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BASE GAMES

Globol Deminalion; Plavers push large colored planets into 3 grid play-area in an
attenpt to connect four of the same colored globes in either an horizontal, vertical or
dhagonal line. The planels can be pushed 10 1wo dimensions, from both the top and
bottorn and left and right.

Big Bang Bowling: A simulation of the classic sport, this game is sure to be a favorite
with wour patrons,

Astea Hackey: This game is a simulation of air-hockey, allowing plavers to cither play
againsl cach other, or try their luck agsinst the compuler.

3D Tie Tae Toe: A twigt on the normal version of the game, players must connect four
spheres in three-dimensional space. The gatme can be played in two-player mode or
against the computer player.

Bartle Bricke: Playvers must use thedr ball tn break their way throwgh a bamicr of bricks
and hit the precious “HeartBrick”, Of eourse, their opponent will be tryving to do the
cxact same thing, and will have many trcks to try and stop thewm.

Flach Bawling 2000: A vadant of bowling, players earm points based on strikes and
SIS,

Calactic Godf: Nine holes of miniature polf, randomly chosen from the twelve holes
provided. Players roll the trackball to aim, then press a buttom and roll the trackball for
syl




) tAME

Along with the seven base pames, yowr cocktail unit may suppirt up 16 four
expansion cartridges. All aspects of installing these games are done automatically by
your unit, vou only have to insert the canridge onte the boaed apd your games ars roady
to plav! Ree the following page for a diagram of cartndge installation.

To install a cartridge, follow these step by step instructions:

| FURN OFF THE POWER T IS8 ESSENTIAL THAT THE POWER TO YOUR UNIT
BE OFF WHEN ADDING OF REMOVING CARTRIDGES FROM THE
MOTHERROARD, FAILURE TOQ DO S0 COULDY CAUSE DAMAGE TO EITHER THE
BOARD Of THRE CARTRIDGE.

2. Once the power is off, open the service access door {on the opposite side of the coin
box door). Nete: Opening this door will gulomatically disconnect power, but we 5Pl
recommend thal vor manually disconnect power yourscif

3. Lower the door to its fullest extension, O the mothetboard there are four slots, Pick
any etnpty slot and press the cartndee genily but firmly into the slot. The canridpe is
fitted such that it can only be inserted one way, so don't worry about inserting it
incorrestly.

4. Once the cartridge is in place, close the service door and reconnect power. That's all
there 35 to 1! Audits, menus and high score changes will be handled autamatically by
YOUT pmit,



HOW TO INSERT CARTRIDGE
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POWER MUST BE TURNED OFF BEFORE INSERTING ANY CARTRIDGE!!

. Open back door of Galaxy Games unlt revealing the metal slot tray.

. Line up comer brace on the carirldge with notch in cartridye slot (cartridge will nat fit Into
slot unless corner broce and nofch are linad up).

- Insert cariridge inte ony slot and push down firmly on cartridge.

. Clase back door and power up the Galaxy Games unil. Softwore will avrdomaticaltly install
new cartridge gomes.



PEDESTAL INSTALLATION

The pedestal that is included with the game gives you the oplion of incressing the
height of the game by approximately a foot and & half to accommodate standard height
bar stouls. This will allow vour game to fit in with the vest of the whles in your location.

See the following page for 2 diagram of pedestal ingtallation,

DOLLAR BILL ACCEPTORS

Your Galaxy Games machine is wired to accept a CASEICOHDE dollae bl
acceptor. There is a cable installed with the machine to accommodate a MARS dollar bill
validator as wall.



HOW TO MOUNT GALAY GAMES ONTO PEDESTAL
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1. Remove Leg Ad|usters from Galoxy Games base unit.

NOTE: BASE UNIT WILL NOT FIT ONTO PEDESTAL
LNLESS LEG ADJUSTERS ARE REMOVED

Wi

CUTAWAY NOTCH

1. Place base unli onto pedestal. The pedestal has twe cutaway notches on
opposite sides. When placing base unit onlo padastol, these notches
should be under {on same side os) wings of the base unlt.

NOTE: BASE UNIT WILL NOT FIT ONTO PEDESTAL
UMNLESS NOTCHES ARE UNDER WINGS
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DIA STICS

You wall find that Galaxy Games comes with a detailed and Basy to use auditing
gystem that granis a remendous degree of control over your game and detailed
desctiptions of your cesh flow, To access the diagnostic menu, open the goin-box deor.
Aflow several seconds for the game to switch over into auditing mode. To leave
diagnoatics, close the coin door.

