistoclosenumberedsegmentsbyhittingeach

""e 
tne equivalent of three times. [Ex. To close segment lt19. a player must throw 3

darts in the single, 1 dart in the single and 1 dart in the double. or 1 dart in the triple

#2O.1

. This game is played using segments 20, 19, 18, 17,16' 15. and the Bullseye'

. The player who closes a segment may score on that segnrent until it is closed by all

other players.
. On the upper display, the number of a closed segment will be replaced by dashes

(--) lf the Bullseye is closed, Bullseye LEDs will go out'
. The game endi when one player has closed out all the segments from 20 through the

Bullseye and has the highest score or is tied for it'

a

a

a

I
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PLAYING INSTRUCTIOHS FOR EACH GAME

CUT THROAT CRICKET
Objective: Same as Cricket, except fiat prys fftrr Ctlsed nunbers add points to play-

ers with those numbers still oP'en
. The player who has closed atl ni.mters ilE trfio fras the lffist score wins.

MASTERS CRICKET
Objective: Same as Cricket. exces tF.at a fiE/Er wr onty sslre wtren closing out a seg-

ment.
. Player can only score points on darts ti'rat atso dose otrt a segrnent
. Player can then score on any ni..uinber opponents lrane open until all numbers and the

Bullseye are closed
. Highest score wins.

YOU PICK IT CRICKET:
Objective: Same as Traditional Cricket.

, ln this variation of Cricket, players pick 6 segments (and the Bullseye) which then

they then close as in a normal Cricket game.
. To pick segments, wait for flashing 0 to appear in the Cricket number display. Press

6 segments on the target. Once 6 segments have been chosen, the numbers will

appear on the display in descending order.
. All the usual Cricket rules apply.

CHANCE IT CRICKET
Objective: Same as Traditional Cricket''. 

ln this variation of Cricket, Ernie picks 6 segments at random (and the Bullseye)

which players then close as in a normal Cricket game'
. All the usual Cricket rules apply.

TEAM OPTION FOR CRICKET
. Th'r opt''on c"n onfy n" 

"nosen 
when there are enough credits to start a 2 or 4 player

game.
. After selecting a Cricket game, press Options ll until "Team" LED is lit.
. Players 1 and 3 are Team "A," players 2 and 4 are Team "B'-
. Teams are treated as single players
. For Cricket and Cut-Throat. scoring on a number can onty begin $fien both players

on a teann have closed ti.e n;mber Scoring only occilns against opposing team

rnernbers r6,c he",.e -,Ci I ls.e: :he segnrent Fx- f Tearn I fi6 J18 CbS€d. and Only

player r sr Tea- A -as *'3 :,:s.ec Tea- I cal. swe m t18 i.trtrl PLa)rer 3 closes

the nurber,
. The ggrt'€ €rcs ,rf,\tr ffi lu.lrml: r I Er !G!Dl d qrrcrts 2$15 and the

BullllselE and ta're Fr0l @'ll!ilrq b Gdb tL.rrilcf tLIs
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HANDICAPPING

National Dart Association (NDA) S.P.R.E. Handicappinq

Each player is allowed 1-3 spot darts which are thrown d"''3 a handicap round.

To setup NDA handicapping:
'1 . Choose game and options using the Games and Opticns I : -:lons.
2. Use Optlons ll button to highlight NDA S.P.R.E.
3. Press Player Change button. PlayerI display (0) will flas^

Press Segment 1,2, or 3 to designate 1,2,3 spot darts fa'P a,er 1

Fress Player Change again. Spot darts designated will be c sc 3./€d in Player 1.

Press Player Change to set up handicap for Player 2.
4. Repeat step 3 for Flayer 2, 3, and 4 (or however many playe's .,,' :e playing).

NOTF: !f a player is not allowed spot darts (no handicap). press Player Change with-
oert pressing any target segment in orden to skip over that player,
NOTH: To reset a players' handicap to 0, press the Bullseye.

