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How to Adjust Your Ticket Payout Percentage
(Also Ref. Sec. 2, Chp. 4, cut the Cheese Adj.2, 6,8-14, &16)

Thank you for purcnasing a Cut the Cheese redemption game from Sega Pinball. Inc  This 1s the first game r sur

SEGA FAMILY FUN® Series and the response to (t has been overwhelming from both operaters and players afike
Research gathered from our test |ocations Mas shown that it is fairly easy to achieve a hign degree of clayer acc
while maximizing *he return cn your Investment. We woule like to triefly snare the mes: syccessiul mairzes 4e
have found to accomplish this goal.

23

Control payouts from J-A-C-K-P-0-T Tojlet Shots —

By ‘ar tne 01cqest faclar which «eeps players coming back for more 1§ the challenge of speiing J-A-C-K-P- O-T
tnrougn censecutve shots irig the toilet, ‘We have fourd that players prefer that an ncrezsing # af hoxets te
awardsa 1or eacn syccessiye J-A-C-K-P-O-T Letter. Our best results nave been ottained with the following sai rgs

. Jpays : points « A pays 10 points « C pays 15 pOINS « K pays 20 paIN's . P pays 25 points. 0 cays 33 cc ~ts .
T oays *GO peints (Initial Jackpot) (Ref. Adjustments S-14, # of Points ‘or "X"} . Jackpot Letter Bacsup im ¢ sel '2
BACKUP ALL THE WAY (so tnat winning points from any cther hole tesides a toilet snot will always take zway e
most recenty at letter in JAC-KP-O-T (Ref. Adj. 2. Jackpot Letter Backup Limit). Using these satings the
ooerator will be targeting an overzll payout of 36%.

Control payouts with Mr. E. Cheese automatic percentaging -—=

Since the Mr. E. Cheese holes are the most frequent playfield holes scored ty the players, Mr E. Chesss s~culd ng
se! to an automatic percentaged payoul. Fixed paycuts Can be set for 1to {( points (Ref. Ad]. 16. Ticke! Paint
Yalue), while automatic percentaging can be set from 20% to 50%. To continue to target an overall payaut =f 35°%,
Mr. E. Cheese should also be set to 36% (Ref. Adj. & Target Point Payout Percentage. ~Default = 35%])

Control payouts from all playtield holes with Coin Stops —

Finaily, you can control the payouts from any playfield hole by addin g, removing. or rotating the position of the Cain
Stops. We have nad the best results using the Coin Slops on the fol | wing holes:

. Leirand Ri ¢t 2 « Left and Right 3 « Left and Right 4 « Left and Right 10 « Left and Right 30 . Left and Right 35
(angled  AWAY from the toilet) . Left and Right Mr. E. Cheese . Note: The Coin Slops are shipped pre-instailed n
this configuration from the factory (Reference Section 3, Chapter 1, Playfield = General Parts, gulyrate & Decals, fer

locations).

Other Suggestions —

For the first two weeks that your Cut the Cheese is on [gcation, we highly recommend that you check the &ucits
often to assess the overall skiil level of your players (See Section 3, Chapter 3, Go To Audits Menu). Dally
monitoring, especially dunng peak periods of play, 1s encouraged. The faster you can obtarn an accurate
assessment of your players’ skills, the faster you will be able to determine the best configuration for your Cut the
Cheese that gives your players a fun yet challenging game Whilé providing an optimal return.

We also recommend that you manitor the game closely following any change of settings. A S&8min lygminor
change could affect the payout or play appeal of the game, resulting I} efralic earnings. For examp el¢ setting all
J-A-C-K-P-O-T letters to pay a flat 15 points at one of our test locations (still approximately 36%) caused play
appeal (and earnings) to DROP over 30% from its previous levell This I1s preciseiy why we raccmmend that you
monitor each of your Cut the Cheese games very closely, so that you can tune ! he game to the needs of each
location. You may wish to experiment with the Coin Stops to suit the skill of y)ur players. However, we strcngly
encourage you to ALWAYS .se stops on the left and right Mr. E. Cheese ho ej¢ to collect as many £OINS as possitie
from mrssed ramp shots, allowing the autopercemagmg to work i your favor.

Should you find that you need to increase the payout percentage in response to the skill level of your players, we
recommend the following s
Consider protecting a letter in J-A-C-K-P-O-T using the backup letter limit Adjustment 2. When necessary we
found that protecting the letter "C" was guite effective (once the players light the "C", this letter can never be taxen

away due to missed shots). Should you eiect to do this. note that your audits will now reflect a much more trequent
set nf payouts for the  letters "K" and "P" ginge they are the next unprotected letters. Your jackpot fre(wency will

also Increase, since fewer shots will be required to hit a jackpot once the protected letter s reached. You should
review your payouts for ail J-A-C-K-P-O-T letters once you decide to protect a letter in the sequence to ensure that

the overall payout percentage ¢ not significantly Nigher than your target. For example. by merely protecting tne
fetter "C*" using the payouts suggested above for a 36% target. you are likely to increase the overall payout

percentage upwards of 50%!

Ccnsider increasing the payout for each letter in J-A-C-K-P-O-T. If you rgtq\jned all of the above settings for a
35% payout and merely added 5 points to the payout for each letter (SO that J" now pays 10 points, A" now pays
1 5 points, etc), you could expect to see your overall payout percentage Increase to approximately 42%.

We hope that you find these suggesttons helpful " operating your Cut the Cheese!
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Portals” Service Menu System

®e15 marual coincides aqr the Portals’ Service Menu. As the operator nawvigates ‘nrough ite I, siae onooes
sisplay, the cperator can follow aicng with this manual. This manual will be divided nto Sactions arc Craotsr
Tre entire Pottals™Service Menu is covered in Section 2 with ail its chapters For instructions ard details of 1ne
Portals- Service Menu please read through the entire Section 2 before operating the Portais™ Service Menu
The other Sections and ghapters will cover the remainder of information as applys to this redemptlon game

Step 1

Step 2 Enter 'he Partais_ Service Menu oy

Yove through & menus by pushing the
Green ‘SELECT” Button.

> Step 3
Select or activate icons ta/ pushing the
Black "ENTER" Button.

2 PORTA
“T-Green Bution- -Black Button-
"SELECT! “Begin Test"
or or
"MOVE" "Enter"”

Power-Up CPU Self Tests

Upon power-uPthe CPU Board erforms a series of self tests of major components. Turn the game on_ while
observing the LEDs on the CPU Board. Tests of the P|As, RAM. and EPROMS are performed “automatically and

results of the tests are indicated by the PIA LED.

With all tests passed, the LEDs illuminate in the following sequence at power turn-on. The PIA and +3y LEDS
illuminate Immediately. Approximately 1/2-second later, the P{A LED goes out and the Blanking LED illuminates:
the Blanking and +5v LEDs remain illuminated (normal operation) until the game is turned off (See Fig. 1). Test
failures are indicated with the PIA LED lit.

Blank +5V PlA .
” ) PIA LED SUSPECT COMPONENT |
- Stays On:! One of the 6821 Plas '
(Fig. 1) i @ @ . Flashes 1 Time:| 6264 RAM at location D5
\ J [ Flashes 2 Times:| EPRCM at location C5 -
Normal Operation
QUICK REFERENCE FUSE CHART
{ PPB BOARD — { POWER SUPPLY BOARD
Fuse T CHANGE VALUE OF F6 & F7 Fuse
E1s Fﬁ""g?ﬁ?*ﬁ" 6:3" i fica R oo aalcpare M F1 | 7A Slo-Blo +5vDC Requlator Input (SvACY |
F2-3) FusS¥PGsition NotUSSaFatitted TUss'as anarc) M F2 |74 Slo-Blo +5vDC Regulator Input (SVAC) i

F3 R FiSe Postion Not USEd (I Stiffed TUES As spare. 3 3] Fuse PoSition Not Used (If stuff (IS8R5 Spare; ;‘\
F4SlEusE PoEtion Not UsS (HIstiffed WSeRs "W F4 5A Slo-Blo Switched Illumination Buss (18vDC) |
SEPSSichiNat LSSy (Rt ed =95 |4A Slo-Blo Solencid {(32vDC) ‘

[F6 |5A Slo-Blo Fiash Lamps (32vDC) Right [F6_[5A Slo-Blo Solenoid Buss (32VDC)
I5A Slo-Blo 32v Coils/Flash Lams Let
TF(se Postion Not USea [ Stuifed G
o =
CUT THE CHEESE Sega Pinball, Inc. REdemé)tIOn
ii ame
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V A SEEY S S AN -_ -_ AN SRR 4
<+ CABINET BACK DOOR BOARD LAYOUT, FUSE & RELAY LOCATIONS 4

L REGILIAY

|
POWER u:&—@ C
SUPPLY

Q BOARD! 1‘ .
BACK
DOOR 1 A
BRIDGES
0 LEFT
| [ RIGHT
s RELAY
il allf
ol
f ‘!1 i
— POWER
Lg +SUPPLY . Take Note:
1. BOARD DO NOT CHANGE

FUSE VALUE OF
5A IN F6 & F7 ON
THE PPB BOARD!

b

(8) PPB Fuses

.~ (A)PSB Fuses
| Power Supply Board

7A Slo-Blo +5v DG
‘ F1 Hegutoator input (Sv AC)

J 7A Sio-Blo +3v 0C
Hegulator Input (8v AC)

| F2 | R (NO FUSES)
Fai sasaiiin
F5; | ?‘SAQ-,S!S'CB)(O Solenoid - - 5 :
. A Slo:Blo (Right

s
{32v) Fiash Lamps

A Sla-Blo (RightLeft)
532'4) Coils/ !agsh Lamps

| 24 Sio-Blo Sal. owes |
‘\ Fe | ?34\4 Bg)?ﬁi AelayColwFias

for Switches, Coils & Lamps

\ Back Door

See Section 2, Chapter 2
Bridges / Fuses .