Onge in the audit mode. you will see a screen displaying a tan colored workshest
with a blue background. Towards the top of the screen you will see scveral options,
indicated as foider tabs. These tabs should be labeled as foll ows: Mein, Audits, Tests,
Games, and High Scores,



Audits: Main Menu

Credit Box: Toward the lower left portion of the main andit menu will be a hox Ipbeled
“Credits”. Inside the box, vou will se2 another heading of “Credits™ in black lettering.
This area shows how many credits are currently available. Pleyers may obtain more
credits by inserting monsy.

Award Free Credit: Each time this box is pressed, vou will maks one more credit
availebie to the player. This operator can uses this option to refund a credit ot to test the
Sy StEm,

Max Credit: Sets the limit of how many credits may be available at onee, The delfault
value iz 30. If players enter more money after thiz himit has been reached, the unit will
MNOFI grant additional credits.

Advertising Screen: You may use this oplion for ereating custom advertising screenc.
This advertising screen is one of the attract modes used by the game and can display a
particular measage for vour environment. To create your message, press this box, You
will then be taken to an editing screen fhat will atlow you to entér your message. You
have eight lines of text for vour message. Use Your pointer to select the letters. The
“TXT COLOR" option will cyele through different colors for vour message. PREVIEW
allows you 1o view what the message will look like. CLEAR will erase all text 1ines,

Use the BACKSPACE option 0 erase omstakes an the curent text lins, RETURN allows
vou to cycle through the different text hines. Preas DONE once you arc satisfied with the
messape. Messapges are centered automatically.

Ad Freq: Clicking this bulton changes how often the advertising screen comes up In
attract mode.

Langoage: This option will allow the game to be played i different langoages, Press
the button to cvele 1o the language you wish 0 uae,

Restore Factary Seftings: This option will reset ALL options to the defaudt values
asstencd at the factory, Lse the option GNLY when you wish 1o reset everything back to
its default value.

Free Play: Tlus ophion toggles the free play maode oo and off,
Volume Slider: Use this slider to determine how loud the sounds will be on the game,

Ptess the up areow at the top of the slider to inerease volume. the down arrow to decrease
volume,



Audits Menn

Main Audtis: This menu will tell you most of the information you need to keep tabs on
your cash flow. Here is a brief list of these items and what they mean:

Coins In: Shows how many coins were actually physically put into the game.
Paid Credits: Shows how many credits were awarded by someone paying for them.

Operator Credits: Shows how many credits were awarded by granting a free eredit {sco
the Award Free Credir option in the previous section).

Freeplay Credits: Shows how many eredits were plaved while in freeplay mode.
(kne Player Games: How many of the pames plaved were in a one-plaver mode.
Two Player Games: How many of the games played were in a bwo-player mode.

Averzge Game Time: What the average length of time a game played on your machine
Was,

{ame Audits:

Each of the individual games lLas its own unique auditing system. This way, vou
can tell which games are more suecessful {or your particular patrons. To access the game
audits, select the large black fight arrow at the bottom of the Audits Menu. You will then
cycle through an auditing screen for cach individual game oo your unit fcartridge games
will slse be shown),
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Tests Menu

The next section of the audits will give audio, video and mechanical diagnostics
of your machine.

Viden
This section of the o3t menu will determine if your maonitor settings are
satisfactory.

Alignment — Displays a grid for vertical and horizontal adjustments,

Red Sereen — Displaya a sereen of all red to determine red adjustment.

Blue Screen — Displays a scroen of all blue to determiine blue adpstment,

Green Screen - Displays a screzn of all green to determine preen adjustrnent.

Gradiest — Displays a gradient of colored boxes. uscd to determine proper rmonitor
edjustment.

mound
This segment will allow you to test your machine’s internal speakers.

Stop ~ Stops the current sound being played.
Play — Plays the current aound.
Mext — Selects the next sound in memory for test,

Mechanical

This area of the test menu will perform switch tests on the machine. Specilically, the
status of the various switches are displayed. Pressing ane of the huttons will causc the
status of the switch to change from QFEN to CLOSED. This will help you troubleshoot
any problems yau may b having wilth your swilches,
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ames Menu

From these audit menus, you will be able to custom set the amount of money cach
of your games requires to play. The first of these menus 1s the coin setup menu.

Coin Setup
In this menu, you will see a 3x3 matrix. Along the rows are three headings, Coin
Switch 1, Coin Switch 2 and DBA. Alsag the columns are the headings Coins, Credits
and Meter Clicks.

Coin Switch 1 and 2 represent the first and second coin slots eespectively, and
DBA stands for Dollar Bill Accepror. For your revenue setup, you will want to focus
vour attention to the rows of this matnx,

If wou look acmss the first row (Coin Switch 13, yor will notice the oumbers
111, This means that cach eoin will give the plaver one credit and click the meter
Countar ance.

