S KILL CRANE

Operating Instructions
Features

"SKILL CRANE"™ by UAI ig a true state-of-the-art, solid gtate
merchandieing unit offering features not found on many of the
other Crane-type products found in the marketplace. Skill
Control, two coiln acceptors ase well as a full complement of
exciting lights and sounds are Juet a few of the added

featuree which make this uniqgue product stand apart from the
crowd. Thru DIP Switceh selectione, various geme combinations
can be offered to the player. Thesge will be explalined more fully
in a later section of thise manual.

SECURITY was an important consideration when designing "SKILL
CRANEY, Special "Anti-Stringing" coiln-timing-sensors

continually monitor the coln-in aswitch to prevent

unauthorized game play. In addition, special prize chute security
devices have been installed to prevent unauthorized intrueion
into the internale of the Crane, 1If either of these devices
detect & violation, an alarm will sound and the Award Besacon

will 1ight.

BATTERY BACK-UP devicep allow retention of asccumulated
credits for up to one hour following eny power fallure.

"SKILL CRANE"™ has been designed to sccept both popular types

of player controls, Jjoyestick and buttone. Switeching between the
two different types of controls can be accomplished at any

time by the Operator with minimal effort.

"SKILL CRANE"™ will easily accept the followl optional

enhancements:
Dollar Blill Acceptor

Ticket Dispenser

In addition, the Printed Circuilt Board has been designed to
allow for additional inputs and outputs, thereby guaranteeing
that the the entire system will:be open to future options_ and
enhancements as they become availlable.



GAME OPERATION *

Upcn insertion of coin{s), the FORWARD or PRESS JOYSTICK TO START
GAME button will blink. In addition, the credit / timer wili
_display the number of game credits accumulated.

The game is etarted by pushing the FORWARD pley 'button or, 1if
the Joystick is installed, the "DROP CLAW" button {the button
on top of the joystick).

BUTTON OPERATION:

This selection retains all of the features of the original

"push button" game while optionally allowing the Operator to

run the game until the TIMER has expired. The game starts

when the FORWARD button is depressed. At that time, the
‘operation' sound begins and the TIMER begins 1't's countdown.
Crane movement can start by pressing either the FORWARD or

RIGHT button. . When both buttons have been pressed, the claw
will lower and attempt to pick up a prize, The claw will

then be returned to the HOME (front left) position automatically.

" JOYSTICK CONTROL:

This option enhances "SKILL CRANE" by allowing the player to
have complete control over the movement of the crane. In this
mode, the crane motors are elowed down to inhibit excesalve
swaying motion of the claw assembly. Four playing modes ave
posegiblé. These are determined by DIP switch eettlinge., One
mode allows the player to lower the claw once by pressing the
top button on the Joystieck while a different mode allows the
Player to lower the claw gradually while depressing the same
button. Both modes can be set to run on either a One-Time-Drop
basis or until the TIMER expires.

In the Joysetick modé.'the Player depresses the Joystick
button to begin the game. There is a .brief pause while the
opening theme is played and the crane is positioned in

the center of the playfield. The 'operation' sound signifies .the

beginning of the TIMER countdown.

After attemptiﬁz to plek up a prize, the crane will return to
the HOME poeition and open the claw. IF the appropriate DIP
swlitches ere set, the playver will then be allowed to continue
Play until the TIMER counts down to 0. :

When the TIMER expires, the crane motion will eyq;f_qnq_q%;pw
for one more plck-up attempt UNLESS the crsehé was over the
home position at which time game play will cease.

Upon Power-up, the crane will reset to the HOME position.
If, on power-up, the coin-in switch is held down, the crane
wlll go into a TEST MODE. . SEE TEST FEATURES FOR DETAILS.



COINS

DIP Switch positione 4 and 5 control the number of games per
coln and the denomination.

CRANE MOVEMENT ,

DIP Switeh poeition 3 controls whether the game continues to
play until the TIMER hae expired or whether the game éends
after one pick-up attempt.

GAME SELECT

DIP Switch positione 1 and 2 select the game configuration
mode.

TEST FEATURES

NOTE: TEST FEATURES CAN ONLY BE USED WHEN IN JOYSTICK MODE
When in button mode, you may use the Forward button to step
thru to Test #4 and then use the Lateral button to change the

status of the Claw: Open or Closed.