5. When all players handicaps have been set up press Player C-a^;e:o begin handieap
i'ound

NOTF: To changefrom2 positicn 4 olayer team play tc 4 ::s::n
4 player team play, press Player Change aEa r

6. Rounds display will be "0". Each piay,er" ti'rl;',s ' s sc:l dals
7. U/hen all players have thrown their sot: tai s :ts at:-a :a*e "',- lregin.

ApA HAhTDTGAPP_INE

ADA FIAIIDICAPPING IS OI.ILY AVAILABLE FOR 3C.. ? Di-AYER, NO OPTIOruS}
AND CRICKET (4 PLAYER,2 POSITION, NO OPTIO\S,

The game automatically calculates ADA handicapping base:
Average (PPD).

TO ENTER PPD AVERAGE:

:e: Points Per Dart

1" lnsert appropriate number of credits. Select ADA on Ga-e Se ::: ea-ei using
gray Options ll button"
2. Fress Player Change. Player 1 LED willflash 0.

3. EnterPPDvalue using targetsegments 1-9 and the b, se-e ;'3ss D aye'
Change for each PPD average to be entered.

Note: ADA valid range = '!0-30. lf player attempts to e.rter a number greater
than 30 or less than '!0, the garne will default to 30 anC 10 respectively

FOR CRICKET: The game automatically calculates the cu- - a: , e :eam PPD

average, and awards marks to the tearn with the lowest PPD a. s'age Number of
awarded nnarks will be displayed in Player 1 or Player 2 LED !-:e' rnarks using the

target.
Note: No more than 2 marks per segment allowed,

FOR 301: The game automatically calculates a point advantage for the team with

:"e !owest PPD average and will display adjusted starting scores in Player LEDs.
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PLAYER 1

EMH

[E TTE TTM
301t50117011901 FEATS

AS SHOWN ON
TEMPORARY DISPIAY

FEATS READOUT

Each feat will be displayed at the end C :-e ga"re {.r a pe' :c C 6 seconds. Pressing the
"LEAGUE" button will speed the advance :c :'',€ -€r oee'- Feals ,vril cycle for two minutes.

The display will then return to the ATTRACT *ro't€ -- €ss c"edrts rernain.

SAMPLE DISPI-AY SHOVUT{G A'AUN'' FFST

-t
l

I

I23 I

1

x

i

i

i
i

TEMP SCORE PLAYER 2
d

ril I r

r___ii___lul
PLAYER 4PLAYER 3

Points per Dart

Points per Round

DESCRIPTION

Shows average Points Per
dart for each player

Shows average Points Per
round for each Player.

Calcl'ated oniy during the
rt"s: :f 'ee 'out'lds of play.Fll ,-

FF':l

ln.fl N A !'frn

LrLt I I

'4i- ass st'wlilile playing
:eam w'th a partnerttr

-l
t:ttt

t
t
t
t
T

!

Asg:si
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FEATS READOUT

3011501 t701 t901 FEATS, CONTTN U ED

AS SHOWN ON
TEMPORARY DISPLAY

6th Dart Out (301)

7th Dart Out (301)

8th Dart Out (301)

9th Dart Out (301/501)

1Oth Dart Out (501)

11th Dart Out (501)

l:,r:htr

DESCRIPTION

A win in 6 darts

A win in 7 darts

A win in I darts

A win in I darts

A win in 10 darts

A "., 
- tn 11 darts

il':i

f-
L

I
I

I
I r:l

i;,tr|

-! 
tr! ,:,

l:l 
':f 

rrr

r:l t:!