See Section 3, Chapter 1

for Board Part N
” F1 %gsgmsgg-szo 18v 0C _Part_ Numbers L Cabinet Fuse
| P2 sazsoy sz savoc | See Section 4, Chapter 3 (in Power Box in Cabinet)
BR2 Coils/Fidch Lamps for Board Layouts
\‘ F3 33290 SioBio 18V oc H Main P28 50
Redemption Sega Pinball, Inc. CUT THE CHEESE
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F A LI S S S S S Ay e 4

4 ROM SUMMARY TABLE =

| I.C. NAME TYPE BOARD NAME i LOC PARTN’
Game ROM 512K CPU Board ol 9653001.48
Voice ROM 1 4AMB Sound Board ul?7 965-3002-48
Voice ROM 2 4MB Sound Board u21 |gss 3003-48
[Voice ROM 3 TR ENot 3 g Nd’t‘l]s‘éd
Véica ‘ROM 4 tr £l ‘Not Used -

Sound EPROM 512K Sound Board _ | u7 965-3004-48
Display EPROM | 4MB Display Controller Bd. ROM 0 965-3005-48
Display EPROM ' 4MB Display Controller Bd. ROM 3 965-3006-48

» AN A S L S S S L A 4

roper

POWER REQUIREMENTS :

>

g This game must be connected to a properly grounded outlet to reduce shock hazard and insure

ane operation. See Section 3. Chapter 1, Cabinet Schematics & Troubleshooting (AC Power /35

Wiring Ofagram). for transformer connections required for Normal, High, and Low Line conditions.
[ Normal Line: 110v AC - 125v AC @ 60Hz
( Domestic S JFe
i uses an 8amp 25Qv Slo-Blo Fuse. CURRENT 2. BAMP [CURRENT. BAMP ;
WATTAGE: 329w MATTAGE 940w |
High Line: - coeTrge - 218v AC -240v AC @ 50Hz -
Export OBERATIO| MAXOPERATION %ei s
uses 2 X awp 250v Sio-Blo Fuses. CURRENT:  1.8AMP CURRENT.  5AMP | 8ampr  {gurf
("England & Hong Korg use an Sawe 250v /B Fuse)  [\WATTAGE: 412w WATTAGE: 1145w ' 1832w* S
Low Line: 95v AC - 1oav AC @ 50Hz{ 60Hz
! Export Japan Only . o N BMAX'OPERATION %%
| uses an 8amp 250v Slo-Blo Fuse. CURRENT.  2.5AMP CURRENT. BAMP 1
WATTAGE: 264w WATTAGE. 812w |
Your Notes
|
|
I
CUT THE CHEESE Sega Pinball, Inc. Redemption
iv NOV 96 Game



Introduction

How to Adjust Your Electronic Aoll Down Acceptor ins:de Frent

- How to Adjust Your Ticket Payout PEICEIMMADE .o i crtee e ]
. Portals™ Service Menu System EXDIANGHOMN 1. e
S POWBI-UD CPU SBIf TESES ...ivevvvvveeessss i
S Ouick BEf2rence FuSE CRET . ... /ioiivereosier st e it
. Cabinet Back Door Beard Layout, Fuse & Relay LOCLONS. ..o i
S EPROM SummMary Tabl@ ..o v
S POWET REQUIFEIMIENES ccooovses e eeesms s v
T Game Manual Tablg 0f COMENS .. VAV
SECTION Toeeiiieereerrresciaresea s st ST s 1
CHAPTER 1, OVERVIEW ooituriieemesisisusansssess s st oo 1
Cut the Cheese Game RUIES ..o 2
SECTION 2u.euiiieeieesesmsisssssmare st sa s st s s sEEss s e E 3
CHAPTER 1, PORTALS~SERVICE MENU INTRODUCTION everiireeemiincrnrecnsnssnnanecens 3
+  Portals™ Service Menu Table of Contents (View for an outline of this SECHON) . coeeiie 3
Portals™Service Menu Access & Use / How to Use This Section .....coevieneeeees 4/5
Portals™Service MenU 1CON TTBE ..o 6/7
CHAPTER 2, GO TO DIAGNOSTICS MENU wooucveenimmrmmssssmssssssssssssmssssem s 9
CHAPTER 3, GO TO AUDITS MENU ... ssssmss s 20/21
CHAPTER 4, GO TO ADJUSTMENTS MENU .covcmmiammmmmesssissmmssnssmsseaemsss et 24/25
CHAPTER 5, GO TO RESET MENU ..oocmunrnrersssmmmmimssssssss sy 27
CHAPTER 6, GO TO HELP SCREEN ..o 28/29
Y o3 101 I JPT TR 31
CHAPTER 1, PARTS IDENTIFICATION & LOCATION
Back Box - General PaMS ..o
Cabinet - General Parts (On the OUESIAE) v reeceeerrimrmrie e
Cabinet - General Parts (On the INSIAB) .. veveeerremeemsrsnrsssies s
Playfield - Major Assemblies, Ramp & Rails
Playfield - General Parts, Butyrate & Decals
Playfield - POSS & SPACETS wov.vooiwsrs s 35
Playfield - BUIDS & SOCKEES o.o...oriooiiovevewsmmmmrressmsmssssrs s 35
CHAPTER 2, ASSEMBLY DRAWINGS ..ouverenreerasmessmsssamessmsss s sasssessansasmsassssisssissasosses
OVBIVIEW oo eereeereeecerccssass s
Toilet Assembly, 500-6051-02......c..........
Toilet Lift Lid Assembly, 500-6060-00
Shaker Motor Assembly, 515-5893-00 ..ooovvriiieniaineriss
Ticket Holder Assy., 500-5819-01 {No Dwg. Available, See Sec. 3, Chp. 1, pg. 32) .40
SECTION Booeeeeesiveeesesesessssssssssesss s s s s ST 41
+  Schematics & Troubleshooting Table of Contents (outline of this SECHON) wovvvacreernen- 41
CHAPTER 1, CABINET WIRING c.ocooomvssmmrmsmsmmmmesssemmsssmsssmssesssssss et e 43
CHAPTER 2, PLAYFIELD WIRING 45
CHAPTER 3, PRINTED CIRCUIT BOARDS (PCBS) cermernerssissnssrscnsnassassasmmasessonsessesssses 49
Limited Warranty, Cautions, Warnings & Notices .......oeecaeeneeease: Inside Back
Redemption Sega Pinball, Inc. CUT THE CHEESE
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Overview

Below is the CUT THE CHEESE Playfield
see Section 2). Read over the componen

Chapter 1

of‘T

Game Rules

Toilet Assembly
(Motor for Lid
and Flush)

Q

—
)

Shaker Buton
to "drop" any
stuck coins.

Game
Rules

Section 1
Chapter 1

with all of its component locations indicated (for details on these parts.
ts below to help in understanding the effects of the game rules

CJ
Q . All coins drop

hrough holes to
an undertrough
rolling all coins

D into the coin box.

As the switches

are closed, point

values specified
are awarded.

Ramp Assy. to
launch coin into
the Toilet Bowl

Electronic Roll
Down Acceptor
the player uses
to aim coins at
desired targets.

CUT THE CHEESE
Page 1




'Cut The Cheese'
Game Rules
!»l“ Roll your coin into R g

the holes on the |

=z playfield to win the & -
indicated number of points for
tickets (see Adj. 16, Ticket
Point Value, to change ratio of
points to tickets. Default=1).

¢/~ Roll your coin into .
’23 the toilet when the |
P lid is open to

advance the leters in J-A-C-K-
P-0-T and win the number of
points associated with that
letter.

N \\\

Shoot the toilet
TG when the letter 'T'
R is flashing to win
all of the tickets in the jackpot -
(which increases with every b
coin played). But be careful -
missing the toilet may cause
you to lose J-A-C-K-P-O-T
letters! (See Adj. 2, Jackpot
Letter Backup Limit.)

Rolling the coin

. g-, into either of the

s "Mr. E Cheese"
holes will award a mystery
amount of points!

e, Press the SHAKER

“<>—J Buton (when lit) :
e to ({{ s h a k e ))) the playfield if you think it might help you!

CJUT THE CHEESE Section 1 Game

Page 2 Chapter 1 Rules



Portals™ Service Menu

Introduction

Portals Service M

Section 2
Table of Contents
CRAPLEE Toutuiveeuceseresersresessseamsasa s st b s e
Service Switch Set Access & Use/ How to Use This Section
Porals™ Service Menu 1CON TrBB « i et s s s 6-7

Chapter 2, » GoTo Diagnostics Menu & OVerVIEW ..o 9

ve GO TO SWItCh MENU oot e
see Switch Test......coee
ese Active Switch Test.......
T Switch MaUX GG oo s
= Switeh Matrix Locations. Descriptions & Part Numbers ... ... e
oo GO TO Coil MEMU ..ocviiirmrircrmi s
see Coil Test v
eas Cycling Coil Test .o
o Playfield Coils & Flash Lamp Locations ...
= Coils Detailed Chart Table & Schematic ...
es Go To Lamp Menu ceiiiniiiiinann
ees Single Lamp Test..
ees Test All Lamps ...
o Lamp Matrix Grd ...
sse Row Lamp Test....
ese Column Lamp Tes
= Lamp Matrix Locations .
ee Test Flash Lamps

«e Service Phone #..
«s Sound/Speaker T
2 Sound

z  Speaker Phase Testing.
ee Begin BurnIn......c.eeee
es Dol Matrix Test........cveiiiinns

Chapter 3, « Go To Audits Menu..............

o GameAuditTable ...
ee CUt THE Cheese AUCITS c...cererisrrrescsssssenrs ettt

Chapter 4, » GoTo Adjustments Menu

2 Game Adjustment Table ...
es Cut The Cheese Adjustments ...

Chapter 5, » Go TO RESEE MU corrveerecrirssmssamssesssmassssarsessanssssssasassasonsasasn s e e

.o Factor% RESEL...oveerensevsessesess s st resmns s RS ETS R R S S .
«s Reset Coin Audit .27
ve ROSEt GAME AUGIES ..overeermisuriemmsssssssrss s siammss s o e

Chapter 5. o GO TO HEIP SCIEEM coccuciummimisssmsssssssmmsmsssstssss s

ee Go To Help Screens (Multi-Level)
2 ProblemvSolution Table .

Bullet Notes: » From Main Menu, Level 1. ees From the Sub-Menu. Levei 3.
es From the Sub-Menu, Level 2. o Added Informatiorvinstruction.
Section 2 CUT THE CHEESE
Chapter 1 Page 3



Service Switch Set (Green & Black Buttons) Access & Use

“rer Jain Zccr ard vigw 32Mice Iancn Set oses gurss celows The Mermcor, Srotact 3wtch s "Ch T 23T EC

~her changing adjustments. leava the cain dcor spen. so changes can be made. Please ensure thﬂe Playfi_eAId
Power Interiock Switch is pulled out for Coil and Flashlamp testing (this is required).

©® Entering Portals™Service Menu:

Step 2 Step 1
Move through the mgnus by pushing the Enter *he Portals ~ Service Menu tv
Green "SELECT" Button. push'ng the Black "BEGIN TEST" Button.

Step 3
Selzct or activate icons by pushing the
Black “ENTER" Button.

; SELECT nmm
: ,1Poam.s*" |

S RN MG L FE S 2

How to Use This Section

This section will cover all functions available in the Portals™ Service Menu in a Step-By-Step process. This
section is divided into chapters which coincide with the MAIN MENU. The following pages in this chapter will
instruct the operator on how to move through the menus. It's simple. easy and fun to use!

To get into the Service Menu Mode: » Power-up game (if not already) & open the Coin Door. ¢ On the Coin
Door is the Service Switch Set (Green & Black Buttons). Push down the Black “BEGIN TEST" Button.

Looking at the Video Display you will momentarily see the introductory screen "Service Menu" with a satellite
flying from right to left pulling a banner "Porals™ © 1995 SEGA PINBALL, INC.", followed by the MAIN MENU.

The Coin Door may be closed for security, however, please note with the Coin Door closed, the game’s MEMORY
PROTECT is enabled; meaning any changes that are made will be not be written to memory. |t changing
adjustments is required, ensure the Coin Door is open.

Use the Green "SELECT" Button to move the selected ICON, and the Black “"ENTER" Button to activate the
selected ICON.

For diagnostic purposes, be sure the Playfield Power Interlock Switch is pulled out so Playfield Power is riot
disabled.