To enter the TEST FUNCTIONS, power-up "SKILL CRANE"™ while
holding down the coin-in ewitch. The TIMER display will then
show "88" to indicate that the TEST MODE i1s activated.

Advance through the test functions by pressing the button on
top of the Joystick. At the end of the test funections, the

game will resume normal operation.

TEST FUNCTIONS

1. Bulb Test: This test lighte all the lights in the c¢rane
that are under p.c.b. control.

2. Crane Movement 1: The Joystick will control the operation
of the crsne's left, right, forward and backward motion.

3. Crane Movement 2: The Joystick will control the operation
of the crane's up and down motion.

4, Claw Position: The Joystick will control the opening and
cloeing of the claw mechaniem.

5. Ticket Diepenser: The Joystick will control the operation
of the tilcket dispenser.







TO REPLACE JOYSTICK WITH BUTTONS

1. Remove the four {I) ecrews which hold the Joystick to the
panel.

2.'Insert Lateral Button, round wooden egpacer, and Large square
wagher in hole. Orient lateral button so that the arrow faces the
right hand eide of the cabinet. Tighten nut.

3. Unsolder the long black wire with the four {4} fast-one that
goes to the commong of the Joystick from the forward lamp.

L. Remove the white & white/orange wires from the "fire button"
switeh of the joystick and connect the white & white/orange wires
to the forwsrd switch on the Normally Open and Common terminals.

5. Remove the Red/white and White/red wires from the Joyetick.
Insolate them and tie them back.

6. Remove the White//blue end the Blue/white wires from the
Joystieck and convert them te the Normal;y Open and the Common of

the lateral switch.

7. Convert the Yeilbw and White/Brown wires that were tied back
to the lateral lamp connection.

8. Change switch on the crane controller board to A-C for 2
button operation. Set DIP swltches as needed.

9. Inetall the Arrow legend in the Forward button.

Conversion Complete






VOLUME CONTROL

Beside the DIP Switech on the Skill Crane PCB 1s =& small
adjustment control. The control in the R-14 positien of the becard
-18 used to adjust the volume of the machine.

JOYSTICK INSTALLATION

The Joyetick installation is accomplished by removing the Lateral
Button from the panel and mounting the Joystick in this hole. You
will need to drill out the hole in order for the Joystick to fit.
Remove the two (2) wiree going to the Lateral Lamp (yellow &
white/brown). Insulate each wire and tie them back into the
harness, Next, take the two (2) connectors that were wived to the
Lateral Switch (blue/white & white/blue) and the two (2) wires
that are tied back in the havness (red/white &' white/red} and
connect them to the four (4) Normally Open connectors on the
Joystick switeches (white/red, red/white, blue/white, and
white/blue). These are the direction controls. Once the Skilil
Crane 1is powered up, these can be checked for proper location
relative to the Crane carriage's direction of movement.

NOTE: Provided with the Joystick is a harness connhecting all the
Common positions together. This harness hses a free end which 1is
tinned and stripped. This wire will have to be socldered to the
lamp that 18 inetalied in what was the Forward Movement button
position. On this lamp you will find connected two (2) wireas, a
white/black wire and a white/orange wire, soldered to the socket.
Here, on the Jjunction btween the above two (2) wires, 18 where
thie Common wire from the switches is to be connected. Here,
also, you will remove two (2) connectors from the Forward Switch
and move these to the push button switch on the Joystick. The
white wire goes to the Common and the other white/orange wire
gces tothe Normally Open point on the switch. The white/orange
wire that was connected to the Commorn of the Forward switch can
also’ be used for the other Joystick switch Common connections.

IMPORTANT: WHEN INSTALLING JOYSTICK, MAKE SURE THAT YOU MOVE THE
BUTTON/JOYSTICK SWITCH TO THE A-B POSITION ON THE CRANE
CONTROLLER PCB.






ADJUSTING THE CRANE MECHANISM FOR OPTIMAL PLAY

Adjustmente may be made to help control the ability of the claw
to pick up a prize my adjusting the following controls:.

"1. CLAW CAM

The "Claw Cam" can be adjusted to allow for picking up "Large" or
"Smal1l" prizes. To adjust the cam, lo0s2en the screw underneath
the claw, rotate the cam to the desired poasition and then tighten
the screw. With the cam in the "small" setting the claw is
restricted from opening all the way, thus allowing the claw to
better plck up small objects like Jewelry, watchee and many 'out

of case'! objects.
2. TOP COLLAR RING

The top collar -ring on the crane claw mechanish can be adjusted
up or down to increage/decrease the tenslon put on the c¢law once
the prize has been picked up. This alsc helps to etabilize the

motion of the claw upon returning to fthe home posltion with the

prize,.