12th Dart Out (501) i ,,ln in 12 darts
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4th Round Out (301)

5th Round Out (501)

Hat Trick

Fligh TON

Total number of
Darts Thrown

FEATS READOUT

301/501 r/O1 /9OT FEATS. COF{TINUED

AS SHO!'iil CFr

TEIIPCRARY DISPT-AY

Ll th
5 i:h

i-i bn
rdt

DESCRIPTION

A wrn in the 4th round

A win in the 5th round

3 Bullseyes in one turn

A score of 100 to 150 in one
turn

A score of 151 or greater in
one turn

See Dip Swrtch Setting SWI
Position 6

A bust situation will cancei any reat obtained in that player's round.
The Hat Trick can be accon'plished on an inner or an outer Bullseye.
\Mren 100 or more points are accumulated in a Hat Trick, the Hat Trick

will be the only feat recorded.

HRI
l:nn

NOTE:
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FEATS READOUT

CRICKET FEATS

AS SHOWN ON
TEMPORARY DISPLAY

f-l l-fI ll-

l-t ,- | r-f

Marks per Round

Assist

8 Dart Out

9 Dart Out

9 Mark

l:t 5t

Ave'a_3e l,'!a'.,s per Round

A LVin

A.: Ass si ,,rhile playing
:ea^r nrth a partner

n 9 darts

i:i 
':l 

El

l-rl

trl

El f-f-l
tr
LI

rl

I Mark
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FETTS NEATtfl'T

crrrFEm$

Darts throwt *ich il rr.rrtand rcgpErlr daccd b/ J paaFrs do not

count as rnnks

FEATS
ASSrIn(n

TEntn ftYtrsPr.tr D€SCRJPTIO

7 Mark lrn 7 k*s ir me round

6 Mark hr',
6 Marks in one round

5 Mark 5rn
5 Marks in one round

White Horse

L'Ll Fl
Marking 3 different

unmarked triples in one
round

Hat Trick

HFI t irlarking 3 Bullseyes in one
round



PROGRAMMING MODE

To Enter Programminq Mode:

. Press Test Switch on Controller.

. Scroll through programming options usrng red GAMES B

Button until PRg appears in Temp Score LED o' ucoe' : sc

. Press gray OPTIONS ll Button lo E':e"

:3- :' c ../e OPTIONS I

a,

' Enter security code if diffe:e-: :'3-:1:::-., :"es:: s::-':", :3:e Displaywill
read gA SEL, and new menLl ,,'i,i ce ^ e=3:: -:= -=: l'1.*'*=S c-tton or blue

OPTIONS I button to scroll through options
gA SEL (GAMES) Thrs mode allor',s .,r-:: :-;-:e the number

of credits per game, the bullseye setl ^l =^: :-3 'l-.,nd limitfor
any game. To enter this mode. see gA SE- :e :",
LAN SEL (MESSAGE LANGUAGE) T' s -.::8 a :,',s you to

change the language of the game. or :c '3:--- :: :-3 'actory
language default setting. To enter this -::: see --i^ SEL below'

CN SFL {COIN) This mode allows you :: :-a-:: :-: ^'rmber of

credits per coin, and to program coun:3" a:,2- t3S ,3 re S To enter

this mode, see CN SEL below.

SEC SEL (SECURITY) This mode a o,',s ": * :: :- a-:e the

operator security code. To enter this *::: see S:l SEL below

gA-SEL: Game P,rqqrelnlli0q mode.

" Select gA SEL by pressing gray OPTIONS ll buf'c^ :: 3-:3'

" To toggle between number of credits per game cc: : - a- : 'gund limit option, use

BullseYe button.

. To change number of credits per game (CPg). se e:: gaTe by pressing red

WHILE IN PROGRAMMING MODE, PRESS--

GAMES or OPTIONS I buttons to scroll thro-:- ccirons.
OPTIONS ll button to enter any changes.
BULLSEYE button to toggle between credits ce'3a-e and round limits,

and for One Step Message Language Programr-- *:
PLAYER CHANGE to exit present mode.
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qA Proqramminq cont.

