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LAl Games Note

Dear Customer,

Keep up to date with new software updates or Service Bulletins fogHrze.

Check our website aVWWw.laigames.conand click on Support, where you will find links to all
the Bulletins and Software updates to keep your game in top working order.

Thanks,

L/N

GAMES
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SAFETY PRECAUTIONS

The following safety precautions and advisories are used throughout this manual and are defined as
follows.

e ™
* WARNING! *
Disregarding this text could result$erious injury
\. y,
e N
* CAUTION! *
Disregarding this text could result in damage to the maehi
\. y,
s N
*NOTE! *

Is an advisory text to hint or help understand.

A BE SURE TO READ THE FOLLOWING

/ * WARNING! * \

Alwaysturn OFRMains AC power and unplug the game before opening or replacir
any parts.

Alwaysgrasp the plug, not the line cord, when unplugging the game from an
electrical outlet.

Alwaysconnect theGame Cabinet to a grounded electrical outlet with a securely
connected ground line.

Do Notinstall theGame Cabinet outdoors or in areas of high hiityj direct water
contact, dust, high heat or extreme cold.

Do Notinstalls theGame Cabinet in areas that would present an obstacle in case

C emergency, i.e. near fire equipment or emergency exits. /
/ * CAUTION! * \

Alwaysuse a Digital Multimeter, logic tester or oscilloscope for tesimegrated
circuit (IC) logic Piabards. The use of a continuity tester is not permitted.

Do Notconnect or disconneciny of the integrated circuit (IC) logic PC boards whil
the power isON.

Do Notuses any fuse that does not meet the specified rating.

Do NotSubject the game cabinet extreme temperature variations. Reliability of
electrical components deteriorates rapidly over %

- J
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MACHINE INSTALLATION AND INSPECTION

When installing and inspectingolor Match be very careful of the following points and pay
attention to ensure that the players can enjoy the game safely.

1 Be sure to turn the powe®FFbefore working on the machine.

* WARNING! *
AlwaysTurnOFFmains power before removing safety covers and refit all safety cov
when work is completed.

9 Make sure the power cord is not exposed on the surface (floor, ground, etc.) where people walk.

1 Check that the rubber glide feet levelers are set cotyeah the floor so that the game cabinet is
level and stable.

1 Always make complete connections for the integrated circuit (IC) logic PC Boards and other
connectors. Insufficient insertion can damage the electrical components.

-

* CAUTION! * \
Before Switching the machine on be sure to check that it has been set on the corr
voltage for your area!

ReferTo the mains voltage adjustment section of this manual. Machines are norm
shipped on 220V AC unless otherwise specified. /

1 Only qualified personnel should inspect or test the integrated circuit (IC) logic PC Boards.

1 If any integrated circuit (IC) logic PC Boards should need servicing, please contact the nearest
LAI Games Distributor. (Refer to the back page of this manual)
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INTRODUCTION

Congratulation®n your purchase ofolor Matchby LAl Games . We hope you take the time to
read this manual and learn about the many features and-fisendly adjustments that can be made
to fine-tune the game for maximum earniqgptential.

DESCRIPTION

Color Matchis a prize redemption game with multiple payout options.

Players select a color at the beginning of the game and then attempt to match that color around the
discto the major prize level. There are a range of minor and major prize optsnwell as the

option to add a special prize

PACKAGING
CONTENTS

The Color Match cabinet

Operator manual

1 x USB (preloaded with game system image)
2 x coin door keys

6 x bacldoor handle

7 x front door handle

1 x left header section

1 x right header section

1 x middle header section

M E KSFERSNJGSEG 6a/ 2t 2NED
Kick plate

Control panel

IEC Power Cord

Parts & Accessories

= =4 =8 = -8 -8 -8 -8 -8 oaoaoa s g
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SPECIFICATIONS

DIMENSIONS
1 Weight: 320kg (8201b)
1 Height with header: 2269.7mm (89.Z 0
1 Height without header1960.7nm (772¢ ©
1  Width: 643.4nm (25.3¢ ©
1 Length: 1170.1mm onc ®me 0
i1 Power: Maximum350W
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ELECTRIC SUPPLY

The game can operate on a universal mains input voltage betwe@688AC 50/60Hz single phase.
The supply must be a three wire grounded supply.
An adjustment screw is available for finening the output voltage.

LOCATION REQUIREMENTS

1 Ambeent temperaure: 5C-40C
1 Ambienthumidity: Low
1 Ambient U.V. radiation: Very low
9 Vibrations leel: Low
ASSEMBLY
1. HEADER TEXT INSTALLATION 2. MIDDLE HEADER INSTALLATION 3. LR HEADER INSTALLATION

Install M5x15 bolt (A1-A4) Install M5x15 bolt (C1-14)

4. KICK PLATE INSTALLATION 6. CONTROL PANEL INSTALLATION
Install M6x15 bolt (D1-D3) ) 5. PAD LOCK INSTALLATION Install M6x15 bolt (F1-F7 7. HANDLE INSTALLATION

Install CB bott M5x15 (E1-E8)

Install Nut M4 (G1-G2) 7x
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GAMEPLAYAND MODES
OBJECTIVE

Players select a segment color, then try to match all the segemmthe discto the same color, one
segment at a time. As the player reaches each new segment, it begins changing colors. Players must
use their reflexes to stop the color on the same color they are trying to match. Colors will change
faster the further the player prgresses.