By ralsing the collar you inerease the posseiblility of the prize's
weight spreading the claw apart and allowing the prize to fall

once picked up.

3., LOWER COLLAR RING

The lower collar ring on the crane claw mechanism can be adjueted
up or down to determine how much the finger tips of the ¢law are
allowed to close when attempting to enare a prize.

Lowering the collar allows the tips to clogse more.

Ra;sinz the collar restricts the tips from cloeing all the way.

4. CLAW COIL

The claw coll determines how much of & grip the eclaw puts on a
prize when it closes.

There are two different claw colls available from SMS Mfg. The
standard coil is an 1000 milliamp (1 amp) coll and is consldered
the stronger of the two.

You may order a different coil (820 milliampe) which does not
allow for as much grip. Contact your distributor or SMS direct.

5. ADJUSTING THE POT AT R-27 ON THE CRANE P.C. BOARD

Adjuets the gain of the transistor to determine proper claw
adjustment. THIS DOES NOT ADJUST CLAW GRIP. To properly adjust
the transistor gain, put crane into test mode / test #4 and
adjuet pot until claw cloges.
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Skill Crane....Troubleshooting Guide

IMPORTANT: There 1s a jumper on the crane controller PCB next to U-19. This should be set
as follows for the appropriate configuarations. '

0--0 0 ¢ 0--0
C AB CAB '
Buttons Joystick

Check the operations manual for correct DIP switch settings to conform to either buttons or
Joystick.

PROBLEN POSSIBLE CAUSE CORRECTIOR

" 00 " on digital jCrane mech cable was connected to « tReplace fuse (B8 amp 250

display .scontroller board incorrectly. tvolt) in F1 pos. and connect
: ' tcable to clircuit board
H scorrectly.

Claw mech does WOT ta. R-27 adjustment on PCE_ ta,Adjust R-27 on

close tb. Bad crimp on gray : controller board
t °  wire on crane mech tb.Apply new crimp to

t  cable connector.
tc. Bad solder jump on PCB

gray wire and insert
into connector.

Call 1-800-221-0138
for instructions.

Prize detector & tDetector frame ocut of tRealign detector frame &
Alarm sound goes talignment, tincrease bulb intensity

off continuously. tby replacing the 180 ohm
- 13 watt resistor (on detector

:PCB) with a jumper wire.

s 9 e

Coin Error ta. Coin Chute noe properly ta. Make sure wires are not
: aligned tbetween coin drop & chute
3 :and that the chute is directly
O tbelow coin drop.
tb. SW-4 switch on crane tb. Refer to crane mech
: mech. tdiagram and call for instructio
ic. Defective prize detector tc. Dilsconnect the prize
} ) tdetector to confirm.
: :Then: Replace prize detector
H t prize detector PCB; or
3 :main controller pCB. s

Claw hits bottom tBad microswitch tCheck miéroswitches
but won't return : :5W3 and SW4-Replace




PROBLEM

POSSIBLE CAUSE

CORRECTION "

Claw does not make it all the
way back to toys and gces
into coim error

tbad pully motor

:Replace pully motor

claw constantly pulls up

:String not wound

tcheck SW4

and does not go to home sproperly tsee 1f string is wound
position : tcounterclock wise’
Crane will go down only tie tTie .01 cap accross

an inch or so and
returns to home position

*t we wm

:SUS 3 white wire and other
tblack and white wire




ELUE/HHITE FROM LRTERRL 3HITCH.

HHITEHELHE FRUH

LRTERRL SH, | e JOYSTICK

UIZEH FRON BOTTON

ALL COHHECTIOHS
T0 H.0. Ok COHM.

HHITEHRED

EELHE R R H T EHH B S H HEH HH B S PR HH

mmm——— | . | E HHITEHEED FROH LATERRL SH.
T0 FORHARD : i ;

LAHF.

s N ek GEDOUNTTE FROM LRTERRL SH.

. FROHT UIEM

NOUHT TOYSTICK S0 THRT ,
- FIRE CONTOL SMITCH FRCES |- ) oo
THE LEFT SIDE OF CRAHE. —