GAMES button or blue OPTIOI'\S
Games Select Panel. The nu-::'
LED on Upper Display. To c"a-;:
the target. Newvalue is shc,',-
TIONS ll to save. Game vr :ee:

PROG RAt''tl"ll N G l"'lO D E

z- ? 3":e: The. To change Bullseye/Doug e 3 * se ' e

current setting (bE/ dbEl ,', :3 s - : ,',-
LED.

. To exit ERNIE Programming aro 'e:-
exit gA mode, press Player Change

:'=ss 'e: -1ri.tES c-:tor': or to

:=.. - - =:: :=- s
^ ,^J p'ayer 4

. To change current roLrt'lc -: cress B-r,Set€ outton to change mode from CPg to

rL. Temp"score will display game Player 2 LED wrll display current round limit.

Change round limit by pressing appropriate target segments using numbers 1-9 and

bullseye segment for O (EX. lf rL = 20, press 2 and bullseye segment.) Press gray

OPTIONS ll to enter. To enter unlimited rounds, press bullseye on the
target. Temp.Score will display 0. Press OPTIONS ll to enter"

NOTE: All games are prograrnrned in the sarne way. Select another game by press-
ing GAMES button untii desired game is hEghlighted on Garnes Select Panel.

. To exit GAMES programming, press red Player Change button. Temp.Score LED

will return to gA SEL.

Prsglamminq the cost of ERNIE while in GAMES mqde:
. Press reC GAMES button to scroll through game options and highlight HIGH

SCORE or SHANGHAI Press blue CPTIONS I button

. Press any number on la"g€: :J a:, a^:e :^'o-t^ c'eCll chorces i0 1 2.3).

. Press gray OPTIONS ll buttc- :: 3-:.'

CN SE

. Temp.score LED on upper o s! a, ,',iii read DRP CN. Drop a coin to see current

unter Ad ,'a r ces rammtn

. Select CN by scrolling thro-3- :':l"a g cptions using blue OPTIONS I but-

ton. Press gray OPTIONS ll c-::- :: e-:e-



PROGRAMMING MODE
f-\-_. 5f L Prosramming cont.

values. Player 2 LED will show the number of credits per coin (CR). Player 4 LED
wil! show coin channel number (CHN)"

' To change the number of credits per coin, press a number from 0 to 9 on the
target. The new credits per coin value will appear in Temp.score LED. Press gray
OPTIONS ll button to confirm

. To program counter advances, press BULLSEYE button.

' Player 2 LED will show number of counter advances per coin (CA), and Player 4
l-ED will show coin channel number (CHN).

" To change the number of counter advances per coin, press a number from 0 to g
on the target. Press gray OPTIONS ll button to confirm.

. To exit credit per coin/counter advances programming mode, press red Player
Change button Upper Drsplay will return to CN SEL.

LAn SEL: Messaqe Lanquaqe Proqramminq.

Note: Your game has an English language facic'y seiting lf you wish to retain the English
version, omitthe instructions below. lf you ,.,€- r lke to use a German, French,
Italian, or Spanish version, foilow the steps bero,,n

. Select LAn SEL by scrolling through programmrng oo: o's using blue OPTIONS I

button. Fress gray OPTIONS ll button to enter.

. Press blue OPTIONS I button to scroll through ianguage c.: cns When desired
language is displayed in Temp.Score LED, press gray CPTICNS ll button to confirm
change.

. To return to One Step Factory Default Settings, select desired language.
Press and hold BULLSEYE button. Press OPTIONS ll to enter.

. To exit message language programming mode, press re: F a.,3' Crange button.

SEG SEL: To Chanqe Operator SecuriW Code.

. Select SEC SEL by scrolling through programming optic^s -srng blue OPTIONS I

button. Press gray OPTIONS ll button to enter.

. Press and hold BULLSEYE.
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PROGRAreNX}E

SEG SEL Proqramminq cont:

. While holding BULLSEYE butEr crfiqmrt Ertt cDde u{*rg target
segments. lf the correct currert scanld tE Et cnEcd. Lpper display will
read ENT.