HOW TO PLAY

Pay to play

Select your segment color by pressing the start button.

Match your selected color on the next segment.

Keep matching the selected color on every segment ofiike
Reach minor prize, multiple payout options (operator defl)
Reach major prize, multiple payout options (operator defined)

ATTRACT MODE

Attract mode provides a visual and audio display while the game is not being played. The attract
mode displays dorful animations on the color distself, and demonstrates #hgameplay. The
attract mode sound can be turned on and off, or set to play at timed intervals.

PLAY MODE

Color Matchhas two play modes. The standatoin Playnode, where a coin or coins are inserted,
or Free Playnode, where no coins are necessary.

= =4 =4 =4 -4 =9

CON PLAY

Coin Play mode is entered froftitract mode by inserting coins in any of the two coin slots on the

FNRYy(G 2F GKS YIOKAYS OFroAySias (GKSy F2tt26Ay3 (GKE
manual.

FREE PLAY
Free play can be set in one tifr¢e ways:
1 Entering the operator menu by pressing the red TEST button, then entering the game
settings. From here, enter free play settings and turn free play mode on.
1 For a single free game, just press the green SERVICE button once. When issuingesingle fr
games in this manner, prizes can be won as normal.
1 Push and hold the green SERVICE button for 5 seconds. This is a temporary free mode, and
the game will return to normal when reset.

CHEATING

Color Matchtakes a screenshot at the end of every gaffleese screenshots, along with other
information about gameplays and wins, can be accessed through the operator menu by going into
History and then selecting the relevant history section (major wins, minor wins, game history)
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OPERATION
OPERATOR MENWGSUIDE

1 MAIN MENU

o Game Settings
A Bonus Credits
Coin Settings
Minor Prize
Major Prize
Special Prize
MercyPrize
Free Play
Sound Settings

> D> > > >

o Audits
o0 Input and Output Tests
A Switch Tests
A Lamp Tests
A Prize Door Tests
A Minor Prize Tests
o Errors
A CurrentErrors
A ErrorHistory
A Error Settings
o History

>

Major WinHistory
A Minor Win History
A Special Win History
A GameHistory
A Door History
0 SystemSettings
A Dispenser Type
A Show Gameplay Instructions
A Time and Date Settings
A Change Cabinet Type
0 SystemDiagnostics
A Copy Logs
A ClearPending Prizes
A Color Calibration
A Screen Alignment
o0 Language
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PRIZE LOADING
USER INTERFACE

Door Open <~ ‘\ Selected Door

Red = Prize Door Empty Green = Prize Door Loaded

Open Padlock = Door Unlocked Closed Padlock = Door Locked

Ticket/Capsule Door Status Minor Prize Arm Status

PRIZE DOORS

To load the prize doors on theolor Matchcabinet, follow the instructions below.
1. From attract mode, press the red TEST button to enterjierator menu.
2. Using the blue up and dowwuttons, scroll to the load prizes option.
3. Enter load prizes by pressing the red TEST button.
4. Note the image on the bottom screen displays all relevant information.
a. Ared door means there is no prize loaded, greesans there is a prize loaded.
b. A locked padlock means the door is currently locked. The padlock will change to
unlocked when the door is unlocked.
c. The door image will change to show when a door is open.
d. A door with a star symbol is a special prize doee (Special Prize settings for more
information on special prizes)
5. Use the blue UP and DOWN arrows to select a door.
a. Hold the START button for more than five seconds to set the selected door as empty
(Setting a door as empty is essentially the same as disabling theltipoun are
having issues with a prize door, setting it to empty will ensure that players are
unable to select it.)
Press the red TEST button to unlock a door.
7. The padlock image shalhow change to unlocked, meaning the door can now be opened.
8. Once you have loaded the prize and closed the door, press the red TSET button to lock the
door.
9. Notice the door should now be green, to indicate that a prize has been loaded.
10. Repeat steps 5 to @ load the other prize doors.
11. When you are finished loading prizes, press the green SERVICE button to return to the
operator menu.
12. All prize doors will be automatically locked upon exiting the menu.
13. Press the green SERVICE button again to exit thempenenu and return to the game.

Page |14
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SPECIAL PRIZE DOORS

To set up and load one or more special prize doors, follow the instructions below.

ogakrwbdE

© N

From attract mode, press the red TEST button to enter the operator menu.

Using the blue UP and DOWN buttons, scrolhtogame settings option.

Enter game settings by pressing the red TEST button.

Using the blue UP and DOWN buttons, scroll to the special prize settings option.

Enter special prize settings by pressing the red TEST button.

