To enter program mode for the game, press the “program” button during attract mode. Pressing the “program”
button during game play will be ignored. To cycle through the different options use the “select” button and to
change the values of the options use the “advance” button. Exit programming by pressing the “program”
button.

Located on the main board are push buttons labeled SW2, SW3, SW4, SW5, and SW6. SW2 switch is the
Program button. SW3 switch is the Select button and SW4 switch is the Advance button.

Alley Roller FX Revision 6.04

Option Default Min Max Inc  Description

0 Game Volume 1 0 4 1 Game volume.

1 Coinl 1 0 20 1 Cost of game.

2 Discount 0 0 50 1 # of games till discount. 0 =disabled.

3 Games Per Credit 1 1 9 1 # of games given per game credit.

4 Balls Per Play 9 1 20 1 Balls dispensed per game.

5 Attract Time 0 0 30 1 Attract time in minutes.

6 TicketstoPay 10 1 50 1 To determine tickets paid out, take the points
scored and divide by this value times 100.
IE: 24000 pts / (10x100) = 24 tickets. 10 is default.

7 JEP 4 0 20 1 Just for Playing Tickets.

8 Ticket Cap 0 0 50 1 Max Tickets Given per game, O = disabled.

9 Ticket Override 1 0 2 1 A setting of 0 disables tickets. A setting of 1is
normal. A setting of 2 is half tickets out.

10 Theme On 1 0 1 1 Whenever music Plays 0 = Off, 1= on

11 Factory Reset 0 0 1 1 Factory Reset

12 Clear 0 0 1 1 Clear tickets owed or credit in.

13 REV 0.04 Software on main board.

** NOTES **

If the solenoid will not fire because the zero count sensor is blocked than the decimal point in the left balls
digit will light indicating the reason for the solenoid to not open.

If the game is out of tickets, then "tic" will be displayed on the score until the tickets have been reloaded and
paying out. Should a player insert money then the game will continue as normal until the end of the game
where the out of tickets display will be redisplayed.

Game ID 1is the controlling game for the RGB lighting. A single non-linked game should be set to ID 1. If
linked than one game, and only 1 game shall be set to ID 1. The ID of the RGB system is 13 so no game ID
should be set to 13.



ERROR Codes

Error # Description

1 Bad or missing Compact Flash Card (Occurs on power up)

2 Zero Count Sensor Error - Check for Balls in Sensor (Occurs only on power up)

3 Sensor 1K (Occurs only on power up)

4 Sensor 2K (Occurs only on power up)

5 Sensor 3K (Occurs only on power up)

6 Sensor 4K (Occurs only on power up)

7 Sensor Left 10K (Occurs only on power up)

8 Sensor Right 10K (Occurs only on power up)

9 Ball Count Sensor Error (Occurs only on power up)

10 Coin 1 Stuck Down (when does it occur)

11 Ticket Error

12 Solenoid Seat Sensor (Occurs only on power up)

FULL The solenoid will not activate if the zero count sensor is blocked. (Occurs anytime)
SOL The solenoid is activated but has not reached its end of travel. (Occurs during game play)
TIC Game owes tickets and is out of tickets. (Occurs during game play)

Description and Possible Solutions For Error Codes

Error 1

No Compact flash card detected. This can be caused by either a corrupted compact flash card, failed compact flash card, or hard-
ware failure on the CPU board. If another machine is available, swap the two compact flash cards then the CPU boards to see if
the problem follows. If the problem follows, then the problem is the card. If you have only one game, try these steps:

Step 1: Reseat Compact Flash card — With the power off, pull out the compact
flash card and then push it back in. Turn power back on.

Step 2: Look at D2 on the CPU board, is the LED light on constant or is it blink-
ing? If it is blinking, then it is reading the compact flash card. If the light is
constant, it cannot read the compact flash card. Replace the CF card.

Step 3: Look at D3 and D2, are they on? If not, D3 is the +5 voltage which is
used by the compact flash. D2 is the 3.3 voltage used by the IC’s of the CPU
board. Replace the CPU board if no power indicators are not on.

Step 4: In rare cases, the CPU board can have D2 and D3 on but still be bad.




Resolving Error 2 :

This sensor detects the balls that are returned back to the ball rail assembly. It works by emitting a beam of light across where the
balls travel back into the ball rail assembly. When the beam is broken the sensor detects the loss of the beam and sends a signal
back to the main board. When working properly, D2 LED will only light when the beam is blocked.

Follow these trouble shooting steps:

STEP 1: Remove the right cover and look at the back of the ball rail channel. You will find a sensor embedded into the cabinet
sides.