. Enter new security code u-*rg trg:l lsgnsf!. As rcgnEll3 te pressed, new

code will appear in Player LEIIs m Lppcr dsgt4t-
NOTE: New security code mr.rst csrrirt of h.r nnbenr.

. Press gray OPTIONS ll buuon b ertEr rH sscrrity code-

. To exit security code progranming mde, press red Player Change button.

l



PROGRAMMING MODE
STATISTICS

*o Enter Statistics Mode:

. Press Test Switch on Controller.

. Scroll through programming options using red GAMES Button or blue OPTIONS I

Button until STA SEL appears in Temp.Score LED on upper display.

. Press gray OPTIONS ll button to enter.

. Enter security code if different from factory preset security code. Display wtll read

CN SEL, and new menu will be in effect. Use red GAMES button or blue OPTIONS
I button to scroll through options. Press gray OPTIONS ll to enter.

CN SEL (COIN STATISTICS) This mode allows you to view
number of coins per channel, and total number of coins for all
channels. See Cn SEL below.
GA SEL (GAMES STATISTICS) This mode allows you to view
game statistics. See GA SEL below.

Cn SEL: To View Coin Statistics.

. Upper display will appear as follows:
CHN 1 XX XXX

2 XX XXX
X = number of coins per channel.
with 65535 being the maximum

. Use red GAMES button to cycle through all programmed channels Channel
number will appear in upper display.

. To see the total (TOT) count of coins for ALL channels p'ess c -3 OPTIONS I

button.

. Tozero coin totals, hitTestSwitch (TST) on controlier Ucc:' : s3 a,, 
"'tiil 

return to

Cn SEI-.

. To viewgame statistics, see gA SEL below, or press rec D a."e- C"ange button to

exit.



t
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STATTiTICS

GA SEL: To View Games Statistcs.

. Select GA SEL by pressing gray OPTIOilS I brulEr

. Press red GAI\IES button rffi desird gilr b ]riltjgltd m Ganes Panel.To
select options on 301/501n0' lg1ild Cri*et gil€s, pr€s bf.E OffiONS I

button. Statistics for games with optixrs will ryer h ryper display.
Example: ,t 7O'l is selec{ed, display will 4pea as follsws:

PXX
CXX ffi

(P = number of players, C = nun$er of credits used, with 65535 as maximum.)

)

'.
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DIAGNOSTIC ROUTINES

Ea:- larte has built-in diagnostic software. The scope or tnis software is to test the elec-
:'3r . hardware, to verify that the game is functioning prope'ly and to indicate problem
areas.

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

SW4 Left switch is a RESET button. Pressing this switch resets the game.
SW5 Right switch is the TEST button^ Pressing this switch puts the game in
self-d iagnostic rnode.

To enter the TEST (tSt) mode, press the Test Switch oNcE for Tests Two
through Ten. To enter Test one (Button Test) press test switch again. To
exit Test One, press Test Switch once more.

To exit the TEST mode (tst), press the PLAYER CHANGE button.

The following ten tests may be used wt-rile rn the TEST mode (tSt)

Test One - Push Button Switch Test
Press test switch once to enter the TEST mode,

' Press red GAMES button until desired game is highlighted on Games Panel, and press it
agarn to activaie this tesi

Temp.Score displays t01 until the first switch is pressed. This test checks the operation of
all the front panel switches. As each switch is pressed, Temp Score ,*,,ill display three (3)
characters to identify it. l_ | I I
Doubte Bulseye Button l_l U l_

Games (RED button) 
,:,

_l
-fl:'L
-

L-'Hi
Options I



Test One - Push Button Switch TesL contirr.cd

I
I
I
I
I
t
I
I
t
I
I
I
I
I
I
t
I
T

l

DIAGHOSNC ROUNHES

Options ll - I
tr

tl
-IIJ

Player Change
-I
l_

Test Two - t02 7-Seqment Displav and LED Test
To activate, press the GAIvIES button until t02 appears in temporary display. Press the
Options ll button. Each display will cycle through digits 0-9, and the decimal point. After
all segments and LEDS have been checked, the game will automatically return to the
TEST mode (tst). To exit test, press the PIAYER CHANGE button.