The MAIN MENU now appears with the "DIAG" fcon (DIAGNOSTICS MENU) flashing.

As the operator views the Menu Screen(s), the MM "okt symbols indicates that there are more lcons to select in
each direction. The /con selected will blink. Pushing the Black “ENTER" Button will select the /con and the
Menu Screen will change to the menu selected. Select the "PREV" /cons to move backwards through the menu
levels. Select the "QUIT" fconto compietely exit the Service Mode.

View the Portals™ Service Menu lcon Tree on the next pages fora complete overview of all menus used in this
system. View the last chapter #HELP) if more information is required. Selecting the "QUIT" lcon with the Green
“SELECT" Button, then pressing the Black "ENTER" Button will exit the Service Mode. This applies to the
large and small "QUIT” lcons.

The chapters in this section, which coincide with the MAIN MENU, will also provide more detailed information
which couid not fit in the display. Use both the manual and the display to help customnize, troubleshoot and/or
diagnose faults, if any.

CUT THE CHEESE Section 2 Portals™ Service Menu
Page 4 Chapter 1 Introducticn



Exiting the Portals Service Menu
f tnis saction with tne =xcepten of the 'QUIT fcan intne MAIN MENU
the user from the Portals™ Service Menu. "re

Al cors sl ce covered in the chapters ©
Both the large and small /cons if selected and activated, wiif exit
back 1o the ATTRACT MODE' To re-arter the Portals™ Service Menu follow the instructions at

display il return
the beginning of this chapter.
elp is required, see Chapter 6 of this section, and view the various help displays in the game

1t more b
-Green Button-} | -Black Button-
"Select" "Begin Test"
or or
"Move" "Enter"

; SELECT
‘POR"I'AL.S"f'
Your Notes
Portals™ Service Menu Section 2 CUT THE CHEES%
Chapter 1 Page §

Introduction



3S33HO 3HL LND

Portals' " Service _<_m:: _no: Tree

of the Portals™Service Menu.

See the remaining chapters for detailed
explanations of all the lcons in the menus.

w

See Sechon 2, Chapter 2.
for detads on lcon wsage

1
L,

GO TO DIAG- CUT THE CHEESE CUT THE CHEESE GO TO RESET QuUIT THIS GO YO HELP
NOSTICS MENU AUDITS ADJUSTMENTS MENU SESSION SCREEN
See Secton 2, Chapler 5,
— — {ar dlelanls on lcon usage:
MORE  MORE TR
t
Indicates more Indicates more B ;
[ lconsto the left. |} Icons to the right. ﬂ 5 —“ ﬁ a
Sce Section 2, Chapter 1, for detailed expl t

FACTORY RESEY RESET
RESET COIN AUDITS ALL AUDITS
A ] ¥ v
Requestlnstalled  RequestInstalled  Request Installed
(Back to
Attract Mode)

Ll col SER
GoToSwicH |[ Gotocoll || GOTOLAMP [ TEST FLASH SERVICE SOUND / BEGIN | [ 00T MATRIX
MENU MENU MENU LAMPS PHONE # SPEAKER TEST BURN IN TEST
¥ ¥ ¥
Test Display A.ao?xﬁuxmzm Test ct_mﬁ_.: Test Display Test Display
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Chaptéf 2’*0}5
Go To Diagnostics Menu

Special Note: If the display flashes "OPEN THE COIN DOOR" the game is indicating that mermory has beer
corrupted. This is caused be either tailure in memory (e.q. batteries are dead and/or fauity RAM) ar upon

installation of updated version of game code Opening the Coin Door will inttiate a Factory Restcre. by cpening
the Memory Protect Switch. Check battery veltage at CMOS RAM with the pcwer oft .

Overview

The Portals™ Service Menu System provides tests for sounds. display, lamps, switches and coils. Each faaturs
may be tested manually or automatically after entering the Portals™ Service Menu {see Chapter 1 cf this
section). Select the 'DIAG” icon from the MAIN MENU to go to the DIAGNOSTICS MENU. The autematic t=sts
{e.g. Cycling Cails, Fiash Lamps. etc.) may be used for a quickveniication of automatic test functions and the = _
manual tests (Begin Play Test, Single Lamp/All/Row/Column Tests, etc.) may be used for troubleshocting

During game play, activation of switches and operation of coils with associated switches are monitored. If tre
CPU Board does not detect a switch transition ("Stuck Open" / "Stuck Closed") for 50 games. it is consicerec
tauity. When cperation of a coil should close or open a switch and does not, the cail is considered fauity Intne
Attract Mode. faulty switches and coils (if any) are reported. Note that reporting of an unused switch does nat
constitute a problem and that a bad coil could mean that the associated switch requires adjustment.

—=—1GO TO DIAGNOSTICS MENU

With the game in the Attract Mode. cpen the Coin Door and press the Black "BEGIN TEST" Button

= Select the 'DIAG" /con in the MAIN MENU with the Green "SELECT" Button {upon entry of the
DIAG Portais™ Service Menu. the system defaults with the salection of the "DIAG" /con flashing) and press

the Black "ENTER" Button. The DIAGNOSTICS MENU appears.

{; The "MORE" symbois are indicating that 'more icons" are available which don’t [:}
tngE 2pPear in the display and which way to move the selection to view the /cons. PR E

Important Notes:

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"
FREU jcons. if na icons appear in the display

. because of a testing function or special
display (e.g. "Help"), press any button to exit.

Selecting & activating the "QUIT* fcon from any
display will exit the Service Session.

e

In Diagnostics, selecting & activating the "" or
"+ fcons moves test forwardsibackwards.
Selecting & activating the "RUN" /con repeats
the test on the coil or flash lamp left off at.
Selecting & activating the "ARROW” lcons
moves between tests in the sub-menu.

any display will show a help screen. (An
explanation of each Mini-icon at that level will
cycle continuously until any active button is
pressed.)

PREW
@ Selecting & activating the "HELP" /con from
HELF

3

Some tests require navigation through the menu(s) and selection of the fcons with the Green "SELECT" and
Black "ENTER" Buttons.

in Coil Test. ensure tie Power Interlock Switch is puiled out. (See Access & Use of Chapter 1 of this section for
the location ) If the switch is not pulled out, the coils and flash lamps cannot be tested (32v DC and 30v CCare
disabled). Closing the Coin Door will automatically reset this switch. Coils and Flash Lamps are checked
manually in Coil Test. To automatically check coils, goto Cycling Coils from the COIL TEST MENU. To
automatically check flash lamps, go to Flash Lamp Test, from the DIAGNOSTICS MENU.

Portals™ Service Menu Section 2 CUT THE CHEESE
Diagnostics Chapter 2 Page 9



GO TO SWITCH MENU

ﬁA From the DIAGNOSTICS MENU. salect the 'SW* icon with the Green 'SELECT" Button ara gressim2

Black "ENTER" Button. Switches are configured in an 8 x 8 Matnix of Columns (Switch Crives) and
Sl | Rows (Switch Retumns) with up to 64 switches possible. The Switch Test Menu consists of two parts
~—=— switch Test and Active Switches.

— | Switch Test
ﬁ} To initiate. from the SWITCH MENU. select the "TST" icon with the Green Button & press the Black
Button. In Switch Test, close each swilch and observe the display. The display will describe the switch
T5T | in the Switch Matrix, which includes the switch name, Retum {Row) Wire. Drive (Column) Wire. Panrt N?,
' and the "Pin-Outs" from the CPU Board. When the switchis released, the information of the last
switch closed will remain in the display until another switch is closed or the test is exited.

Active Switch Test

To initiate, from the SWITCH MENU, select the "ACT" lcon with the Green Button & press the Black
Button. If still in a previous test, select the "DREV" Jcon to return to Switch Menu or selecting either of

Fas

HLCT | the "ARROW" fcons will move through the tests. If any switches are stuck closed (or made from the
presence of a pinball), the display sequences through the switch names, Return (Row) Wire. Drive
{Column) Wire. drive transistor. Part N2, and the "Pin-Outs” from the CPU/SOUND Board. This cycle continues

until all switches are cleared or until the test is exited.

\Conmre Switch rive Wire} Rew Swiich Fazum Wiy
GRN-XXX aockng e WHT-XXX
Typical Switch Schematic & Side View
N.C. COM. NG
Normaily Jsen Corynon Normady Cheed
Switeh Tarmine Switch Termanal Swilen Terrenal
SWITCH MATRIX GRID ]
1 2 5 . e 7. = 8
Qs4 Q53 - Q52 Q51 -~ Q50 QA8 T Q48
GRN-RED | GRN-ORG | GRN-YEL GRN-BLK | GRN-BLU . |: GRN-VIO GRN-GRY
CN8-2 CN8-3 CN8-4 CN8-5 CNg-7 <} *.CN8-8. .:|: CN89
CHASM LEFT RIGHT
X2 (22) (15)
SHAKER MR. E LEFT T RIGHT :
OPTION l CHEESE (73) (10) 8
BUTTON LEFT |
LEFT RIGHT
(30) (25) C D
LEFT [ RIGHT
{200) 1 {78) NG T, SED
o [ |AeeT [ 4
SE N (50 & (30) NOTUSED ED
LEFT RIGHT | RIGHT
(4 (@) {200)
H : 2 0 g 2 2
7 - RIGHT | RIGHT 3 4
NOT USED =, ‘ @ (50) : GRUSED
WHT-VIO |57 k
CN10-2 =
8 oW RIGHT !
TICKETS D () TOILET |
WHT-GRY A ,
CN10-1 | o A 6 24 40
CUT THE CHEESE Section 2 Portals™ Service Menu
Chapter 2 Diagnostics

Page 10



Switch Matrix Descriptions with Part Numbers and Locations =
Tha swiich lccations comespond with the Switch N2 in the iable below ard the Switch Maxirix 3rd

se[S& R Switch Matrix Description | Part N°
1 1] 1 [NOTUSED MRS S =
21112 :
3103l
414}
5:11/5
6116
7117
a|1]8
fa’ 211
1012 | 2 | SFAKER GPTICN BUTT:
111 2 1 3 I NOTHISED! i Z
120214 5
1312195 4 e
1412i6F%
15]2:17
16 2 | 8 |NGRE :
1713 | 1 | CHASM FUNNEL LEFT & RIGHT 180-5154-00
18 32 MR ECHEZSELEFT 5G0-8063-01
191 3| 3 |MR E CHEESE RIGHT 1520-8063-01
20/ 3| 4 |LEFT(2) '£00-6063.02
211315 LEFT(3) T5C0-6063-C2
221316 | LEFT(4) 1200.6063-C2
23| 3] 7 ILEFT(15) T5C0-6C63-02
24{ 3 [ 8 |LEFT Q) [£00-6063-01
251411 |LEFT22) '500-6C63-01
|26 4 |2 | LEFT 76) 1500.6C83:01
2714 | 3| LEFT (30 150C-5063-61
28| 4 | 4 [LEFT(200) 500-6063-02
729145 [LEFT(50) T 1500-8063:82
301 4| 6 | RIGHT (2) 1500-6063-92
31141 7 {RIGHT(3) 1500-6063-02
3214 |8 |RIGHT (4) 1500-6063:02 !
33| 5 [ 1| QIGHT (15) 1500-8063-02
341 5 | 2 [RIGHT (10) £00-8063-01
(3515 [ 3 | RIGHT (25) 500-6063-01
3615 | 4 | RIGHT (75) 500-5063-0°
37| 5.1 5 [ RIGHT (30) 500-5063-01
28] 5 | 6 | RIGHT i20) 500-6063-
517 | RIGHT (50 500-6C63-0
40158 [TOILET 500-6063-0
41 6 ‘NOBY x i E
4216
43/ 6
al6!l4
46 S
471617 ¥
68
a9/ 7
6l 712
511713 ¥
(21714
5317 X
154/ 716
ssl7]7k
- s6] 718 £
Legend Note: r§§ a
[:] = Switches located above playfield. g0l 8|4
51| 85 INOT
. = Switches located below playfield. )
|
The following switch is located in the cabinet and 1541 8 | 8 MNOT-USED
are not noted in the diagram above: NOTE:
8 | N F SWITCH ASSEMBLY PART NUMBER 500-6063-01 15
ASSEMBLED WITH A 1°a MYLAR PIECE.
The following switches are not used: LOOP SWITCH ASSEMBLY PART NUMBER 500-6063-02 1S
ASSEMBLED WITH A 1%4'0 MYLAR PIECE.