Example: If you wacted to 1nstall & tickel ¢oin mechanism on coin switch one,
but wanted each gamc to cost a dime, you would change the number of coins to 2 the
numhet of credits to 1, and the number of meter clicks to 1. That means for every two
rickals deposited in the machine the player gets one credit, and the meter 15 clicksd once
for each coin inserted.

Game Headings

B clicking the {orward amaow 16 $he bottors nght commst of the Games menn. you
can go into the menu sereens for cach individual game.

Pressing this areow gnee akes vou o the menu for (Hobel Domination, You will
notice there are three seclions for this menu sereen: Game is OO Crediis Needed, and
Nember of Roumde. [t is these functions that allow you to conteal further aspects of
reverue input and gameplay. BEach game has a similar menw b Hobad Domination o
detcrmine the amount of eredits peeded and length of gsmeplar.

By changing # Game f5 to OFF, vou can take a game 3 the main menu,

The {redire Needed function is anothet way to set how moch maoney 15 needad to
play the game. Setting this number to fwo will require fhie players to enter two eredits in
otder ta play the game.

The Number of Rorirds option tells the machine how many rounds the game will
lagl before ending. By setting this number, ¥ou can determine how much gameplay the
user will hawve.
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High Scares Menu
This section of the audits will give you control over the high scores for your
game. The first option you will see is High Scores Resgid Afier... This option will
determine when (he high scorss will avtomedically reset to factory settings. By adjusting
the sefting of this ophion, ¥ou can determine kow frequently the high score tables can be
rehreshed, allowing your different plavers a chanee to pet the names into the table, The
number determines after how many times the game is played this reset will oceour.

By pressing the forward armow at the bottom right of this sereen, you may scroll
threagh & menw sereen for sach individual game.

Under each game, vou will see two options, Clear and Reser A1 High Scores.
The clear option sets all the high seares for that game to zero, and erases oll the natmes
entered in that game.

The Reset Al High Scares oplion will redet the high scores to faciory settings
FOR ALL THE GAMES IN THE MACHINE, Note that even though this oplion cxists
o each individual game screen, they will each perform the same function. Use this
option ooly when vou wish tr reaet all of your high scores,

A unique feature fo your Galexy Gamers machine is its ability 1o sereen oul Foul
language from the high score list. Players who attemipt to enter ong of the hundreds of
inappropriate high score names will not be successful. The game will enter a blank high
zoorc namc in place of the inappropriate phrase,
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MONITOR. SERVICE,

In arder to service the manitar, follow these steps:

. MAKE CERTAIN THE POWERR IS OFF! MONITORS REQINRE 4 SURBSTANTIAL
AMOUNT OF POWER. EXPOSURE T THIS CONLD EITHER CALUSE SERIOUS
INJURY OR DEATH

2. You must raise both panels of the trackba!l controls in arder to access the
monitor. Lift up each panel, and use the swingarm to hold the panel in place,

3. Swing the monitor upwands until it is perpendicular with the floor, Oo the inside of
the cabinet, you will find a swingarm to hold the monitor in place. Once this
swingarm iz locked into place, you are ready 10 service the monitor.

Note: Do NOT arempt to Bift the manitor before rajving the panels over the trackbally.
Faifure ta do this may resnlt i gracking of the monitor glass.

SEE THE FOLLOWING PAGE FOR A DFAGRAM OF MONITOR SERVICE.
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GLALS / MENITOR FRAME

MONITOR

LEFT RIGHT
CONTROL CONTROL
PANEL PANEL

1] [~ = ——
*’/’eﬁ
PROF ARM i
".i a8 BOLT
/ s |
KEY LOCK

COM BOX

\"'FRHF ARM

FRONT VIEW

HOW TO ACCESS GALAXY GAMES CABINET FOR SERVICE / CARTRIDGE INSTALLATION

. Unlock both left and right contrel panels vsing key locks lecated

undemeath each control ponel housing.

. Lift both |left and right centrol panets and prop them vp using prop orms

located in each contrel panel hausing.

. Remove single bolt from inside right control panel housing. (see insert

diagram) This balt unlocks the glass/monitor.

. Lift glass/moniter and prop to monitor frame using prop arm located

inside cabinet housing.
WARNING: BEFORE LIFTING MONITOR, LEFT CONTROL PANEL MUST BE
PROPPED UR, OR ELS5E MONITOR WILL NOT LIFT FULLY AND GLASS TOP
MAY BE DAMAGED OR BROKEN({!
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WARR ]

Your Galoaxy Gamwes unit comes with a one vear warranty. Should something go
wrong with your unit, contact CES at (847) 741-9820 1o talk to a customer service
representative who will guide you through the repair process and provide wamanty
service as needed.