STEP 2: Observe the status of LED D2 located on the left side. Is the LED On constant? If not, go to step 3. If so, then it is possible
D1 LED is not emitting a beam. You cannot see this beam with your eyes. If you have a cell phone with a camera option, point your
phone at D1 on the Transmitter board in camera mode. If it doesn’t blind the camera then the IRLED has gone bad. At this point
replacement is recommended. NOTE: Some hires cameras will filter out the IRLED light, use forward camera mode instead.

Step 3: Place your hand between the emitter board and receiver board. Did the LED D2 light? If not, using a volt meter set to DC
place the red probe on pin 2 of the sensor and place the black probe on pin 4 of the sensor. Is there +12 volts? If not you have a
broken connection either in ground or power from the sensor back to the main board.

Step 4: Measure the white with grey strip wire connected to the receiver with your volt meter set to DC voltage. Is there around 5
volts present? If so, is there still voltage on this wire when you block the sensor? If yes, then replace the sensor.

Step 5: Measure the enable line to ensure the sensor is being turned on. Place the red probe on pin 2 of the sensor and the black
probe on pin 1. Is there pulsing 12 volts of DC? If not, you have a connection problem between the main board and sensor.

Step 6: Check the voltage on pin 4 of connector J7 on the main board (the yellow wire). Is there around +5 volts when the sensor is
not blocked? If yes does it drop to about nothing when blocked? If yes, replace the main board assembly.

Step 7: If no voltage exists at Pin 4 double check the connector between the sensor itself and the game’s harnessing. It will re-
quire you to separate the front and back cabinet parts to access the sensor’s pigtail harness.

Receiver

Transmitter




Resolving Error 3 through 6:

These sensors detects the balls that drop through the lower score holes on the playfield. It works by emitting a beam of light
across the hole. When the beam is broken by the ball the sensor detects the loss of the beam and sends a signal back to the main
board. When working properly, D2 LED will only light when the beam is blocked or during the enable check.

Follow these trouble shooting steps:

STEP 1: Open the Playfield’s plastic front door and secure it in the up position. Lift the playfield up and secure it in the open posi-
tion.

STEP 2: Refer to the score sensor error number below to determine the location of the failed sensor. Observe the status of LED D2
located on the receiver side (Right-side). Is the LED On constant? If not go to step 3. If so, then it is possible D1 LED is not emitting
a beam. You cannot see this beam with your eyes. If you have a cell phone with a camera option, point your phone at D1 on the
transmitter board in camera mode. If it doesn’t blind the camera then either the IRLED has gone bad or it is not being enabled. At
this point replacement is recommended. NOTE: Some hires cameras will filter out the IRLED light, use forward camera mode in-
stead.

Step 3: Place your hand between the emitter board and receiver board. Did the LED D2 light? If not, using a volt meter set to DC
place the red probe on pin 2 of the sensor and place the black probe on pin 4 of the sensor. Is there +12 volts? If not you have a
broken connection either in ground or power from the sensor back to the main board.

Step 4: Looking at the wiring schematic insert, identify the color wire for pin 3 of the failed sensor. Each sensor in the schematic
insert has been labeled by its error number and score value. Measure this wire with your volt meter set to DC voltage. Is there
around 5 volts present? If so, then is there still voltage on this wire when you block the sensor? If yes, then replace the sensor.

Step 5: Measure the enable line to ensure the sensor is being turned on. Place the red probe on pin 2 of the sensor and the black
probe on pin 1. Is there pulsing 12 volts of DC? If not, you have a connection problem between the main board and sensor.

Step 6: Check the voltage on pin 6 of connector J3 for Error 3, pin 9 of connector J3 for Error 4, pin 12 of connector J3 for Error 5,
and pin 6 of connector J4 on the main board. Is there around +5 volts when the sensor is not blocked? If yes does it drop to about
nothing when blocked? If yes, replace the main board assembly.

Step 7: If no voltage exists at the Pin double check any connector that is between the sensor itself and the game’s main board. It
might require you to separate the front and back cabinet parts to access all the wiring.
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Resolving Error 7 and 8:

These sensors detect the balls that drop through the upper score holes on the playfield. They score the 10K points. When both
sensors are activated the game will give a 5k score. The sensor works by emitting a beam of light across the hole. When the beam
is broken by the ball the sensor detects the loss of the beam and sends a signal back to the main board. When working properly,
D2 LED will only light when the beam is blocked or during enable sequence.

Follow these trouble shooting steps:

STEP 1: Open the Playfield’s plastic front door and secure it in the up position. Lift the playfield up and secure it in the open posi-
tion.