Setthe special prize to on and ¢hprize type to door. Use the special prize difficulty
calculator to set the difficulty to the recommended level.

Scroll down to the door settings option and enter it by pressing the red TEST button.
Use the blue UP and DOWN buttons to scroll through tieeloors Press the red TEST
button to set the selected door as a special prize door. A star will appear on the door, to
indicate that it has been set as a special prize dadaninimum of one door must be set as a
special prize door.

Special gze doorsmay now be loadethe same way as major prize dootisrough the load
prizes section of the opator menu. Follow the instructions above, beginning from step 4.

PRIZE ARMS
To load thaminor prize armsfollow the instructions below.

1.

2.
3.
4

10.

11.

From attract modepress the red TEST button to enter the operator menu.
Using the bluaJPand DOWNbuttons, scroll to the load prizes option.
Enter load prizes by pressing the red TEST button.
Note the image on the bottom screen displays all relevant information.

a. Ared box over a minor prize arm represents an empty prize arm. A green box

represents grize armthat has prizes loaded.

Unscrew the prize locking pin by turning it in a clockwise direction and remove the pin by
pulling it all the way out.
Attach the pizes to the hanging ties, ensugithere is a loose three finggap in the
hanging tie. This ensures that the tie does not interfere with the operation of the prize arm.
Load the prizes onto the prize arm by sliding the hanging tie over the entireEasure that
prizes are spacesb they are well presented, and not more than half the length of the prize
arm apart, as this could cause a prize dispensing error.
Reinsert the prize locking pin into the center of the spiral, ensuring that the plwas/s
abovethe hanging ties. Tighten the pin by turning it acitickwise.
Once a prize arm has been loaded, use the blue UP and DOWN buttons to select the prize
armthat has been loaded on load prizes image
With the prize arm selected, press the red TE&Toh to mark a red/empty prize arm as
green/loaded.
When you are finished loading prizes, press the green SERVICE button twice to return to
attract mode.

MINOR PRIZE SIZE GUIDELINES

When running on minor prize arms, LAl recommends that the below guiddingrize dimensions
are followed, to ensure that prizes are vended correddljnor prize arm cd$ have a tight pitch to
ensure that they can hold enough prizes to get through a busy week with a standard minor prize
collection percentage, and can b#dd to capacity.

= =4 =4 =N

Weight: No less than 10g

Height:15cm max (from the top of the tie to the bottom of the prize)

Width: 8cm max

Value:Minor prize value should be approximately 30% of the price per play.
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GAME SETTINGS

Game settings can be accessed from thain menu of the operator menu.

COIN SETTINGS

9 Coins Per Credit Mech (Default: 1, Adjustable:-20)
The number of coins that need to be inserted into coin mechanism one, for each credit.

1 Games Per Credit Mech(Default: 1, Adjustable:-20)
The numbeiof games for each credit inserted into coin mechanism one.

1 Common CoirfDefault: On, Adjustable: On/Off)
This controls the dual coin system. When set to off, both coin systems are separate (double
coin system), when set to on, both coin inputs willdeenbined and into a single
accunmulated pool.NOTE: The value of both inputs needs to be the sdms.is often used
with a DBA set on 25c¢ pulses and 25c coin mech

9 Coins Per Credit Mech (®efault: 1, Adjustable:-20)
The number of coins that need to beserted into coin mechanism two, for each credit.

1 Games Per Credit Mech(Pefault: 1, Adjustable:-20)
The number of games for each credit inserted into coin mechanism two.

1 Payment Method Prompt{Default: Swipe Card, Adjustable: Swipe Card/Insert Ciert
Credit)
Set the type of payment prompt that will appear on screen in attract mode.

BONUS CREDITS

1 Level OngDefault: Off, Adjustable: On/Off)
Definedif the first level of bonus credits is active or not.

o No. of CoinsThis sets the number of coingdt need to be inserted into coin
mechanism 1 to reach the bonus credit level 1.

0 Bonus CreditsThis sets the number of bonus credits that are given when credit
level 1 is reached. This is the number of bonus credits given, on top of what has
been paid fo.

0 Total CreditsThis sets the total number of credits given when level 1 is reached.

1 Level TwaDefault: Off, Adjustable: On/Off)
Definesf the second level of bonus credits is active or not.

0 No. of CoinsThis sets the number of coins that needd® inserted into coin
mechanism 1 to reach the bonus credit level 2.

0 Bonus CreditsThis sets the number of bonus credits that are given when credit
level 2 is reached. This is the number of bonus credits given, on top of what has
been paid for.

o Total Cedits: This sets the total number of credits given when level 2 is reached.

1 Level ThredDefault: Off, Adjustable: On/Off)
Defines if the third level of bonus credits is active or not.

0 No. of CoinsThis sets the number of coins that need to be inserted into coin
mechanism 1 to reach the bonus credit level 3.

0 Bonus CreditsThis sets the number of bonus credits that are given when credit
level 3 is reached. This is the number of bonus credits goretgp of what has
been paid for.