Test Three - t03 Audio Test
To activate, press the GAMES button until t03 appears in temporary display. Press the
Options ll button. A tone will be generated to check and adjust the volume of the audio
circuit. The volume adjustment is located on the Controller board in the bottom right
corner at location R12.
To exit this test press the PIAYER CHANGE button.

Test Four - t04 Tarset Seqment Test
To activate. press the GAI\IIES button until t04 appears in Temp.Score display. The
temporary score display will show t04. This test checks that each segment of the target
will register darts thrown at it. As each segment is depressed, its value or designation
will be shorwr in the temporary score display. A double or triple will be shown as a "d" or
"f preceding ttre number of the segment [Ex. A double 20 is d20].

Test Five - O5 [-anp Test
To activate, press trle GAIIES button until t05 appears in temporary display. Press the
Options ll button. Edr lamp will light individually in the following order: Double Bullseye,
Don't Throw Throw Ptal/,sr Cirafige After each lamp has been checked, this test will
automatically rehrm b fle TEST npde (ts$.

f-l I

f-L
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DIAGNOSTIC ROUTINES

-E*: $ r - :1j,6 Cricket Displav Test
-: 3a'.3:e press the GAMES button until t06 appears in ternporary display. Press
l:: i's ll button to begin test. The LEDs will cycle through Cricket LEDs, Bullseye LEDs,
? ayer Lamps. and Dart LEDs.

Test Seven - t07 Burn-ln Test
To activate, press the GAMES button until t07 appears in temporary display. Fress the
Cptions ll button. This test is a production burn-in test used to cycle through all the lamps
and LEDs and their associated circuitry.
Press the PISYER CHANGE button. All lamps turn off.
Press the PLAYER CHANGE button again. All LEDs will light.
Press the PLAYER CHANGE button once again to return to TEST mode.

NOTE:
For Tests Eight and Nine tofunction properly, be sure thatthe jumpers atJUl and
JU2 are in the correct position to enable the circuitry. We suggest that Test Three
and lest Five be completed before attempting these tests.

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

The Dart Sensor selection jumper is located on the Controller board at location JU1. To
drsengage it. move the.;umper clip to the right covering the middle and right pins.

To disengage the lnfrared Sensor Feature open Position 5 of DIP Switch 2.

NOTE: Always disengage the Dart Sensor feature at the jumper clip and the lnfrared
Sensor feature at the DIP Switch. DO NOT disengage by unplugging the cords or
ribbon cable - unplugging WLL NOT fully disengage the crrcuits.

Test Eiqht - t08 lR Sensor Test
To activate, press the GAMES button until t08 appears in temporary display. Press Op-
tions ll button to begin test. t08 appears in the Temp Score d:splay and the THROW
DARTS lamp will light signifying the test is active
To test the lR Sensor, stand in front of the game at arm's lengl- l-^e THROW DARTS
lamp should be lit. Move your hand slowiy upward towards the :a'ee: As your hand
enters the lR sensor detection area (a few inches below the tc,;,€' Dii cf the dart catching
ring), the THROW DARTS lamp should go out and the DON'T TrIRO''^J lamp should light.
Remove your hand and ensure that the DON'T THROW lamp gces o..it and the
THROW DARTS lamp lights. lf adjustments are necessary, .e'e'ic :he lnfrared Sensor
Adjustment Procedure.
Press the PLAYER CHANGE button to exit this test.
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Test Nine - O9 Dart Sensor Test
To activate, press the GAMES buttm rlftl G appcrs n brrnporary display. Press
Options 2 button to begin test. tO9 nill 4per n ff,u Terrp Sore display and the THROW
DARTS lamp will flash signrfying the bsil F dive To cg fE drt sensor and its circuitry
tap the front panel and listen for an audble'Beep" frqn tre spe*,er" The DON'T
THROW lamp will flash as the 'Beep" F sqnded
lf no "Beep" is heard, an increase to tfie sensitivity rftqf #riate tfie probbrn. The
sensitivity adjustment is located in the Upper eleclrmi:s pild bdtrtfre target R12.
(See Dart Sensor Adjustment Procedur.e")
Press the PI-AYER CHANGE b{rton to exit

