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SAFETY AND WARNINGS BEFORE YOU BEGIN 
WARNING: WHEN INSTALLING THIS GAME, A GROUNDED A.C. RECEPTACLE MUST BE USED. FAIL-
URE TO DO SO COULD RESULT IN INJURY TO YOURSELF OR OTHERS. FAILURE TO USE A 
GROUNDED RECEPTACLE COULD ALSO CAUSE IMPROPER GAME OPERATION, OR DAMAGE TO 
THE ELECTRONICS. 
 

NOTE: THIS GAME IS INTENDED FOR INDOOR USE ONLY. 
 
DO NOT DEFEAT OR REMOVE THE GROUNDING PRONG ON THE POWER CORD FOR THE SAME 
REASON AS GIVEN ABOVE. USING AN IMPROPERLY GROUNDED GAME COULD VOID YOUR WAR-
RANTY. 
 
HAVE A QUALIFIED ELECTRICIAN CHECK YOUR A.C. RECEPTACLE TO BE SURE THE GROUND IS 
FUNCTIONING PROPERLY. 
 
THIS GAME IS DESIGNED TO DISSIPATE STATIC ELECTRICITY THROUGH THE GROUNDING PLANE 
OF THE GAME. IF THE A.C. GROUND DOES NOT WORK, THE GAME COULD DISCHARGE STATIC 
ELECTRICITY THROUGH THE GAME CIRCUITRY, WHICH COULD CAUSE DAMAGE. 
 
THE POWER SUPPLY IS NOT VOLTAGE ADJUSTABLE. TO OPERATE THE GAME AT VOLTAGES OTH-
ER THAN THOSE IT WAS DESIGNED FOR. PLEASE CONTACT OUR SERVICE DEPARTMENT FOR 
VOLTAGE CONVERSION INFORMATION. 
 

WARNING 
 
DO NOT remove any of the components on the main board (e.g. compact flash and eproms) while 
the game is powered on. This may cause permanent damage to the parts and the main board. Re-
moving any main board component part while powered on will void the warranty. 
 
ALWAYS REMOVE POWER TO THE GAME, BEFORE ATTEMPTING ANY SERVICE, 
UNLESS NEEDED FOR SPECIFIC TESTING.  FAILURE TO OBSERVE THIS PRECAUTION 
COULD RESULT IN SERIOUS INJURY TO YOURSELF OR OTHERS. 
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ÔÈÅÙ ÄÏ ÎÏÔ ÐÌÁÙ ×ÉÔÈ ÔÈÅ ÁÐÐÌÉÁÎÃÅȢ 

 

AC Power Information 

 
The value of the fuse for 120 volt users is 1.5 AMPS at 250Volt type slow blow.   
 
The value of the fuse for 230 volt users is also 1.5 AMPS at 250Volt type slow blow.  
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The SUPER CHEXXÊ Hockey game has been designed to resemble ñrealò hockey action.  The 
object of the game is to out-score your opponent before time runs out.  Goals can be scored, with 
the game continuing, until the ñlast puck in playò mode begins.  When the last puck in play is scored, 
the game ends.* 

 

Example: If a score is 5-3, the last puck would result in a final score of 5-4 or 6-3. 

 

*The exception to this rule occurs when a final puck would create a tie score. 

 

Example: If the score is 2-1, the last puck might make the score 2-2.  The game then automatically 
goes into a ñSudden Death Overtimeò mode and a final tie-breaking puck is ejected.  The game will 
end when the tie-breaking goal is scored. 

 

The National Anthem, as well as the ñBooò sound and the ñOohôsò and ñAahôsò add to the excitement 
of playing SUPER CHEXXÊ.  The ñBooò button can be used to eliminate the National Anthem or to 
ñBooò your opponent. 

SUPER CHEXXÊ GAME PLAY 
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SUPER CHEXXÊ is a unique kinetic action hockey 
game, using state-of-the-art components, electronics, and 
advanced sound effects designed to closely resemble the 
action, play, and feel of a real ice hockey game. 

BREAK RESISTANT POLYCARBONATE 

DOME 

The cover of this game is made of Lexan and will resist 
breaking or cracking. 