14 o7 Jo 15 Q1 e

Portals™ Service Menu Section 2 CUT THE CHEESE
Diagnostics Chapter 2 Page 11



GO TO COIL MENU

Erom the DIAGNOSTICS MENU salectire -or Aith the Green 'SELECT” Button arg orsss
the Black "ENTER" Button. Twenty-Two regular coll 3nivers (puised under microprecesscr contrct a
provided to switch ground coils. The Left/Right Relay is used in conjunction with Crives 1 through 8 ©
switch +32/50 volts between coils or flash lamps; these sets are termed "Left” or "Right". The first 8 cail
numbers are followed by "L" for left: the first 8 #lash lamp numbers are foliowed by "R". This relay is locatad on
the PPB Board which provides isolation diodes and currernt limiting resistors. This effectively provides up to 30
drive controlled devices (if required). The remaining {09-22) can be aither colls or flash lamps (indicated in the
display and the tables on the next pages)

Coil Test

To initiate. from the COIL MENU. select
Button. Ensure the Power Interlock Switch
"1 Jcon to start the manual Coil Test from

—~
-l

the “TST' lcon with the Green Button and press the Black

is pulled out. Select ather the =" or "+ /cons. Start with
the “+ #1L (The test runs through #1L - 22). Press the Black
Button on the "+ icon, as each coil is selected, the display will describe the coil or flash lamp name with
the corresponding number, the wire with colors, the "Pin-Outs" from the CPU and PPB Boards, the call voltage
and gauge-turns (e.g. 23-800). Press the Black Button again to move forward in the test. To test and view a
particular coil or flash lamp. select the "RUN" Icon and press the Black Button. Each time the Black Button is
pushed, the coil or flash lamp will fire on the playfield and/or backbox, with the display indicating the ¢coil or
flash lamp information. Continue with the same procedure to run through the entire test.

Cycling Coil Test

@ To initiate, from the COIL MENU, select the "CYC" fcon with the Green Button and press the Black
.4 | Button.. 'f still in a previous test, select the "PREV" Jcon to return to Coil Menu or selecting aither of the
'Y C | "aARROW" cons will move to Cycling Coil Test (selecting again will return to Coil Test). The test pulses

' each regular coil or flash lamp sequentially {cycling) on the playfield and backbox. The display indicates
"CYCLING COILS".

CUT THE
Page 12

Gl = General # = Flash Lamp
fllumination (FLAMP)
o TN
w | #44 Buldb oy,
B (Bayonat) #89 Bulb
165-5000.44 (Bayonet)
165-8000-49

#44 Bulb uses a
3-Lug Long
Stand-Up Socket
(077-5009-00).
29 ea.

CHEESE

#89 Bulb uses a
2-Lug Short
Stand-Up Socket
(077-5101-00).
28 ea.

Section 2

Chapter 2

Portals™ Service Menu
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Playfield Coil Locations Playtield Flash Lamp Locations

1 -+

[ER

[o] [l
o] [

S 3 g

(= [

H'”E ..

ERELECECEs [ (= [ o]

| o
[ Type Coil Description Type [__Flash Lamps Description & Qty. |
COILF1L+{NOT USED COIL 1R |Le't & Right Side Positions t & 2 (FRONT 2 F)
COIL2L%| NOT USED 2 COIL 2R !Left & Right Side Positions 3 & 4 ;
COIL-3L |NOT-USED # COIL 3R [Left & Right Side Positions $ 4 6 !
COIL4L=INOT USED A ; COIL 4R |Left & Right Side Positions 7 & 8 :
COILTEL INOT USED COIL 5R | Lef & Rignt Side Positions ¢ & 10
COILY6L4{NOT.US COIL 6R |Le & Right Side Posttons 11 & 12 (BACK &1
[colL:7L¥INOT TCOIL 7R |Left & Right Back Panel Pesitions 13 & 14 :
COILt8LE{NDT; NOT.USED . siin Sl B s«
'COIL 08 |COIN METER _

TCOIL 10 | A/B RELAY (LEFT/RIGHT) Legend Note:

ICOIL 11 G| RELAY.

D = Coils or Flash Lamps located above playteic.

o112 [ROTUSECHNINN I R
[cOIL 13 !FLUSHCOL A .
“COIL 14 TOLET LID MOTOR AELAY i‘i [ = Coils or Flash Lamps located below playfield.
|COIL 15 | SHAKER MOTOR J‘ The tollowing coils/flash lamps are not used:

TCOIL 16 | TICKET DISPENSER

‘com;i‘r} zoiuseo' 2 : ] E! ﬁ! ﬁ! ﬁ! i! ﬂ ﬂ
COIL*183|NOT USED 1

[COIL9<NOT USED SERRRRESRE it ﬂ m E m E
{COlt#20NOT USED W = ’ ,
TCONF213INOT-USED! The following coils are not noted in the above pictorial:

Ccoll*22:{NOT USED ﬂ m E m

Portals™ Service Menu Secticn 2 CUT THE CHEESE
Diagnostics Chapter 2 Page 13
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Wf Saytmn 999 Bubs

= = = &

ALK-8RN

HOT USED

AX Playfled 989 Buibdl

8828

LT T Jr
NOT USED

4X Playfad 989 Buiby)

PEQ 3CARL
T % faavoc 8 AX Plavfmd /988 Bulbst
-+ QT USED
LT T 4X Prayfieid (#89 Bulby)

i‘ NOT USED &—— =

®

4T Back Panel
(v83 Bubds)

FaataW

47L NOT USED

#7R

#8L
#8R

i)

U BOA POWER SUPFLY
¢PU BOARD 20ARD *
o CNe
[ 1 ” svoc
SRNBLK FLLIL A S ) '
S
oenED wa2v0c

G ENERMAL
ILLUMINATION

BAN-ORG (G1) RELAY
e
;4 NOT USED : Note:
#17- #22 ARENCT
- iN THi5 SCREMATIC (See
Ceil Tabie on previous page;
20-1080
BRN-GRN RED
FLUSH COIL
TP
7 ]
#1a | [azs] pr =

TRANSFORMER
TCILET L0 MOTOA
RELAY 9CARD
120-5010-00

CUT THE CHEESE
Page 15




Flasn Lamp Wirtng Jiagram

Playfield Coil/
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Playfield
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Back Door PC8s Wiring Diagram

b3 2

EZUEPAPRERTL
3w d

i .
TETTIX SR

Ly

[T

atdalyl

§
TR

AL,
,ﬁqddﬁ_ ﬁ

b5 ¢

1
LRI LE]L]

r—(

x
’ \L. —

M&QP

nw_ﬂqwmw¢m«mwm

bkt

J— Pgdddddigiedide t
. o -
2 2 A3 morem = - e el b
w y |2 ZROETS = A
- — =5 = e - ol SN
waruwd o b arl— s 3 proived — T e
P Al s maditsed B =) povel i B o
TR e = - e et
T —p- - o/ - » ——
T iy - -/ - /e e o
= = i .
. Rl
o o _v.. o
s g
[ -
p < =
>~
o] »
=ty © z
a4 -wl f1a) £
1 faakad L
e a =
a -
- ™ e —
-
=
o
=
-
==
o

A
L :
NN E.
h 4
R
?

——
A

s

-
-

P

!
%
>

SUPPLY =

POWER

-

‘G
4
=

-

aiald

14044044

):Iiﬂ:ﬂll}

it

31

i

Section 4

Printed Circuit

CUT THE CHEESE

Page 52

Boards (PCBs)

Chapter 3



WIRL COLOR

ORIGIN

TO ELECTRONIC MECH

18 AWG BLACK
18 AWG GRY/RED
22 AWG ORG/BRN

P/S CN4-2 BLACK  GND
P/S CNB-3 RED +-12VvDC
CPU CN3-9 WHT INPUT

D
CPU CN7-1 YEL/BRN

_ o1/ | | L
2700.1/4W
| moxer oiseenser TICKET METER
_ | DLA-S-5
RED cPU
-, TICKET DOOR _ ey
_ 7 LED _ W BRN BRN ORG/RED
_ BLK _ _ 2
_ 4
5
_ 1N4001 _ _ 2
_loncozmlwmmoxof |_ Lo o o
r LOW TICKET SWITCH L
_ IN TICKET BIN _
_ CPU CN10-1 WHT/GRY _
\
1N4001
| = Ne |
| ¢ NO. |
DWN. DATE TITLL
- Phbes |05-02-96
_ CPU CNB-1 GRN/BRN _ tst USE SCALE CLECTRONIC COIN MECH CONVERSION
—-l nl— ZO<M_|.—< - PART NO
- - - - Sega Pmball, Inc A
1990 JANKE AVE, MELROSE PARK, IL. 60160 000 -0000~-00

1T

TICKET JAM DETECTOR

L

L — —

MECH CONVERSION l

=

T




Ticket Dispenser Control Board Wiring Diagram

Models DL-4-S-S DL-4-P-S

| o
| | . |
- ! i |
- © ze .% LB =
p= k) . = N & 1
, L i S IR
I ‘ 1° i ! -
| ' by T 3y oran g
‘ eee—————— TR 32402
, i i
P o = i2 i ) coo |
T e ’ s :
" AT vl PER 2 dares
o Ui — i : —_
2! LAY ) I ! i
s wE 2ol (S S
as PP ' R
S - A e ! .
. LT T « he 4N wzx a2
=z | 307 P2
; - AT v
B Tl _—— =

2z
28 .

-
i =
-_
= i

wsura 29 cosaEr azuANiE S

—_————— -

1o pwARSUPPLY

Model #DL-4-S-S, SW Input
Model #DL-4-P-S, Logic Input.

Nete: With logic input components and dotted
Ines are omitted ana Z1 is jumpered 10 22.