0 Total CreditsThis sets the total number of credits given when level 3 is reached.
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MINOR PRIZE SETTINGS

1 Minor Prize On(Default: On, Adjustable: On/Off)
Whether or not the minor prize is active.

1 PrizeType(Default: Tickt, Adjustable: Ticket/Capsule/Prize Arm/Couffmint)
The type of prize vended for a minor prize WWOTE: Setting the prize type to coupons or
points will still pay out tickets, but the terminology used in game will change.

1 Number of prizegDefault:1, Adjustable: 1200)
The amount ofrizesthat are vended for a minor withis setting is inactive when prize
type is set to minor prize arm.

1 Payout when(Default: Take Win, Adjustable: Before Game/Take Win/ Reach Minor)
Defines when the minor prize is veed.

1 Retries(Default: 3, Adjustable:-8)
The number of times the player is allowed to select a new prize arm if the prize arm they
originally chose failed to dispense a prize. This setting is only active if prize type is set to
prize arm.

MAJOR PRIZE SEMNNGS

1 Major PrizeType(Default: Dooy Adjustable: Prize Door/Ticket/Coupdtoint/Call
Attendant)
The type of prize won from a major prize WNOTE: Setting the prize type to coupons or
points will still pay out tickets, but the terminology used in ganikkshange.

1  Number ofPrizes(Default:1, Adjustable: 19999
The number oprizeswon from a major prize wirilhis setting is inactive when prize type is
set to prize door or call attendant.

1 Points Per TicketDefault:4, Adjustablel ¢ 100)
Set thenumber of points that each ticket is wortNOTE: This setting is disadblenless prize
type is set to points.

9 Coupons Per TickéDefault:2, Adjustable: X 100)
Set the number of coupons that each ticket is WoNRIOTE: This setting is disablenless
prize type is set to coupons.

9 Difficulty Calculator(Default: On, Adjustable: On/Off)
Enable to determine the recommended difficulty to maximize game revenue by entering the
Price Per Play and Prize Value setting

91 Price Per PlayDefault: 1, Adjustabled.10¢ 10)
Set you price per play.

1 Prize ValugDefault:275, Adjustable: X 1000)
Set your major prize value.
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1 Major PrizeDifficulty (Default:825, Adjustable: 11500)
Sets the difficulty in winning the major prize, with 1 being the easiest, 8aaHleing the
hardest. This value will be automatically set by i&jor Difficulty Calculatqrbut can be
adjusted independenthyNOTE: The recommended difficulty will always be shown to the
right of this setting.

1 Game SpeedDefault: Fast, Adjustable: Norm&ast, Very Fast)
The rate at which the segments in the game change chlomal speed is suited for a
locationwith a very transient crowdrast speed is suited for a location with a somewhat
transient crowd tlat has some skilled playeigery fast isuited for locations with skilled,
repeat players, such as bars.

SPECIAL PRIZE SETTINGS

1 Special Prize O(Default: On, Adjustable: On/Off)
Whether or not the special prize is actiOTE: It is recommended that special prize not be
used in locations witla very transient crowd. Locations with a large number of repeat
players are encouraged to use special prize.

1 PrizeType(Default: Door, Adjustble: Prize Door/Tick&Eoupon/Point/Prize Arm/Call
Attendant)
The type of prize won from a special prize win.

1 Number of Prizes(Default: 1 Adjustable: 19999
The number oprizesvended on a special prize win.

9 Difficulty Calculator(Default: On, Adjustable: On/Off)
Enable to determine the recommended difficulty to maximize game revenue by entering the
Price Per Rl and Prize Value settiag

9 Price Per PlayDefault: 10, Adjustable: 0.1@ 10)
Set you price per play.

1 Prize ValugDefault:300, Adjustable: X 1000)
Set your special prize value.

1 SpecialPrizeDifficulty (Default:1000, Adjustable: 11500)
Sets the dficulty in winning the special prize, with 1 being the easiest, & being the
hardest. This value will be automatically set by 8peciaDifficulty Calculatgrbut can be
adjusted independenthyNOTE: The recommended difficulty will alwaysbewn to the
right of this setting.

1 Game SpeedDefault: Fast, Adjustable: Normal, Fast, Very Fast)
The rate at which the segments in the game change color if the player selects the special
prize segmentNormal speed is suited for a locatiaith a very transient crowd-ast speed
is suited for a location with a somewhat transient crowdtthas some skilled playeigery
fast is suited for locations with skilled, repeat players, such as bars.

1 Door SettinggDefault: One door active, AdjustablUp to six doors active)

Sets the doors a player can choose from if they win the special ffrggmecial prize is on, at
least one door must be active.
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1

Image Settings
Set the special prize logo, as well as the background color of the special pdige arel the
color that will be removed from the playfield and replaced by special prize.
0 Replaced ColofDefault: Light Blue, Adjustable: Light Blue, Yellow, Purple, Orange, Red,
Green, Dark Blue)
Select the color that will be removed from game play angaeed by the special prize.
o Background Colo(Default:White, AdjustableReplacedColor, Black Whife
Select thebackground color of the special prize wedge.
0 Select LoggDefault: colormatch 0.prg
Select thamage file to use as the special prize logo.