Test Ten - Game Select Panel Tst
To activate, press the GAIIIES button until fl0 appears in temporary display. Press
Options ll button to begin test.

To Return to Attract Mode:

Press the "RESET" button on the Controller Board or the PLAYER CHANGE Button to
return to the ATTRACT mode.



-€': '],'*"-g self-checking tests are done automatically by the software in the game.

' POWER-UP SWTCH TEST - Used to check the ten (10) front panel switches.
lf a switch is stuck closed, the three (3) character identification will be displayed
and a tone will sound.

2. TARGET WATCHDQG - Used to check target switches. lf a segment is stuck
closed, a "beep" will be heard while " Stuc tArgEt" scrolls in the display,
alternating with location of stuck segment. Front panel lamps will also flash"

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. ln the attract mode, decimal
points in the display will indicate reprograrRmmed RAM. lf this condition occurs,
replacing the RAM is recommended.
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Location Replace With
Upper Display Harness 25Ov. 3AG.

Controller Board FI q F2 Autsfuse [fan)
32v sArnp

GENERAL MAIHTEHAHCE

I To replace Lamps in the Upper Display:

I : ffi'*:""":il" 
off and unplug frqn nE d qrtet

I T,;i:ilt;: :::ilil::
' Remove the four corner screvvs holding the Shroud and Display sutsassembly.

I ' Slowly pull the Shroud and Display suFassembty and tum it over.

' Disconnect the in-line po\,er connector and the ribbon cable.

I . R,emove the eight screws holding the marquee.
. Replace lamps as necessary.

I
Tg remove debris and tips from the lalqet:

t.r@. Open the lock on the Cabinet Top Dart Door.

I . 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.

I
Replacinq Fuses:

I Tvpe ofFuse

t xt''l;

I 
Autofuse

I
I
I
I
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PARTS'LIST

SCF{EMA|ICS

DIAGRAMS



ITEM NO. PART NO. DESCRIPTION

LIGHT FIXTURE
WIRE COVER
#8 x 1/2 PARTICLE tsD SCREVV
IR SENSOR
PCB IR SENSOR
4-40 KEP NUT
4-40 x 3/8 STANDOFF
MARGUE PANEL
UPPER DISPLAY
8-32 x 5i8 MACHINE SCREW
4-40 x 3/8 MACHINE SCREW
SPEAKER GRIL[-
SPEAKER ASSY

I
I

z
217-0507
J42
2U -A213
RC6
455
203-1 001
206-0253
205-0805
493
201-0056
201-0114
206-0593
GB7

11

12
13
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ITEM NO. PART NO-

14
15
16
17

o

19

DESCRIPTION

206-0274 DART DOOR FINGER
201-1046 8-32 x 1/2 MACHINE SCREW
205-1022 DART CATCHING RING, AMER T-R
201-0111 1t4-20, 1-9132ADJ. SCREW COATED

AD H ES IVE
206-0279 LATCH. MATRIX SWTCH
DCR BD ASSY
Q51 TARGET ASSY T-R AMER (KIT N73)
205-1222 SPIDER, AMER T-R
2fi-1452 8-32x 3/8 MACHINE SCREW