STEP 2: Refer to the score sensor error number (Figure 2 below) to determine the location of the failed sensor. Observe the status
of LED D2 located on the receiver side (See figure 3 on the next page). Is the LED On constant? If not go to step 3. If so, then it is
possible D1 LED is not emitting a beam. You cannot see this beam with your eyes. If you have a cell phone with a camera option,
point your phone at D1 on the transmitter board in camera mode. If it doesn’t blind the camera then either the IRLED has gone
bad. At this point replacement is recommended. NOTE: Some hires cameras will filter out the IRLED light, use forward camera

mode instead.

Step 3: Place your hand between the emitter board and receiver board. Did the LED D2 light? If not, using a volt meter set to DC
place the red probe on pin 2 of the sensor and place the black probe on pin 4 of the sensor. Is there +12 volts? If not you have a
broken connection either in ground or power from the sensor back to the main board.

Step 4: Looking at the wiring schematic insert, identify the color wire for pin 3 of the failed sensor. Each sensor in the schematic
insert has been labeled by its error number and score value. Measure this wire with your volt meter set to DC voltage. Is there
around 5 volts present? If so then is there still voltage on this wire when you block the sensor? If yes, then replace the sensor.

Step 5: Measure the enable line to ensure the sensor is being turned on. Place the red probe on pin 2 of the sensor and the black
probe on pin 1. Is there pulsing 12 volts of DC? If not, you have a connection problem between the main board and sensor.

Step 6: Check the voltage on pin 9 of connector J4 for Error 6 and pin 12 of connector J4 for Error 7 on the main board (See figure
4). Is there around +5 volts when the sensor is not blocked? If yes does it drop to about nothing when blocked? If yes, replace the
main board assembly.

Step 7: If no voltage exists at the Pin double check any connector that is between the sensor itself and the game’s main board. It
might require you to separate the front and back cabinet parts to access all the wiring.

Score Sensor Error numbers
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Resolving Error 7 and 8 Continued:
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Resolving Error 9:

This sensors detects the balls that exit the ball rail assembly. The sensor works by emitting a beam of light across the path where
the balls exit. When the beam is broken by the ball the sensor detects the loss of the beam and sends a signal back to the main
board. When working properly, D2 LED will only light when the beam is blocked.

Follow these trouble shooting steps:

STEP 1: Remove the right cover and look at the back of the ball rail channel. The sensor is located in front of the solenoid. See
Figure 5.

STEP 2: Observe the status of LED D2 located on the receiver side (See figure 5). Is the LED On constant? If not go to step 3. If so,

then it is possible D1 LED is not emitting a beam. You cannot see this beam with your eyes. If you have a cell phone with a camera
option, point your phone at D1 on the transmitter board in camera mode. If it doesn’t blind the camera then either the IRLED has

gone bad or it is not being enabled. At this point replacement is recommended.

STEP 3: Place your hand between the emitter board and receiver board. Did the LED D2 light? If not, using a volt meter set to DC
place the red probe on pin 2 of the sensor and place the black probe on pin 4 of the sensor. Is there +12 volts? If not you have a
broken connection either in ground or power from the sensor back to the main board.

STEP 4: Measure the red wire (see Figure 5) with your volt meter set to DC voltage. Is there around 5 volts present? If so then is
there still voltage on this wire when you block the sensor? If yes, then replace the sensor.

STEP 5: Measure the enable line to ensure the sensor is being turned on. Place the red probe on pin 2 of the sensor and the black
probe on pin 1. Is there pulsing 12 volts of DC? If not, you have a connection problem between the main board and sensor.

STEP 6: Check the voltage on pin 2 of connector J7 on the main board (the blue wire). Is there around +5 volts when the sensor is
not blocked? If yes does it drop to about nothing when blocked? If yes, replace the main board assembly.

STEP 7: If no voltage exists at Pin 2 double check the connections between the sensor itself and the game’s harnessing.
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Resolving Error 10:

This error occurs when the Coin line is shorted to ground.
Follow these trouble shooting steps:

STEP 1: Slide the coin drawer open and inspect the coin switch. Is the yellow w/brown strip wire and the black wire connected as
shown below? If not, correct it.

STEP 2: With a volt meter set to DC voltage, place the red probe to the yellow w/brown strip wire and place the black probe to the
black wire. Is there voltage present. If yes, skip Step 3. You have an open connection from the main board to the switch.

Step 3: Unplug J9 on the main board. Did the error clear? If so, you have a shorted wire harness going to the coin switch or DBV
harness coin switch, or a defective DBV unit. Find the short or replace the DBV unit.

Step 4: With the volt meter, check Pin 2 of J9 (with J9 still unplugged) with the red probe and Pin 1 of J9 with the black probe for +5
volts DC. If missing replace the main board assembly.
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Resolving Error 11:

This can be a result of either the ticket dispenser having no tickets, defective ticket dispenser, broken wire, or bad main board
assembly. Follow these trouble shooting steps:

STEP 1: Slide the ticket drawer open and check for tickets. Load tickets into the ticket dispenser if empty.