0 Preview
View a full screen preview tiie game wheeWith the current special prize settings.
o Find Logos

Scan any connected USB devices for accepted image files to use as special prize logos.
The image file mudte a PNG fildpcated in the root directoryf the USBcalled
colormatchand have a size of 128x128

0 Manage Logos
Viewor delete any currently stored special prize logbke two default logos that come
installed withColor Matchcannot be deleted.

MERCY SETTINGS

T

Mercy Prizg(Default: Off, Adjustble: On/Off)
Defines if the mercy prize is active.

Prize TypdDefalt: Tickets, Adjustable: TicK€oupon/Point/ Prize Arms)
The type of prize vended on a mercy prize win.

Number of Prizes VendefDefault:5, Adjustable: 1100)
The number oprizesvended for a mercy priz&his setting is inactive when prize type is set
to minor prize arm.

FREE PLAY SETTINGS

1

T

Free Play Modé€Default: Off, Adjustable: On/Off)
Defines if thegameis running in free play mode.

Give Prizes in Free Mod®efault: Off, Adjustable: On/Off)
Defines if thegamevends prizes when in free play mode.

SOUND SETTINGS
1 Game VolumgDefault: 10, Adjustable:-10)

The volume of the audio during gameplay.

Attract Mode SoundDefault: On, Adjustable: On/Off)
Defineswhether the attract mode audio is played continuously, at set intervals, or is turned
off completely.

Attract Volume(Default: 10, Adjustable:-10)
The volume of the audio during attract mode.

Attract Mode Audio DelayDefault: Off, Adjustable: 2/5/10/120/30/60/0ff)
Defines the intervals in minutes between the attract mode audio loop being played.
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AUDITS

The audits section provides statistics on all areas of gameplay. This enables the operator to make
calculated adjustments and fine tune the machine to maximize earning potential.

ENTER AUDITS
The audits section can be entered from the main menu of therator menu.

CYCLE THROUGH AUDITS
The blue UP and DOWN arrow buttons can be used to cycle through the audits.

RESET AUDITS
Holding down the START button for longer than five seconds will reset all of the user audits.

EXIT AUDITS
Audits Mode can be exiteloly pressing the green service button.

AUDITS DETAILED

1. Total Coins Mech 1
The total number of coin mech 1 pulses since the audits were last cleared
2. Total Coins Mech 2
The total number of coin mech 2 pulses since the audits were last cleared
3. Total ServiceCredits
The total number of service credits issued since the audits were last cleared
4. Bonus Credits Issued
The total number of bonus credits issued
5. Games Played
The total number of games played since the audits were last cleared
6. Special Prize Chosen
The number of times a player has selected the special prize logo instead of a color when
starting the game.
7. Major AGW
The average number of games played for every major prize won since the audits were last
cleared
8. Minor AGW
The average number of games playeddeery minor prize won since the audits were last
cleared
9. Special AGW
The average number of games played for every special prize won since the audits were last
cleared
10. Major Prize Wins
The total number of major prize wins since the audits were last cleared
11. Minor Prize Wins
The total number of minor prize wins since the audits were last cleared
12. Special Prize Wins
The total number of special prize wins since the audits were last cleared
13. Minor Prize Continues
The total number of times players have optedctntinue playing after winning the minor
prize since the audits were last cleared
14. Percentage of Minor Prizesaken
The percentage of players that have taken the minor prize once reaching the minor prize
level
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15.

16.

17.

18.

19.

20.

21.

22.

23.

24,

25.

26.

27.

28.

29.

30.

31.

Percentage of Players to Reach Minor

The percatage of players that have reached at least the minor prize level

Major Skill Wins

The number of major prizes won by players who have beat the system since the audits were
last cleared

Pending Major Skill Wins

The number of major skill wins waiting to Aate out the AGW since the audits were last
cleared

Balanced Major Skill Wins

The number of major skill wins that have balanced out the AGW since the audits were last
cleared

Special Skill Wins

The number of special prizes won by players who have beatybiem since the audits
were last cleared

Pending Special Skill Wins

The number of special skill wins waiting to balance out the AGW since the audits were last
cleared

Balanced Special Skill Wins

The number of special skill wins that have balanced outXG&V since the audits were last
cleared

Plays Since Major Difficult¢hanged

The number of games played since the major AGW has been changed

Wins Since MajoDifficulty Changed

The number of games won since the major AGW has been changed

Plays Since SpecialGW Changed

The number of games played since the special AGW has been changed

Wins Since Special AGW Changed

The number of games won since the special AGW has been changed

Main Counter 1

al ydzFl OG dzZNBENDa&a | dzRA G a

Main Counter 2

al ydzFl OG dzZNBENDa&a F dzRA G a

Main Cownter 3

al ydzFl OG dzZNBEND&a | dzRA G a
Additional Counter 1

al ydzFl OG dzZNBENRa | dzRA (G a
Additional Counter 2

al ydzFl OG dzZNBENRa | dzRA (G a
Additional Counter 3

al ydzFl O dzZNBENRa | dzRA (G a
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INPUT AND OUTPUT TESTS

Input and Q@itput Tests can be accessed from the main menu ofdperator menu. Use the blue UP
and DOWN buttons to scroll to the input and output tests button and press the red TEST button to
enter input and output tests.