NOTE:

INORDER FOR YOU'R WARRANTY TQ BE VALID, THE MOTHERBOARD MEUST

NOT BE REMOVED FROM THE METAL BOX HOUSING, T GBRTAIN A NEW

MOTHERBOARD, THE OLD UNIT MUST BE RETURNED N [T5 METAL BOX
HOUSING. REMOVAL OF THE MOTHERBOARD FROM THE HOUSING WIL],

MOID YOU R WARRANTY!
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PLA NT PART NUMBER

SFCETMONT-0019
SFMETMT-0002
FMETMI-0037
FMETMT-0005
SFMETRT-0011
SFMETMT-0012
YFMETMT-0020)
QFMETMT-0026
FCBCASHDR-HM
SFCBL-TAMA-Q001
SFCBLCB-0005
YFCBRLCB-0002
SFGLSGIASS-M01
SFDCLCP-0001
SFDCLDCAL-NOC
SEMANMAN-000]
QFPSPRUP-0001
SFRWTBPB-(001

ST SWTBPB-0002
YFTRETRACKAMN]
YFPWRTRACKLITE

19" CGA Manitor
Cantrol Pancl Hinge
Cahinet Corner Trim
Glass Frame Bracket
DBV Plate

Control Pane] Stay Arm
Speaker Gnill
Monttor Stay Anm
Ceorit Door

JAMMA Harnags
Coin Doot Cable
Paower Cuble
Screened (Glass
Control Pana] Decal
Logn Decal

hlunual

Powcer Supply

Blue Switch

Red Switch

Red Trackball
Trackball Light
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nr.‘l Yiew
pI1HRACK BALL 2 - Yz DE/ME OO B K GND a
m TRACK BaALL 2 - %2 WE/OE @@ J RD +5 -
aTBRACK BALL 2 - X1 DEZGN @O BN/PE TRACK BALYL 2 - Y1 -
N ]
CNZS_FEMALE Treckx Bwl2) Player 2
.PLMEH 1 PUSH BUTIDN B WE/ZRD i:'/cnzs W PLAYER 1 PUSH BYTTON B WE/RD 'z/cnzs
= | =
GND B X =g GND BK =
[ | CNZE| =™ CN2S
PLAYER 1 FUSH BUTTON A RD/ME =\ ,,| gPLAYER 1 PUSH BUTTON A AD/WE | p30
I:I\ ‘:K
GND BK —u
 jewz7 | mtAD BK ’::'/Icuao
(.3 RO |':' cNzB
g JRACKBALL 31 LIGHT YW/BK ;/CNZB
CNZ2BE-30 Fleyer 1 Fush Button Connectore & Trakball Light
fFng Yiew
[ N\
m—  GND BX @@ GN TRACK BHALL 31 - Y2 .
-— 5 RD i@ 5 BE TRAACK BALL 31 - X2 a
s— - TAACK BALL 31 - Y3 | @ & BN TRACK BALL 1 - x1 -
L/
CNB:I._MALE Traeck Ball Player 1
End ¥Yiew
Vd
mlRACK BALL 1 - T2 GN/OE @@ B K GND -
mlBACK BALL 1 - X2 RD/YHW ®®3j0 +5 -
plRACK BaALL 1 - X1 GN/BE @@ DEsBE TAACK BALL 1 - h i
— |
CNB:[._.FEMALE Treck Ball Player 1
Genger = Pin Type




wLOIN SWITCH 3 HE/YY o leNsz| pcoIn switen 1 trcus AD il T
o GND 8K —lnsz | wthD B K _g:c"“
w COIN SWITCH 2 GEN/YN —ln3s| mCOIN SUITCH 2 LIGHT A lenas
uGND BK —lnss| mbhD A K lenas
CN32-35 Coin Switches § Lights
Ferrites
F # Menufactura Part # Nires Loops Pasass
1 Steward 2BA2024-0A0 JJamme (18-23,118-124,28,428) 1 2
2 Stewacd 28A2024-0A0 |Jemmp (B-10,16,10B-210 ,4344-1162 1 2
3 Stewara 2BA2023-0A0 JJamma (11-14,312,123) 1 2
4 Steward 28A2025-0A0 !Jamma (3,.4,303,104) 1 2
(6.1063 0 1
5 Stewacd 2BA2CZ23-0A0 0BV (A3 3 Wires? 1 bl
[ Stewaecd 2BA2028-0A0 |Videp (a3) 5§ Wires) 1 2
Steward 2BA2024-0A0 = Daxtar 0443164151
Stewsrd ZBAZ2025-DA0 = Dextar 0443165425%
Stewsard 2BA2023-DAD = Dexter 26543167251