Note: Enable pulse may be positive or negative

| T0 30 MS. __\ by having jumper on TM-4 in proper piace.
‘—\ » TM-4 BOARD
LQGIC INPUT +12 Y. a o l
O w -3
ENABLE —————GND- z 3 E
! e H .
i - .
SWITCH INRUT o1 s -2y v ] Note: On PCB TM-1.
o & - Rev.1 &2, Qland ¢
| — o8O o 2 transistors are
| F . DA0K1or equivalent.
-2V 3 s
z S =
1 500 WS z
MOTCR  ON GND- @
i = B
! b4 -
o

i TO Pwa. SUPPLY

CQUNTER J P2V
————GND.

o] Model #DL-4-S-S
Model #DL-4-P-<

GND. (BLE)

Erom "Cuick Release' Tickel Cispenser Marual Deitronic Labs. Inc. 120 Liberty Lane, Chalfont, PA 18914 215-997-8616 Fax 2! 5-397-25C6
U.S. Patent 4272001

SEGA Section 4 Printed Circuit
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—=+ GO TO LAMP MENU

n Frem the DIAGNOSTICS MENU. select the LAMP" jccn with the Green SELECT Bufton zrzZ-zss
the Black "ENTER" Button. Controiled lamps are configured in and 8 x 8 Matrix of Columns Lam
AP Drives) and Rows (Lamp Returns) with up to B4 lamps possible. The Lamp Test Menu consists ot feur
pans: Single Lamp Test, Test All Lamps, Row Lamp Test and Column Lamp Test.

Single Lamp Test
E To initiate. frem the LAMP MENU, select the "OGNE" feon with the Green Button and press the Black
Button. Select sither the ™" or "+" /cons. Start with the "+" /con to start the manual Lamp Test from
4E | Column 1, Fow 1. Switch 1. Pressthe Black Button on the "+" /con as each lamp is selected. the larmp
" will light at it's location on the playfield as well as the display, indicating the Lamp Matrix Grid position.
lamp name with the corresponding numboer, Return {Row) Wire & Color, Drive {Column) Wire & Color, and
associated drive transistors_ Press the Black Button again to move forward in the test. To test and view a
particular lamp. select tha "BUN" Icon and press the Black Button. Each time the Black Button s pushed, the
lamp will light-up on the playfield, with the display indicating the lamp informatian. Continue with the same
procedure to run through the entire test.

=
-—

|

E Test All Lamps

To initiate, from the LAMP MENU, select the "ALL" Jcon with the Green Button and press the Black

aLL Button, !f still in Single Lamp Test {or any 1 of the 4 tests), select the "PREV" /con to return to Lamp

H Menu or selecting either of the "ARROW" Jcons will move through the tests, keep activating until Test All
Lamps is displayed. The display will indicate "ALL LAMPS ON" and the tamps on the playfield will be Ift.

alternating between the rows in the Lamp Matrix. Continued on the next page with Az w & Column Lams T2<'s

Typical Lamp Schematic & Side View T
e
W
YEL -XXX Cﬁ‘ : vEL
. XXX
&L J Eﬁa |
RO
COMMON == !
LAMP MATRIX GRID Dlods 100t RED
1 2 3 4 5 & 7 8
Q71 Q70 Qs9 I 'Qes8 - | o Q67 Q66 Q65 - Qb4
YEL-BRN YEL-RED | YEL-ORG | YEL-BLK- YEL-GRN YEL-BLU YEL-VIO YEL-GRY
CN7-1 CN7-2 CN7-3 CN7-4 CN7-5 CN7-7 CN7-8 CN7-9
1 LEFT RIGHT MR. E pt 93
Q72 JACKPO(T) NOELUSED T;USED YLRUSEDS
RED-BRN : : i T =
CNe-1 i o Rsacad 1 EREE
2 LEFT LEFT | RIGHT MR. E R T A oot ey
Q73 JACKP( 01T \(3) I (50) (30) CHEESE "NOTISED g NOT USED o TUSED 4
RED-BLK | : RIGHT - Har L _%v
CN6-2 0 8 6 5 e 0 B XPu R S8
3 [ LEFT RIGHT RIGHT SHAKER [T g
a7s  |smcxiriot @ ) (20) OPTION _
RED-ORG | ‘ BUTTON E
CNB6-3 g q
4 | LEFT RIGHT { RIGHT o B =
Q75 JAC( K POT ©i15) )] 1(50) ‘NOT.USED E21:} o
RED-YEL 2 g o3
CN6- 4 0 B K 6 4 34 Z 6
5 LEFT RIGHT i TS A B | e R G
Q76 JA(CIKPOT | (10) (% NOTUSED TUSED, % JOTUSED ;3| NOT USED & 'NO_TSSED,;:_
RED-GRN - s : o A il
CNg§-6 as e oy 53 LR Ee A ©
6 LEFT RIGHT : b e o) ,ﬁﬁﬁ" L
RE%ZZLU J{ AYCKPOT \(25)‘ (19 “NOT, OTUSED BINUT.USED 35| NOT USED %/ anl SED_“S
CNe-7 : ; =12 o ) =2 s §3§ s
7 LEFT RIGHT & F s T g
Q78 (JJACKPCT | (79) \(m) NOT USED - NOT USED J1:NOY . i
RED-VIO | = 8
CN6-8 23 £ S s
8 LCW LEFT RIGHT i d
Q79 TICKETS s‘;zo) \(25) p OT.USED
RED-GRY | ;
CNe- | 5 | m ‘ a0
CUT THE CHEESE Section 2 Portals™ Service Menu
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—— i Aow and Column Lamp Tests

ﬂ @ To intiate. from the LAMP MENU . select the 'CCL" iczn with the Green "SELECT ' Button
and press the Black Button. f still in a previous test. select the 'BPREV" icorto return o
Eualg|l COL | Lamp Menu or selecting either of the “A£HOW" lecns will move through the tests. keep
activating until Row or Cclumn Lamp Test (whichever desired) is displayed. In this test. each
set of lamps in each row or column of the Lamp Matrix (respective to sach test) will light-up on the playlield and is

indicated in the display.

Lamp Matrix Location
~he lamp ‘ocations ccrrespond with the Lamp Number in the Lamp Maxtrix Grid on the previous page.

X

Legend Ncte

Lam;s located
above playfield.

LamEs located
below ptaytield.

The following
Lamps are not
used:

The following
Lamp is not noted
in this pictorial:

CUT THE CHEESE

Portals™ Service Menu Section 2
Page 17
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- = TEST FLASH LAMPS

From the DIAGNQOSTICS MENU. seiect the 'FLASH" lcor with the Green 'SELECT" Butten z-c ¢
the Black 'ENTER" Button. After selecting this /con the display will indicated "CYCULING FLASHER
and all the flash lamps will cycle continuously untill the test is exited. This test is allows the technician to
easily spot any burned-out bulbs and replace them.

Note: This test is also good to verify operation of the Left/Right Relay. If the relay does not function property zcoils

may energize instead of the flash lamps.

—{SERVICE PHONE #

=y From :he DIAGNOSTICS MENU, select the "SERV" lcon with the Green "SELECT" Button and press
! e Black "ENTER" Button. After selecting this icon the display will indicate a phone number tc cail #

ZERW technical assistance is required.

—1SOUND/SPEAKER TEST

g@;‘ From the DIAGNOSTICS MENU, select the "SPKR" /con with the Green “SELECT" Button and prass
- the Black "ENTER" Buttan. The BSMT 2000 Sound System produces true digital sterso sound cn the
+FRH Leit & Right Speakers (Backbox) and “Mono" on the Center Speaker (Bottom o Cabinet). After
selecting this /con. select the "-" or "+ Jcons and press the Black "ENTER" Button fo activate the first
test. Repeat to visually see & hear all tests. Select the "RUN" jcon to activate the test chosen without movirg to

the next test.

During Sound Tests, the display shows the sound board circuit under test and the corresponding sounds. The
sound functions allow verification that all channels are functioning properly & that the speaker connections are
correct. (Refer to the game manual for detailed testing procedures).

Speaker Phase Testing

Connections to each of the three speakers are polarized and each must be connected appropriately for the best
quality sound. if one speaker has the postive and negative connections reversed with respect to the other twa,
bass frequencies will not be produced properly and the overall sound quality will be poor.

To test for proper speaker phasing, use the sound test to cycle through the Left, Center, and Right Sine functions.
if the Center Sine produces more volume and bass than the Left and Right Sines, the speakers are connected
properly. If it produces the same or less, one speaker is connected improperly. To isclate and correct reversed
speaker connections, one of two methods may be used.

1. Check each speaker for polarity markings. If the speakers have polarity markings, verify that the single-color
wire (BLK, YEL or RED) is connected to the negative (-) terminal.

2. Disconnect the speaker output connector from the CPU / Sound Board and connect a 1.5-volt battery across
each speaker pair one at a time while observing the speakers. Make sure the positive battery terminal is
cannected to the positive lead (CN4-Pin 1. 3 or 6) each time. As the connection is made, check speaker cone
movement; proper connections are indicated by outward movement. '

{—Automatic / Manual Sounds Automatic / Manual Sounds 1
Tests Produced ' Tests Produced ‘
‘ Left Speaker Left Sine Volce ROM 2 (Loc. U21) Speech P

[ Both Left & Right Speakers Center Sine [TaVoloe ROM 3 (Loc: 136y MM~ % Nof Used

| Right Speaker Right Sine Voice ROM LAC. 037 T Not Used 3.

™ Volee ROM 1 (Loc. U17) Speech Pattern 1 j " Sound/OPSYS EPROM (Loc. UT) Level 1-3 (Music Test) |

From the DIAGNOSTICS MENU, select the "BURBN" /con with the Green "SEL_ECT" Button and press
the Black "ENTER" Button. After selecting this /con the Begin Burn-In Test will start. At this stage the
game will exercise all GCPU /O Functions (Dot Matrix Display Test, Coil Testing, Lamp Testing, Sound.
etc.). This is provided to constantly exercise sounds. colls, ete... Cumulative Bum-In minutes will be
displayed. To reset Burn-In minutes to 00, select the “RESET" lcon in the MAIN MENU and select the

"FACT" lcon (Factory Reset). See Chapter 5 Go To Reset Menu, of this section.

g BEGIN BURN IN

CUT THE CHEESE Section 2 Portals™ Ser\_/ice Menu
Page 18 Chapter 2 Diagnostics



DOT MATRIX TEST

From the DIAGNOSTICS MENU. selectine ‘CCT TEST icor antnz Green 'SELECT' Button 272
press the Black "ENTER" Button. After sejecting this /con the Dot Matnix Dispiay Test immediately
begins. The display will 1mmediate|\éilluminate and cycle for one pass of each test sontnucusly for 2ach
of the following tests (Pressing any button will exit the test and retun to DIAGNOSTICS MENU.):

= 7
<=
-

—
m
"
=5

1. liluminates 1 vertical column of dots. tuming it off & illuminating the next column, until each column has
been individually lit, while the other columns are off.

2. lluminates 1 harizontal row of dots. turning it off & illuminating the next row. until each row has tean
individually lit, while the other rows are off.

3. llurrinates all the dots. except for ong column from left to right
4. fluminates all the dots except for one row from top to bottom.
5. [lllurninates every other dot lit, in both the rows and columns.

6. iluminates ail dots at 30%, 70% & 100°% brightness.