SWITCH TESTS

This section can be used to view the current state of all the switches on the cabinet
1 Every switch on the cabinet is listed by hame, followed by a check box. If there is a cross in
the check box, the switch corresponding to that box is active.
1 Pressing the blue UP or DOWN button should result in a cross in the box corresponding to
thosebutton switches.

LAMP TESTS

This section can be used to test all the lamps on the cabinet.
9 Use the blue UP and DOWN buttons to scroll between lamps, and press the red TEST button
to set the lamp to active. Press the red TEST button again to deactivatantip. A cross will
appear in the box corresponding to the currently active lamp.

DOORS AND MOTORS

This section can be used to test all th@orson the cabinet.
1 Use the blue UP and DOWN buttons to scroll betwdears and press the red TEST button
to change the state of the dooPress the red TEST button agairtontinue to toggle
between the doors states (locked, unlocked and running). The checkboxes to the right will
indicate which door switches are currently active.

MINOR PRIZE TESTS

This sectiortan be used teest all prize arms and dispensers.

1 The button to the right of the prize arm name represents the current state of the prize arm.
This can be toggled betweeatoppedanddispensindy pressing the red TEST button.

1 The two check boxes to thrgght of this show if the motor is current running and if the prize
sensor has been activated. Note that the same prize sensor is used for all prize arms, so if
the sensor is activated, all the checkboxes should show a cross.

9 Pressthe red TEST button kwthe ticket or capsule dispenser selected to dispense one
ticket or capsule.

9 The two check boxes to the right of this show if the motor is current running and if the prize
sensor has been activated. The prize sensor checkbox should always be activi teshw
off when a prize passes through the sensor.
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ERRORS

The top screen of the operator menu will alert you immediately if there are any active errors. The

bar along the top of the screen will be red if there are errors present or grékeré are no errors.

Errors can be accessed from the main menu of the operator menu. Use the blue UP and DOWN

buttons to scroll to the errors button and press the red TEST button to éméegrrorsmenu Below
is a list of the error types, their cause aswlution.

Error Name| Cause Solution
. Release the coin sensor to clear the er®ee
: The coin sensor has been . . .
Coin ressed for a long period of Switch Tests in the Input and Output Tests sectior
Jammed Eme the operator menu to check the status of the coin
' mech sensar
: The ticket or capsule Release the ticket or capsule sensor to clear the
Ticket / : . . :
dispenser sensor has been | error. See Minor Prize Tests in the Input and Outp
Capsule : .
pressed for a long period of | Tests section of the operator mena test the
Sensor Jan] .. . . .
time. functionality of thedispenser.
Ticket/ | The ticket or capsule ThIS could be caused by running out of _
: . . tickets/capsules or a faulty sens@et the dispenser
Capsule | dispenser timed out while - . .
. . . . to loaded after refilling the dispenser (located in th
Timeout | dispensing a prize. )
load prizes menu).
There is an input that has See Switch Tests in the Input and Output Tests
Inout Jam been receiving a signal far | section of the operator menu to see which button
P long period of time. This being detected as pressed. Ensure that this buttor
includes all buttons. Aady Qi addzol o
SeeDispenseiTests in the Input and Output Tests
. . section of the operator menu to test the
Minor Prize| There has been an error . , . . . .
vend vending a minor prize functionality of the prize dispenserslinor Win
' History will confirm what kind of prize failed to ven
and when.
Seethe Input and Output Tests section of the
Major Prize| There hadeen an error operator menu to test the functionality of the prize
Vend vending amajor prize. dispensersMajor Win History will confirm what kin
of prize failed to vend and when.
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See the Input and Output Tests section of the

MercyPrize| There has beean error operator menu to test the functionality of the prize
Vend vending anercyprize. dispensersGame History will confirm what kind of
prize failed to vend and when.
See the Input and Output Tests section of the
Special | There has been an error operator menu to test the functionality of the prize
PrizeVend | vending aspecialprize. dispensersSpecial Win History will confirm what
kind of prize failed to vend and when.
Door All avalable prize doors are | See the Prize Loading section of the operator mer
Empty | empty. and load prizes into any red/empty doors.
Doors Mot A door has not closed Use the Door Tests menu to troubleshoot doors.
Josed | correctly.
DoorNot | A door has not locked Use the Door Tests menu to troubleshoot doors.
Locked | correctly.
DoorNot | A door has not unlocked Use the Door Tests menu to troubleshoot doors.
Unlocked | correctly.
Door . e
A door is both locked and A door should alwayse closed if it is locked. Use
Locked and
Open open. the Door Tests menu to troubleshoot doors.
Prize Arms| All the minor prize arms are | Set the minor prize arms to loaded after refilling
Empty | empty. them with prizes (located in the load prizes menu)
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The game was switched off | The game automatically recovers from this error, |
during a critical point in savin| please check all the game settings, as they may h
data* reverted back to their default settings.