20
21

22
23
24
25
26

27
28
29
30
31

32
33
34
35

205-1221 BULLSEYE, INNER, T-R AMER, RED
205-0340 BULLSEYE, OUTER, T-R AMER, BLUE
MATRIX SWITCH ASSY

Q28
Q29

Q52

204-1AA3
206-4272
227-OOO3
207-0A48
F04
212-OO31
206-0008
204-1017
201-0100

SEGMENT SET, 4 PCS, T-R AMER. RED
SEGMENT SEI 4 PCS, T.R AMER, BLUE

MATRTX SWTTCH ASSY T-R AMER, (KtT
N65)
#10 WASHER
HINGE TARGET
MEMBRANE. MOMENTARY. 4 x 16 AMER
RUBBER SHEET. T-R AMER
DART DOOR ASSY
LOCK
LOCK ANCHOR PLATE
#8 WASHER
8 x718 SHEET METAL SCREW

L-
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ITEM NO.

36
36A
37
38

PART NO, DESCRIPTION

A91 CONTROLLER CARD ASSY
201-1004 8-32 x 1/4 MACHINE SCREW
206-1092 8-32 x 3/8 STANDOFF
AA1 PIEZO ASSY
217-0273 PIEZO ELEMENT
205-0419 3/8 CIRCUIT BD SUPPORT
GBs THROWDON'T THROW HARNESS &

ERACKET ASSY
201-1083 6x112 SHEET METAL SCREW
A88 GAME SELECT DISPLAY ASSY
POWER SUPPLY ASSY
217-A533 POWER SUPPLY
GC5 COIN DOOR ASSY
242-0113 CABLE INTERFACE

39
40

41
42
43

44
45
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j'i

ITEM NO. PAIIT NO.

223-10A6
227-0016
227-0046
205-0807
/i \-. X ! ,

AVe vv r4

ZJ3-UO lJ

20s-0780
205-0781
205-0788
205-0789
J35

46
t-

a3
r:

:-
:'
.L

L)
(?

DESCRIPTION

LAMP (GE658)
MI C R,OSWITC H W#658 I.AI\NP

MICROSWITCH W/O LAMP
BUTTON HOUSING, 2'' SQ WLEGEND
LEGEND, PLAYER CHANGE SELECT
LEGEND, BULLSEYE
BUTTON HOUSING, SMALL ROI"'ND
RED PANTONE, 485C
PROCESS BLUE
GREY PANTONE, 429C
BULL SELECT
PLAYER CHANGE RETAINER ASSY
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CABLES AND HARNESS PARTS LIST

EF5

ES5

ES7

ET7
*ET9

F*l=

a;

:v
tvt
EV5

GB1

GB5

EX1

CABLE , RIBBON IR

CABLE, INTERFACE, PIEZO
GROUND WRE, COVER/IR
HARNESS, COIN DOOR

COIN MECI-I/DOOR I.AMP

COIN METER

COIN DOCR GROUND

HARNESS. SPEAKER

CABLE. RIBBON, UPPER DISPLAY
HARNESS, POWER UPPER DISPI-AY

HARNESS, GAME SELECT
HARNESS, TARGET

HARNESS, GAME SWITCH ASSY
HARNESS/BRACKET ASSY THROWDON'T THROW
GROUND, CONTROLLER
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REPLACEMENT LAMP I N FORMATION

LAMPS: Replace only with the same type and rating.

WEDGE BASE
14V 80mA, Type 658

Valley Part#223-1006
(Game Switches)

r3 r. aa--.=21:--v'-3
U:ce'Drsptay)

fi
I

l

-----l

,flr-F

WEDGE BASE
14V 270mA, T3114
Type 194
Valley Part#223-0014
(Throw/Don't Throw)

WEDGE BASE
28V 60mA Type 656
Valley Fart#223-1008
(Coin Door)
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UPPER DISPLAY COIIPONENT LAYOUT
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