Dot Matrix Display Explained
The display utilizes a Micro-Processor Control Board mounted in piggyback fashion to the Dot Matrix Cisplay
Criver Board. The purpose behind this board is to provide more information (192 X 64 Cots) to the cperator as
well as displaying graphics to the player.

The beard is controlled by a 68000 Microprocessor and its personality ROMs (Unigue to the Game). It receives

Data, Reset & Clock Information from the CPU Board via the ribbon cable and sends back muitiple Status and
Busy Signals to the CPU. This is to insure synchronized communication between the CPU and the Display

Controller Board.

The Drivers for the rows and columns are provided on 5 surface mounted integrated circuits on the Dot Matrix
Display Oriver Board.

Your Notes

Portals™ Service Menu Section 2 CUT THE CHEESE
Diagnostics Chapter 2 Page 19



Cu+ The Cheese

GAME AUDIT TABLE

hatoeopy for Fieid Audit Tracking Performancs
Jse blank cclumn to fill-in game audit totals:

N | Audit Name O Filkin | N Audit Name | Fill-In
1 #ot Total Coins 22 " Coins in Left 20
- — — _
2 , Total Earnings [ 123 t Coins in Right 20
_ /|
1. 3 \Coms in Chasm 1 ‘ 24! Coins in Left Mr. E. Cheese
| L
: 0 ; ;
| 4 Coins inLeft 2 1 ;25 Coins in Right Mr. E. Cheess ‘
: ; 7
© 5 Coins in Right 2 ! \ 26 | Coins in Toilet 1
- T
i ! i |
| 6 | Coins in Left 3 i ‘i 27 | Stuck/Lost Coins |
1 |
i 7 Coins in Right 3 : ‘ 28 Recovered Coins
i i b
o \ \
| 8 | Coinsin Left 4 1 29 | Total Points Scored |
i 9 {Coins in Right 4 30 | # of Mr. E. Mysteries Scored \
I ‘
|10 ! Coins in Left 10 31| Total Mr. E. Points 1
| o I
l 11 | Coins in Right 10 32 | # of Jackpots Scored
| 12 } Coins in Left 15 33 | Total Jackpot Points
Lo ‘
‘ 13 ‘ Cains in Right 15 34! Point Payout Percentage
|
14| Coins in Lsft 25 35" J" Points | ‘
15 | Coins in Right 25 |38} A" Points ’.‘ i
} 16 | Coins in Left 30 L37 " C" Points \i ‘
o - g —
‘lﬂ Cains in Right 30 \ \1 38|" K " Points \ 1
| _ ;
\ 18 1 Coins in Left 50 l 1|39 } * P " Points . ‘
N | 1
1 { Coins in Right 50 \ }40 10" Points |
| | . \
20 | Coins inLeft 75 \ 1| a1 l'ﬁckets Dispensed |
_—‘_ll ; !
\21 Coins in Right 75 . ‘
{ I
CPU Ver.: \ Date Audited:
CUT THE CHEESE  Display Ver: Section 2 Audited By: 1 Game

“Audits

Page 20 ~ .Chapter 3 Location:



Game
Audits

Overview

The Portals™ Service Menu System
game difficulty adjustments. Each au
Chapter * Introduction, of this section

Chapter 3 of 6

Go To Audits Menu

rovides 41 Audit Functions for accounting purposes and for evaluatien of
it may be viewed manually after entering the Portals™ Service Menu :s22
). All'audits can be viewed at a glance with the Game Audit Table provided

con the previous page and the end of this chapter.

|::

AUD

GO TO AUDITS MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "AUD" fcon in the MAIN MENU with the Green "SELECT" Button and press the Black
"ENTER" Button. The AUDITS MENU appears.

Important Notes:

2
EREY
<

HELH

3

Exit any sub-menu and return to the MAIN :
MENU by selecting & activating the "PREV"
fcons. f no lcons appear in the display |
because of a testing function or special aul

Selecting & activating the "QUIT" fcon from any
display will exit the Service Session.

display (e.g. "Help"), press any buttonto exit. TYIT

Selecting & activating the "HELP" fcon from AN Selecting & activating the "ARROW" lcons

any display will show a help screen. (An

selects the next or previous audit in the group.

explanation of each Mini-Icon at that fevel
will cycle continuously until any active button

is pressed.)

CUT THE CHEESE AUDITS (1-41)

From the AUDITS MENU, with the Green "SELECT" Button, select and activate the "RIGHT ARROW" /con to
view the 1st audit in this group. Continue to select either of the "ARROW" lcons to view each audit one at a time.

The display will descripe the audit number,

the audit name, and the audit total or value. The current audit will

remain in the display until the next audit is chosen or when the menu is exited.

Aune]

Audit Name

L Audit Definition ]

Provides the total amount of coins registered through the-coin slot.

Au.1  # of Total Coins

The ot cash alie aceuulted s s sedis
Au.3  Coins in Chasm Provides the tola amount ol e g the et o 170
Au.4 Coinsinleft2 Provides the total amount of coins registered through this coin hole.
Au.5 CoinsinRight2 Provides the total amount of coins registered through this coin hole.
Au.6 Coinsin Le?t 3 Provides the total amount of coins registered through this coin hole.
Au.7 CoinsinRight3 Provides the total amount of coins registered through this coin hole.
Au.8 Coinsinleftd Provides the total amount of coins registered through this coin hole.
Au.9 CoinsinRight4 Provides the total amount of coins registered through this coin hole.
Au. 10 Coinsin Left 10 Frovides the total amount of coins registered through this coin hole.
Au.11  Coins in Right 10 Brovides the total amount of coins registered through this coin hole.
Au. 12 Coinsinleft 15 Provides the total amount of coins registered through this coin hole

Section 2 CUT THE CHEESE
Chapter 3 Page 21



Audit Definition

AuNe _ AuditName
Au. 13 Coins in Right 15 Provides the total amount of coins registerad through this coin ho'e.
Au.14 Coinsinleft 25 Provides the total amount of coins ragistered through this coin hole.
Au. 15 Coinsin Right 25 Provides the total amount of coins registered thraugh this coin hcle.
Au. 16 Coinsin Left 30 Brovides the total amount of coins registerad through this cain hole
Au.17 Coins in Right 30 Provides the total amount of coins registered through this coin hole.
Au.18 CoinsinLeft 50 Provides the total amount of coins registered through this coin hcle.
Au. 19 Coins in Right 50 Provides the totat amount of coins registered through this cain hole
Au.20 CoinsinLeft75 Provides the total amount of coins registered through this coin hole
Au.21 CoinsinRight75 Frovides the total amount of coins registered through this ccin hole.
Au.22 CoinsinlLeft20 Provides the total amount of coins registered through this coin hole.
Au.23 Coins in Right 20 Provides the total amount of coins registered through this coin hole.
Au.24 Coins in Left Mr. E. Cheese Provides the total amount of coins registered through this coin hole.
Au.25 Coins in Right Mr. E. Cheese Provides the total amount of coins registered through this coin hole.
Au.26 Coins in Toilet Provides the total amount of coins registered through this coin hele.
Au.27 Stuck/Lost Coins sﬁr-ovides the total amount of coins not scored immediataly after coin
Au.28 Recovered Coins E;Ot\l{ligegsa:::g g?;e;leimoum of coins collected during automatic shaking
Au.29 Total Points Scored \‘/Dar(rji\éiSSigl‘eest_Otal amount of points scored from the player scoring the
Au.30 # of Mr. E. Mysteries Scored Provides the total amount of times the Mr. E. Cheese was collected.
Au.31 Total Mr. E. Points arf\gééig\ees;o;\ﬂlzgﬁum of points issued from the player scoring the
Au.32  #of Jackpots Scored FFJ"rac;)/ges the total amount of times the JACKPOT was achieved by the
Au.33  Total Jackpot Points ‘Targ\lgad;?;)r'\e total amount of points issued from the player scoring the
Provides the point payout percentage by the number of points scored
Au. 34 Point Payout Percentage divided by the earnings in pennies, based on 1 Point = 1¢ with 1 Token
worth 25¢.
Au.35 “J"Paints Provides the total amount of paints awared by player scoring letter J.
Au.36 " A"Paoints Provides the total amount of points awared by player scoring letter A
Au. 37 " C"Points Provides the total amount of points awared by player scoring letter C.
Au.38 " K" Points Provides the total amount of points awared by player scoring letter K.
Au.39 " P " Points Provides the total amount of points awared by player scoring letter P
Au. 40 " O" Points Provides the total amount of points awared by player scoring letter O.
Au. 41 Tickets Dispensed Provides the total amount of tickets dispensed.

CUT THE CHEESE
Page 22
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Cut The Cheese & 2

EXTRA GAME AUDIT TABLE o T

S
Frotocopy for Field Audit Tracking Performance L R
1Use blank celumn 1o fili-in game audit totals: S RIS
Ne| Audit Name | Filbin_ [|Ne Audit Name | Fillkin
T | -
| 1 | #of Total Coins | 22| Coins in Left 20
i : i
|

| 2 Total Earnings

& 23

Coins in Right 20

3 1 Coins in Chasm | "'241 Coins in Left Mr. E. Cheese
- 1
4 l.Cains in Left 2 ‘ 25| Coins in Right Mr. E. Cheese
i | |
5 : Coins in Right 2 : 126 | Ceins in Tollet
6 Coins in Left 3 | 27 Stuck/Lost Coins ‘
I !
7 iCoins in Right 3 28 | Recovered Coins
i
8 Coinsin Left4 “29 Total Points Scored
! ¥ ;
\
9 | Coins in Right 4 [30 # of Mr. E. Mysteries Scored ‘
| !
10| Coins in Left 10 ©31 | Total Mr. E. Points
" ‘ Coins in Right 10 32 | # of Jackpots Scored ‘
[12 . Coins in Left 15 33 | Total Jackpot Points
| \
13 Coins in Right 15 ' 34 | Point Payout Percentage
'14 | Coins in Left 25 35("J " Points
15| Coins in Right 25 ‘} 136" A" Points i
16| Coins in Left 30 ;37 " C " Poirts 1
: i
l 17 | Coins in Right 30 1738 l‘ “K* Points ‘
- |
\ 18 \ Coins in Left 50 ‘|39 |" P " Points t
| | ‘
\ I i |
(19 ‘ Coins in Right 50 !} 40 l " Q" Points I

\ 20 ‘ Coins in Left 75
I

‘ ” 41 | Tickets Dispensed

\E1 \lCoins in Right 75

—

Date Audited: CPU Ver.:
Game Audited By: | Section 2 Display Ver.: CUT THE CHEESE
Audits Locatlon: | Chapter 3 Page 23




Cut The Cheese T

GiDJ GAME ADJUSTMENT TABLE =
Ne | Adjustment Name | Factory Setting
1 Automatic Shaker Opticn ‘ 3
. \ ‘
2 Jackpot Letter Backup Limit ; Backup All The Way
1 |
| | \ |
3 ' Enabe Fart Sounds ‘ Yes i
4 - Atract Mode Music \ Occasionally
| ; :
5 Obligatory Ticket ‘ Yes
—— ]
“ i ! ;
| 6 | TargetPaint Payout Percentage \‘ 35% 1
1 | ‘
|7 | Starting Toilet Jackpot \ 100 Points {
i i _’_’_’_,___,4]
| _ -
8 | Toilet Jackpot Limit
1

300 Points ¥|
|
|

|
19 ‘\ # of Points for 'J’ ‘ 5 l
|
| | |
10 | #of Pomts for A \‘ 10 |
| ‘ l
| —
1 11 \ # of Points for ‘'C’ \ 15 |
| 1
12 : # of Points for 'K’ \ 20 \
| |
113 ‘l # of Points for ‘P’ 1 25 }
i 1 - ;
\f//‘J/ | | |
| 14 '\ # of Points for 'O’ 30 ‘
| |
“ 15 | Out of Tickets Alarm | AuTOMATIC |
e _ | : |
| 16 | Ticket Point Value | 1 :
\ |
CUT THE CHEESE Section 2 ‘ Game
Page 24 Chapter 4 Adjustments



Chafpter' 4 7o_f 6
Go To Adjustments Menu

Overview
The Portals™ Service Menu System grovxdes 16 Adjustment Functions to vary game difficuity or to custemize

ticket payouts, Each adjustment may be viewed manually after entering the Portals™ Service Menu (se=

Chapter 1, Intreduction, of this section). All adjustments can be viewed at a glance with the Game Adjustment
Table crovided on the previcus page. if a value is changed or customized. the display will indicate REQUEST

INSTALLED.