Corrupted
Config File

The game was switchleoff
during a critical point in savin
data*

The game automatically recovers from this error,
please note that the audits will have been reset.

Corrupt
Audit Fles

Corrupt | The game was switched off
AGWAwuUdIt | during a critical point in savin
Fles data*

The gameautomatically recovers from this error, by
please note that some audits will have been reset

*Please note that in most cases, there will be no issues caused by switching a game off at any point
during operation or from sudden power failures. Corrupted data errors will only occur if all data
backups are corrupted simultaneously, which is highlikeh.

CURRENT ERRORS

Thismenulists information on all current/active errorBurther information on the error is provided
in the information box on the left of the top screddse the UP and DOWN buttons to select an
error, then press the red TEST tautt to attempt to clear it or be taken to the relevant menu for
troubleshooting.

ERROR HISTORY

This section lists all errors, both current and already cleared. The type of error, date it occurred on
and the date it was cleared on (if applicable) are tiste

ERROR SETTINGS

There are a number of ways ti@olor Matchcabinet can notify you that there is an error with the
machine. These can be switched on or off in the operator mgrenkering Errors and then Error
Settings. The silent red lighting alertli® default setting.The error history can also be cleared by
pressing the red TEST button with the clear error history option selected.

Alert Type Options Default Setting
Red Light Warning On/Off Off
On Screen Warning On/Off On
Voice Over Warning On/Off Off
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HISTORY
History can be accessed from the main menu of the operator mése the blue UP and DOWN
buttons to scroll to the history button and press the red TEST button to ¢émédristory menu
9 Use the blue UP and DOWN buttons to scroll through the history records types, then press
the red TEST button to enter a history record.
1 Press the green SERVICE button to exit a history record type and return to the History menu.
Press the green SERVICHEdrua second time to return to the main menu.

MAJOR WIN HISTORY

Displays information on previous major prize wins.
1 It shows the time and date the game was wdra prizewas vended successfully or if it
failed, and which door the player claimed theiripe from if applicable
1 Select a specific game using the blue UP and DOWN buttons, then press the red TEST button
to show the end of game screenshot.

MINOR WIN HISTORY

Displays information on previous minor prize wins.
1 It shows the time and date the gamas won and which prize type was vended. It also
shows if a prize was vended successfully or if it failed.
1 Select a specific game using the blue UP and DOWN buttons, then press the red TEST button
to show the end of game screenshot.

SPECIAL WIN HISTORY
Displays information on previowgpecialprize wins.
1 It shows the time and date the game was wdra prizewas vended successfully or if it
failed, and which door the player claimed their prize frpifnapplicable
9 Select a specific game using the bluedd® DOWN buttons, then press the red TEST button
to show the end of game screenshot.

GAME HISTORY

1 Displays the last 100 games played, regardless of whether they are wins or losses.

91 It will display the time and date the games ended, whether the resultawas or a loss,
what type of prize was vended and if the prize vended successfully or not.

9 Select a specific game using the blue UP and DOWN buttons, then press the red TEST button
to show the end of game screenshot.

DOORHISTORY

Displays the time and dathat each prize door was last opened, and how it was opened (Prize
Loading menuduring game plag G O X 0 @
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SYSTEMSETTINGS

Thesystemsettingsmenucan be accessed from the main menu of the operator mé&ime.
complete software version number cée seen in this menu.

DISPENSER TYPE
Set whether you have a ticket dispenser installed or a capsule dispenser.

SHOW GAMEPLAY INSTRUCTIONS

Display gameplay instructions on the first and second segment in game. This setting is recommended
for locations witha very transient crowd.

TIME AND DATESETTINGS

Use the blue UP and DOWN buttons to select the value to change, then press the red TEST button.
Use the blue UP and DOWN buttons to change the value. The time and date format can also be
changed in this menu

CHANGE CABINET TYPE

This setting should only be used if you are installing software on a diff@ant Matchcabinet
type. ForColor Match this setting should always read Color Mat€lor this setting change to take
effect, the apply button must based. Pressing apply will restart the game.

SYSTEMDIAGNOSTICS

Thesystemdiagnostics mengan be accessed from the main menu of the operator mé&ime.
complete software version number can be seen in this menu.

COPY LOGS

Automatically copies a zip file anta USB that contains all relevant game data. LAl Games support
may request this file to assist in troubleshooting.

CLEAR PENDING PRIZES

The number of pending prizes is shown on the top screen in the information section. The game will
try to vend any penithg prizes on start up. Use this button to clear any pending prizes that are
waiting to be vended.