OVERHEAD SCOREBOARD (341X) 

Scores and shots on goal are automatically tabulated by 
the main processor unit and displayed here.  Other fea-
tures include a running time clock, digital period display, 
and a fluorescent light that produces minimal heat elimi-
nating the need for a fan. 

UNIQUE SOUND EFFECTS 

The sound effects in this game use state-of-the-art com-
ponents.  Along with synthesized organ chants, this game 
utilizes natural sounds actually recorded at a real hockey 
game.  Cheers can be noted when a goal is scored.  ñOhò 
sounds are produced when a puck enters the goalieôs 
crease.  Organ chants indicate period changes, last puck 
in play mode, and sudden death overtime.  A player can 
actually ñBooò his opponent by pressing the ñBooò button 
located at each end of the cabinet.  Added to all these 
sounds are a full-time background noise and a National 
Anthem at the beginning of each game.  A player can 
even bypass the anthem if desired by pressing the ñBooò 
button. 

GEAR / CLUTCH DESIGN (3012X) 

Each player on the game rotates on a 2.4:1 gear mecha-
nism, which utilizes a built-in clutch to allow opposing 
players to strike or check one another without causing 
damage to components.  This feature also eliminates in-
tentional abuse.  The gearing mechanism has been de-
signed to allow a player to rotate at maximum speed with 
a minimum of effort. 

 

 

 

 

 

 

 

 

 

 

CENTER ICE FACE OFF 

This hockey game has a center ice face-off feature to add 
to the realism of play.  The puck is automatically ejected 
once at the beginning of the game and once after each 
goal.  The puck may be ejected manually by pressing the 
Boo/Eject buttons. 

NEW ROD MATERIAL 

Unlike previous games using rods that bend or break eas-
ily, SUPER CHEXXÊ uses rods with a specially devel-
oped fiberglass composite and exterior coating to elimi-
nate previous problems.  These rods are immune to even 
torturous abuse.  They can bend almost 90 degrees and 
still return straight time after time. 

 

PLAYERS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FEATURES 

LONG STICK PLAYER - 1 PER TEAM  (7007B pictured) 

SHORT STICK PLAYER - 4 PER TEAM (7010B pictured) 

GOALIE - 1 PER TEAM 
 (7001X includes block assembly)  
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SUPER CHEXXÊ has realistic three-dimensional deco-
rated players to even further enhance realism and enjoy-
ment of the game. 

GAME CABINET 

The cabinet is of unitized construction using high quality 
aluminum for strength, durability, and reliability.  Thread-
ed inserts are used throughout the cabinet to make re-
moval and installation of parts in the cabinet fast and 
easy. 

GAME BASE 

The base design is a first in the game industry, using a 
one-piece high impact plastic material versus convention-
al wood or particleboard cabinetry.  It is impervious to liq-
uid spills as well as many other typical abuses to which 
games are subjected.  The coloring has been molded into 
and throughout the base, eliminating the effect of scratch-
es that harm the appearance and beauty of the game. 

ADJUSTABLE TIME AND VEND PRICE 

The time and vend price of the game can be adjusted in-
dividually by switches on the main PC board.  Time can 
be set for two, three, four, or five minutes.  The vend price 
can be adjusted for $.25, $.50, $.75 or Free Play.  Any 
combination of time and price can be used. 

ELECTRONICS ACCESS 

  All of the SUPER CHEXXÊ electronics are located on a 
single PC board just inside the coin door.  All ICôs are 
readily accessible and mounted in high quality sockets 
simplifying repairs. 

SCOREBOARD ELECTRONICS 

The scoreboard electronics, designed with state-of-the-art 
circuitry, are very reliable.  If any repair should be neces-
sary, the scoreboard can be replaced in less than (5) 
minutes, eliminating costly down time. 

SPEED OF PLAY 

The play of the game is extremely fast.  A unique ramp 
construction eliminates dead spots and a special finish on 
the highly polished playfield enhances the puck action.  
The gearing ratio (described earlier), used for fast and 
effortless play and rotation, provides for greater speed 
and accuracy when shooting the puck. 

QUICK ASSEMBLY 

The game, designed in two pieces with an upper and a 
lower half, can be assembled and connected in less than 
(5) minutes. 

 

 

 

 

OVER / UNDER COIN DOOR 

An industry standard over / under coin door is used in the 
SUPER CHEXXÊ game. 

 

 

FEATURES 
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