? GO TO ADJUSTMENTS MENU

With the game in the Attract Mode. open the Coin Door and press the Black "BEGIN TEST" Button.
- Select the "ADJ" feonin the MAIN MENU with the Green "SELECT" Button and press the Black
HbJ | "ENTER" Button. The ADJUSTMENTS MENU appears.

Important Notes:
——— Exit any sub-menu and return to the MAIN i Selecting & activating the 'QUIT" /cen from any
MENU by selecting & activating the "PREV" | display will exit the Service S2ssion. ’
) lcons. If no fcons appear in the display \
FREUW pecause of a testing function or special 2uI

m display (2.g. "Help"), press any button to exit.  GHIT

Selecting & activating the "HELP" fconfrom -~ —5  In Adjusiments selecting & activating the -
h - i _selecting & activating the
@4 any display will show a help screen. (An =H |.ondecrements the value setting. Selecting &

explanation of each Mini-icon at that level activating the "+" [con increments the valug
HELF will cycle continuously until any active button setting. }
H s pressed.) §EH Selecting & activating the 'ARROW" lcons
selects the next or previcus adj. in the group.

CUT THE CHEESE ADJUSTMENTS (1-16)

From the ADJUSTMENTS MENU, with the Green "SELECT" Button, select and activate the "RIGHT ARROW'
Jeon to view the 1st adjustments in this group. Continue to select either of the "ARRCOW" [cons to view each
adiustment one at a time. The display will describe the adjustment number, the adjustment name, and the
adjustment total or value. The current adjustment will remain in the display until the next adjustment is chosen or

when the menu is exited.

"Adj.Ne| [ Adjustment Name 11 Adjustment Definition |

Set to NEVER or 1 - 7. Adjusts the game to shake automatically after
a certain aﬂmount ot ituck coins (1-7éare noted by the program. When
. : : set to 3, after 3 stuck coins are noted, the game will automatically
Adj.1  Automatic Shaker Option shake. Note: The player can have the option to SHAKE the game
when the player decides it might be beneficial. Setto NEVER to turn
this feature off. Defauit = 3.

Set to BACKUP ALL THE WAY, J A, C, K. P or O. Adjusts the game
- to see how far will the lit lefters in J-A-C-K-P-O-T backup when a

player misses a shot into the toilet? When set to € means that until
A-C is It none of these letters will ever be taken away from the

Adi 2 Jackpot Letter J- ]  let] _ v
/ Backup Limit player: once K or higher is lit, lefters in JACKPOT will be taken away
for each miss of the toilet, but no further back than C ... thus the letters

J-A-C area always protected once lit. Default = BACKUP ALL THE
WAY (Reference page i foramore detailed explanation.)

. Setto YES or NO. When setto YES. the "fart noises” are audible
Adj.3  Enable Fart Sounds? during game play and attract mode. Defauit = YES.

CUT THE CHEESE

Game Section 2
Page 25
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B T T

Adj. N2 Adjustment Name S ~Adjustment Definition

Set to NEVER, OCCASIONALLY or ALWAYS. ‘When set to NEVER
}hg gan\wzﬁroduces Bocsgzgc‘!é mAAn.ract Mode and game play music
. . ades. en setto NALLY. the game produces sounds in
Adj.4  Attract Mode Music Atiract Mode occasionally and game play music fades out. Wnen set
to ALWAYS, the game produces sounds continuously. Default =
OCCASIONALLY.

Setto YES or NO. When setto YES, the garne will award at least one

Adj.5 Obligatory Ticket ticket for every coin played. Defauit = YE
Set to 20% - 50%. Adjusts the game through the use of autcmatic
Adi. 6 Target Point Payout percentaging in Mr. £. Cheese (the two holes in front of the ramp)
J- Percentage whereas what overali payout percentage should the game attampt to

acheive. Default = 35%. (Reference page i for more information.)

Set to 50, 100, 150, 200, 250, 300, 400, 500, 750 or 1000 Points.
Adj.7 Starting Toilet Jackpot Adjusts the Toilet Jackpot Reset to how many Points shouid it initially
be warth. Default = 1000 Points.

Set to 100, 150, 200, 250, 300, 400, 500, 750 or 2000 Points. Adjusts
the maximum Jackpet which the game should pay. The Toilet Jackpot
increases at the rate of 1 ticket per coin played. Default = 300 Paints.

o NOTE: Jackpots can be fixed at 100, 150, 200, 250, 300, 400, 500,
Adj.8 Toilet Jackpot Limit 750 or 1000 Paints by setting Adjustments 6 and 7 to the same value.

WARNING: if Adjustment Bis settoa higher value than that of
Adjustment 7, the number of Points that are set in Adjustment 6 will be
used as both the starting value AND limit on number ot Points in the

Jackpot.

: : oy Set to 1 - 99 Points. Adjusts how many Points the Toilet Shot that
Adj.9  #of Paints for J lights the letter "J" should award. Default =5.

. : A Setto 1 - 99 Points. Adjusts how many Points the Toilet Shot that
Adj. 10  #of Points for ‘A fights the letter "A" should award. Default = 10

: ; (o Setto 1 - 99 Points. Adjusts how many Points the Toilet Shot that
Adj. 11 # of Points for ¢ lights the letter "C" should award. Default = 15.

: : i Set{o 1 - 99 Points. Adjusts how many Points the Toilet Shot that
Adj.12  #of Paints for 'K lights the letter "K" should award. Default = 20. .

: : i Set to 1 - 89 Points. Adjusts how many Points the Toilet Shot that
Adj.13  # of Points for ‘P lights the letter “P" should award. Default =25.

; : e Setto 1 - 99 Points. Adjusts how many Points the Toilet Shet that
Adj.14  # ot Points for ‘0 lights the letter 0" should award. Default = 30.

NOTE: Therais no adjustment of "T" since scoring "T" awards the Jackpot subject to its own
adjustments as noted above. .

Set to AUTOMATIC or MANUAL. When setto AUTOMATIC, the
game will audibly/visually alert an “Out of Tickets" Condition. When
et to MANUAL the operator can check manually (Note: Games
procuced prior to APR 96 must use the MANUAL setting because of
wiring differences.) Default = AUTOMATIC.
Setto 1 - 10. Adjusts how many points equals the amount of tickets
Adj. 16  Ticket Point Value specified. For axample, f setto 1,1 Point = 1 Ticket. Default=1.
Note: Any fractional tickets are awarded to the player. (See page L)

Ao Tlpanivelte e Ry ol ekt aresnertec o e pve SR

Adj.15 Out of Tickets Alarm

CUT THE CHEESE Section 2
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Reset

"Ehapter ,g,éi 6
Go To Reset Menu

Overview

The Portals™ Service Menu System provices three (3) functions to reset adjustments and/cr audits cace "o "¢
Factory Setting. See Chapter 3. Go o Audits Menu, and Chapter 4, Go to Adjustments Menu, for the G2 )
Audits & Adjustments Information. If a Factory Reset is performed, the Service Sessicn is exited and rst :
the Attract Mode. !f reset of Coin or Game Audits is performed, the display will indicate REQUEST INSTALLED
and return to the RESET MENU. Please note that once reset. all customized settings are lost! Cermainz_z's =72
adjustments however cannot be reset (refer to the details below).

—= (GO TO RESET MENU

I | with the game in the Attract Mode. ocen the Coin Door and press the Black "BEGIN TEST" ¢
) Select the "RESET" fconin the MAIN MENU with the Green "SELECT" Button and press ih
RE "ENTER" Button. The RESET MENU appears.

(¥,

Important Notes:
Exit any sub-menu and return to the MAIN MENU by selecting & activating the "PREV" lcen

7 Selecting & activating the "QUIT" fcon from the display will exit the Service Session

-
m

F
;EQLII Selecting & activating the "HELP" Jcon from the display will show a heip scresn
Sl L1 (An explanation of sach Mini-lcon at that level will cycle continuously untl any act &
button is pressed.)

-

HELH

o] FACTORY RESET

E From the RESET MENU, select the "FACT" /con with the Green Button and press the Black Butten

All adjustments will be reset to Factory Settings (except for Proprietary Adjustments). The 250 ay
FRCT] will indicate REQUEST INSTALLED and extt the Service Session. See Chapter 4, Go tc Adjustrre
Menu, of this section, for the Factory Settings in the Game Adjustment Tabie.

= | RESET COIN AUDITS

From the RESET MENU, select the "COIN" [con with the Green Button and press the Black Button

_ A All Coin Audits (See Fig. 1) will be reset to Factory Settings. The display will indicate REGQUEST

COL M INSTALLED and return to the RESET MENU. Coin Audits can also be reset from the ADJUSTMENTS
' MENU, SEGA ADJUSTMENT 8. See Chapter 4, Go to Adjustments Menu, of this saction. After

selecting this /con, all of the Coin Audits (5-11) are reset to zero.

RESET GAME AUDITS

il | From the RESET MENU, select the “"AUD" fcon with the Green Button and press the Black Button

A All Game Audits (See Fig. 2) will be reset to Factory Settings. The display wilt indicate REGUEST
ALUD | INSTALLED and return to the RESET MENU. Garme Audits can also be reset from the ADJUSTMENTS
——— MENU, SEGA ADJUSTMENT 8. See Chapter 4, Go to Adjustments Menu, of this sectian. After
selecting this /con, all of the Audits are reset to zero. except for the Coin Audits {Audits 1-2) .