COLOR CALIBRATION

Press the red TEST button with the Color Calibration button selected to display the color calibration
image. Press the red TEST or green SERVICE button once to stop displaying the image.

SCREEN ALIGNMENT

Press the red TEST button with the Screen Alignietton selected to display the screen

alignment image. Use this image to ensure that the screen overlay oG@dlor Matchcabinet is

correctly aligned. The white circle should be just visible around the entire inside edge of the overlay.
Press the red T or green SERVICE button once to stop displaying the image.

LANGUAGE

Use the blue UP and DOWN buttons to scroll through the available languages, then press the red
TEST button to select and activate a language. Press the green SERVICE button taegidabe
settings menu back into the main menu.
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CREATINGA BOOTABLEUSB

THINGS YOU WILL NEED

1 A completely empty USB that has a capacity of at least 4GB.
1 NOTEEverything on this USB will be COMPLETELY ERASED. Ensure that there are no
important files orit.
1 The downloaded game software file (this is an ISO file, for example, ColorMatch0.9.iso).
9 The program Rufus, free download frdmip://rufus.akeo.ie/
"# Rufus v13.4270 [~
INSTRUCTIONS
Device
computer. N
NOTEEnsure you only have one USB device Fartition scheme and target system type
plugged into the computer, to guarantee that [MBR partition scheme for BIOS or UEFL computers v]
the wrong device is not accidentally wiped. Eile svstem
2. Run the program Rufus (the file should be Y
called rufus_v1.3.4, though the numbers may [NTFS g
vary). Cluster size
3. Under the first optionPevie, select your USB
device from the drop down menu. lqﬂgﬁ bytes (Default) I
NOTEIf your device is not listed in the drop | MNew volume label
down menu, click the white arrow button nex  COLORMATCHDATA
to the heading-ormat Options Under the ,
newAdvanced Optionsection, check the first e
OKSO1l ©062E® ¢KAA& -fagh) o | |Checkdevice for bad blocks:
2NJ dzy LI NI AGAZ2Y SR ! { .| [¥Quickformat
4. To the right of the option calleGreate a 7] Create a bootable disk using: | 150 Image || 4 |
bootable disk usinghere isa button with an [ Create extended label and icon files
image of a CD on it. Click this button. Advanced Options
5. Select your ISO filend click Open. _ » _
6. Ensure that all the check boxes and settings R e
match the image to the right. [ Add fixes for old BIOSes (extra partition, align, etc.)
7. Click Start, and in the window that pops up, | [l Use Rufus MBR with BIOS ID: |0x80 (default) |
click OK. This process can take up to 5
minutes, depending on the size of the ISO fil:
8. When the process is finished, N8 should
show atthe bottom of the Rufus window. About. .. I IL“‘QI [ Ctart ] l Close I
9. The bootable USB is now finished.

Using I50: ColorMatchData.iso
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UPDATING A CABINET USING BOOTABLEUSB

Ensure that the cabinet is turned off.

tfda Ay (GKS ! {.® 9yadaNB® (KIG y2 20KSNJ ! {.Qa |
Switch on the cabinet.

The operating system should boot straight into the USB, bringing up a black box that will

display progress. This process will take around 20 minutes. The percentage at the bottom of

the box will continue to update until it reaches 100%.

PN PE

X \windows\system32>for /F ""tokens=2_,.%'" xa in <’
rolsetN\control /v PEBootRamDiskSourceDrive ! f
> do set driveLtyr=xb

I\windows\system32>set driveLtr=E:\

:\windows\system32>REM Setup text file on »am d

:N\windows\system32>SET MountScript=X:\MountScriy
:\windows\system32>ECHO SELECT UOLUME E:=\ 1>X%
:\windows\system32>ECHO assign letter~U noerr» 1
:\windows\systemn32>DISKPART /S X:\MountScript.TX
icrosoft DiskPart version 6.1.7600 [

opyright <C> 1999-20088 Microsoft Corporation.
On computer: MININT-7J97QGB

5. Once the procesis finished, the last line of text in the black box will instruct you to remove
the USB.

N iNwindowsN\systond2>REN Apply Data partition

M iNwvindoweNasyatond2iUiNinageox Zapply Uis/DataPart . .winm 1 DiN
ImageX Yool for Windowa

Jopyrdight <CO> Micwrosmoft Corp. ALl »ights reserved.
Version: 6.1.7600,.16385

[ 190x ) Applying progyvress

Succesnfully applied image.

otal olapsed time: 3 sec

iwindowsssystond2>REM Install has finished. Remove USH device to continue.

6. Remove the USB.
7. The cabinet will now automatically reboot.
8. Yourgamehas successfully been updated.
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SECTION A: SERVICE INSTRUCTIONS

*NOTE*

[ Be sure to readhe following carefully before servicing the machine. J

LOCATING AND ACCESSING PARTS

The following pictures identify the location thfe main serviceable items.

CABINET FRONT

SPEAKERS (x4

TICKET
DOOR

KICK PLATE
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