STEP 2: With a meter set to DC voltage place the red probe to the violet/blue wire and touch the black probe to the black wire on
the ticket dispenser. Press the ticket advance button to dispense a ticket. Is there voltage while a ticket blocks the ticket notch
optics? If yes, skip Step 3. Move the red probe to pin 4 of the ticket dispenser (red wire). Is there +12 volts present? If not, you
have an open connection from the ticket dispenser and main board.

Step 3: Before you replace the ticket dispenser check the ticket notch optics for debris. If no debris are found, then replace.

Step 4: With a volt meter, check Pin 1 of J8 with the red probe on the main board assembly and Pin 1 of J9 with the black probe on
the main board assembly for +5 volts of DC each time a ticket is dispensed. If no voltage (pulse) is present as tickets are dis-
pensed, then the harness from the ticket dispenser to the main board is bad.

Step 5: Replace the main board assembly.

] Ticket notch optics
Ticket advance button




Resolving Error 12:

This sensors detects when the solenoid has fully pushed the ball release lever down. The sensor works by emitting a beam of light
across where the ball release level is fully down. When the beam is broken by the lever the sensor detects the loss of the beam
and sends a signal back to the main board. When working properly, D2 LED will only light when the beam is blocked.

Follow these trouble shooting steps:

STEP 1: Remove the right cover and look where the solenoid is on the ball rail assembly. The sensor is located in back of the sole-
noid. See Figure 6.

STEP 2: Observe the status of LED D2 located on the receiver side (See figure 6). Is the LED On constant? If not go to step 3. If so,

then it is possible D1 LED is not emitting a beam. You cannot see this beam with your eyes. If you have a cell phone with a camera
option, point your phone at D1 on the transmitter board in camera mode. If it doesn’t blind the camera then either the IRLED has

gone bad or it is not being enabled. At this point replacement is recommended.

STEP 3: Place your hand between the emitter board and receiver board. Did the LED D2 light? If not, using a volt meter set to DC
place the red probe on pin 2 of the sensor and place the black probe on pin 4 of the sensor. Is there +12 volts? If not you have a
broken connection either in ground or power from the sensor back to the main board.

STEP 4: Measure the white wire (see Figure 6) with your volt meter set to DC voltage. Is there around 5 volts present? If so then is
there still voltage on this wire when you block the sensor? If yes, then replace the sensor.

Step 5: Measure the enable line to ensure the sensor is being turned on. Place the red probe on pin 2 of the sensor and the black
probe on pin 1. Is there pulsing 12 volts of DC? If not, you have a connection problem between the main board and sensor.

STEP 6: Check the voltage on pin 6 of connector J5 on the main board (the white wire). Is there around +5 volts when the sensor is
not blocked? If yes does it drop to about nothing when blocked? If yes, see solenoid trouble shooting to continue.

STEP 7: If no voltage exists at Pin 6 double check the connections between the sensor itself and the game’s harnessing.

Figure 6




Resolving Error FULL:

The game will display the word “FULL” on the score display and not dispense any balls. This occurs when the O count sensor is
blocked or defective. If more than 15 balls are used in the game, the balls will back up and block the 0 count sensor.

Follow these trouble shooting steps:

STEP 1: Visually inspect for balls protruding out the ball rail assembly back onto the playfield. If more than 9 balls are present, it is
recommended to remove them from play.

STEP 2: If no balls are blocking the 0 count sensor see previous section “Resolving Error 2”.

Resolving Error SOL:

The game will display the word “SOL” on the score display and not dispense any balls if it doesn’t see the SOL sensor being
activated. This will occur when the solenoid cannot fully engage and block the SOL sensor. It can be caused by either the solenoid
over heating, physically blocked, wiring, bad relay board, or bad main board assembly.

Follow these trouble shooting steps:

STEP 1: Remove the ball rail cover and see if there is any foreign objects is blocking the ball release lever from moving. If so, re-

move.

STEP 2: If more than 12 balls are in the ball rail assembly, remove the balls in rail assembly. Lift the ball rail out and place your
hand on the solenoid. If the solenoid is hot, allow it to cool down.

STEP 3:With a meter set to ohms, measure the solenoid’s resistance. It should read around 20 ohms. If the resistance is higher, it
has been thermally damaged, replace.

STEP 4: If less than 17 ohms, replace and continue to Step 5.

STEP 5: Turn the game power off. Slide the main board assembly tray open and with your meter measure the fuse at F4. If

opened, replace with same type.

STEP 6: Replace ball rail assembly and turn the game power back on. If the game now shows error 12 see “Resolving Solenoid Is-
sues” and not Resolving Error 12.
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