{i + Reset Game Audits __;

Remainder of Audits (3+)
A _ _— Description

Fig. 2

Fig 1 I « Beset Coin Audits
: Eamings Audits (Coin Audits Only 1 & 2)
Ay, N2 | Description

1 | # of Total Coins

Section 2 CUT THE CHEESE

Options Chapter 5 Page 27



~Chapter 1 of 2

Parts ldentifcation & Location
QOverview

This section provides the part numbers ard locations of the elements in the this redemption game Scme £a”s
which are complex (made up of numercus parts) will be noted in detail in Chapter 2, Assembly Drawings

Table of Contents

Section 3
BACK BOX - GENEIAl PAMS ooueriiniarerriossssisnes s as s s s 32
Carb’inre{-iGeineiral Parts (On the OULSIAE) v 32
Cabinet - General Parts (On the INSIAe) .o 32
Playfield - Major Assemblies, RAMP & RIS i e 33
Playfield - General Parts, Butyrate 8 DBCAIS ..eervreseerereciimrassreesissnanrraaa sttt n st 34
Playfield - POSIS & SPACEES .covcuumurirmmmmssmsssssssssssss s s 35
Playfield - BUIDS & SOCKEES .uriimmimmmirmiinrreissemsssss s st s e 35
Parts Order Checklist NOTES ..ot errereencnre 36
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Playfield - Major Assemblies™. Ramp & Ratis

i Ne | Rail Part Name
Q. 2) " 525.5007-37

, to identi T f i
apter 2, Assembly Drawings 501 a 2).fy T4 | Wood Rail 04-1/2

f each abave assembly (item
CUT THE CHEESE

Parts |dentification Section 3
Chapter 1 Page 33

& Location

- Note: See Sectien 3,Ch
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Playfield - General Parts, Butyrate & Decals

"N | Below Playfield Part Name | SPIPart N¢
| 1 * | Playfieid Supportvmrancn \Acunt Assy. | 500-5809- OO

M- JINCLU
' Rubber Mounts (incl. boll) (Qty. 8) | 282-5000-00

NI
2
Y
3y
<
m
=1
m
0

! B Playfeid Bracke!Suuport(Qty 8) | 535-713700
1C Washer 5/16° 1D, X5 ory 6 | 242-5030-00 J
1D Stop NUL5/16" - 13 fcw 6; | 240-5315-00

air Funral 545-5676-00
Sunnei Leit | 545-5682-00
_rrz Bignt | 545-56882-01
:d) Gy 14 545-5014-02
Yellow) (Qty. 2} 545-5014-06 |

v -ubber _‘_h(

L
BE
s

2
3 W
4 * i Chasm Minl-
5
8

Chapter 2, Sw. Matnx Locatons

s =
=Y _ —
m M il

For Toilet Assembly Pars, see Section 3 Chapter 2. Assy. Qwgs.

N2 | Above Playfield Part Name | SPIPartNe |
7 Coin Step 1-1.2'a (Qty. 8) i 535-7630-00
i g :Coin Stop 1-1/4' (Qty 2} in toilel | 535-7631-00
| g [ConStep 12 iQly 8 i 535.7632:00 1
|_10 - Ramo Fiap | _535.7639-00
{11 Mulh-Side-Uignts Panel Assy - Aight Snrxe 515-6530-00
_ORDERING ABOVE ({TEM 11) ASSEMBLY PART N2 WILL INCLUDE:
11A* Small Wood Light Panel P\ece 525-5421-00 1
118~ Large Wood Light Panei Pie 525-5421-01 :
11C* 2-Lug Stand- bp Short Socket (Qty 14) 077-5101-00 ‘ i
110 * #88 Bulb (Qty. 14} 165-5000-89
T1E Mini-Mars Lignt Cover Yeilow (Qty. &) 550-5031-06 g i
11F Mini-Mars Light Cover Amber (Qty. 6) 550-5031-03 = F e
11G *_Bar Bracket (Qty. 31 | 535-7680-00 o
12 | Side Panel (QverItem 11) - Right 545-5484-05 -
13 | Multi-Side-Lighls Panel Assy - Left Side 515-6530-01 m
L RING™ g ASSEMBLY:PART NeWILEANGLUDED | ;
Seo ltems 11A-11G. Items are the See ltems - ;
same, the difference is Iltem 11G is 11A-11G m :
mounled diffarently on the left sida. - - i
14 * | Side Panel (Quer ltem 13) - Left £45-5484-04 - .
‘ 15 | Mini-Mars Light Cover Amber (Qty. 2) 55Q-5031-03
, 16 * | Mimor Side - Right 545-5573-00 |
17 * Mirror Side - Left 545-5573-01 :
18 | Plastic Ramp 545-5678-00 e i
19 * | Moided Plastic Mouse 830- 5303_004 |
i
i
I

Bl

Ne | Butyrate Part Name SPI Part N®
B1 * | Screened/Clear Butyrate Entire Sheet 830-5495-XX
B2 * Back Panel Butyrate 830-5495-01
['83 * | Back Panel Bracket (Qty. 2) 535.7638-00 _| ___jo °
B4 * | Tollet Lig Cover Butyrate 830-5495-00
"N® | Decal PartName "~ SPIPartN® |
[D1 * | Cabinet Decal Left 820-6145-00 |
D2 * | Cabinet Decal Rignt 820-6145-01 |
D3 " | Contrel Panel Decal 820-6145-03
D4 * | 'Win Tickets' Decal 820-6147-01 |
(D5 * | “Evertody Wins® Decal | 820-6147-02
D6 * | Ramp Decal | 820-6149-01 |
l D7 *Famidy Fun® ‘sarnng Sorc the Hedgencg ‘ 820-6151-00
[N [The Playfield SPI Part N9:5
pq * Playfield Screenes {no pans) 830-5148-00

Note: Items with an asteisk (*) are not noted in the above pictonal.
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Playfield - Posts & Spacers

4
2"
B 3 ~
1 -
5
1 2 %"
L o
@ _N2 Post/Spacer Name QY. PartN®
1 Spacer 4'longX®.."X "a413 | 4 254-3C14-C3
4 T 5 spacer 7 Long XS X (441D, ¢ 5 ! 264-5014-00
9] 3 iSpaceriva'lg X%.."X 14410 /. 254-3014.02
E 4 | Soacer2’% Hex Tapped 5-32 i1 0 254-5008-°8
—— 5 | Stacery' Plastc Sif Atn. srszss ¢ 8 254-3007-01

Playfield - Bulbs & Sockets

[
|1 _i#44Bub | o9 | 165-5000-44 | 5 + | Fluorescent 18" Tube Cool White i1 : 165-5020-00
o1 3-Lug Stand-Up Long Sacket 29 ' 077-5009-00 | 6° [ Fluorescent Lignt Fixture T4 1515-6171-00
3 i #89 Bulb o8 | 165-5000-89 L 7 ° | Eluorescent Light Biaxial F-13BX | 165-5013-00 ‘
[ 4 Ve2-LugStand-Up Snont Socket o8 | 077-5101:001 8 | Fluorescent Light Sockets . 2 1077-5203-00
Nole. An astansk () indicates items not snown.
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Section 3 ISKCLEVITIEEECINES

Assembly Drawings

Overview

This chapter expands Chapter 1 of this section. The Part Numbers for ail Major Assemblies are provided and can
pe ordered as a complete assembly. Each assembly is broken down, describing the individual parts and/or
sub-assemblies {with the part numbers) which can be ordered separately. Where multipie pars are rivetad of
assembled as sub-assembiies the sub-assembly needs to te ordered. The drawings show the location of the
individual parts. Note that minor changes may be made dunng production (e.g. coil size. addition cr deletion of
mircr partst  Always verity the part to be replaced with the part number and/or description as notad.
Replacement parts may ha substituted with revised parts which may have a different part number. Any guesticns
call aur Technical Support Dept {1-800-KICKERS USA & Canada or 708-345-77C0).

\
| Assembly

E‘ Page 38
l O Toilet |
| c

Toilet Lid

i O D
Lift Assy. D
O

Page 40
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T | assembly
-
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Toilet Assembly. 500-6051-02 (Items 1-12)

Take Note:

The Toilet Lift Lid Assembly, 500-6060-00, is shown
rotated 908 for clarity. Itis detailed on the next page

1

[ N2 [Part Name - SPLPartNe | N2 |Part Name SPI Part N®
L1 |Frame £35.7633-00 | 9 | PlungerAssembly 515.8057-01
"2 | Coil Brackel £35.5784-00 QR i VETTEM VA Y PART-NEWIAINCLUDE S
3 [+6:02X 3115 P=MS SEMS (Qty. 2) 232.5209-00 gg E'gggef ggjgiggg? !
4 | Coil. 28-1050 uinet. Coil Sleeve) 090-5046-00 9C__Roll Pin 1/8"¢ X 1/2°Lg. 251-5014-00
[oRD PART.NE WILLANCLUDE P 10 | Flush Laver Assembly 515-6408-00_|
4A Coil Sleeve 545-5500-00 ORDERING ¥ SSY, PART NEWILCINCLUDE: =2
48_Diode, 1N4004 112 10A  Spacer 1/2° 254.5000-03
|5 146-32 X 12" PHMS SEMS (Qty. 2) 232.5202-00 {10B #56-7/8" PRH Screw 237-5003-00
Mg | Toilet (Altzred) £00.6051-02_ 190G _#6 Washer 242-5001-00
[T 7 Butyrate Seat Cover 830.5495-00 1 | 44 X 38" PHSMS (Qly. 2) 237-5815-00
g | Seat Sprng 535_77()3_00;\ 12 | Winng Hamess/Cable 036-5391-09
CUT THE CHEESE Section 3 Assembly
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°

a Qty. 2

Toilet Lift Lid Assembly, 500-6060-00 (ltems 1-13)

Take Note:

v AN 2slersK i) dengiesitem 5 No! ShIaT T Te r i

Qty. 2

1. Mtems 4A. Neon Bulb & 48. Capacitor (Ncf Shown,
- A L 4B

are Included wth item 4. Motor Assy

st can ne ordered separately. i raquirsa

| for spixa suzoression ard e capaciter ¢
giiminate line noise.

2. itam 4. Motor Assemaly. the Mcter Scecfzatin 3
24y AC SC.BCHZ 3W & RFM

3. l'am 7. Cam Assy.. the &
the surface of tem 3 Ca

4 3ze he Drevicus page on hiw ~z
+th re Toilet Assy.. S00-€
this assemoly is shcwn r0'aizd =2

AN
&N 3/
T
1 ‘ 1PN
H 1
]
L= -
” <
/’ ~
’ \\
h
? \\
4 it
; i —T
t 1
H i
v , N
! a3
.2

[ 'Ne [ Part Name SPIPartNe | N2 |Part Name s
{ 1 | Motor Bracket 535-7626-00 | 6 #6-32 Nyloc (Qty. 2) |
i
! Support Bracket £35.7627-00 | 7 Cam Assembiy
} i | ar1s* E-Ring L 270-5001-00 g | #8-32 X 318" Set Screw (Qty. 2)
4 | Motor & Cable Assembly £15-6496-00 9 l Cam Block . :
ORDERING ABOVE . -4 10 | Retaining Aing {Qty. 2} 2
| ¢+ Neon Bulb (Not Shown) 11 | #8-32 Self Tapping Screw (Gty. 4} T 227
4B* Cap. .1 MFD 500V Disc (Not Shown) | 12 | Nyliner (Qty. 2) - 248
(5 | #6-32 PHMS (SEMS) (Gty. 21 | 232-5202-00 5 Shat P
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