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SMOKIN' TOKEN & GOIN' ROLLIN
A TROUBLESHOOTING GUIDE

ERROR 1. THIS PROBLEM CONCERNS THE CPU AND IT'S SUPPORT CIRCUITRY.
CONTACTING THE FACTORY SERVICE REPRESENTITIVE IS YOUR BEST COURSE OF
ACTION.

ERROR 2. THIS ERROR DEALS WITH THE CPU'S READING OF THE WHEEL'S
POSITION. FIRST, OPEN THE MAIN DOOR IN THE FRONT OF THE GAME. THERE IS
A WHITE BUTTON THAT THE DOOR ENGAGES WHEN CLOSED. THIS IS THE DOOR
INTERLOCK SWITCH. NEXT LOCATE THE ALARM CANCEL BUTTON. THIS WILL RE
THE BLACK MOMENTARY SWITCH, LOCATED ABOVE & BEHIND THE DOOR
INTERLOCK SWITCH. BEGIN BY ENGAGING BOTH SWITCHES AT THE SAME TIME
& RELEASING THEM. THLS WILL PUT YOU INTO A LAMP TEST. AT THIS POINT
YOU SHOULD HAVE 8'S ACROSS YOUR DISPLAY & ALL LAMPS ON. NEXT ENGAGE
THE ALARM CANCEL BUTTON BY ITSELF. THIS WILL PUT YOU INTO THE WHEEL
POSITION TEST MODE. YOUR TICKET DISPLAY PCB WILL COUNT “0-9" "A-F" &
REPEAT. IF YOUR GAME PASSES THIS TEST & STILL SHOWS ERR 02, YOU
PROBABLY NEED A NEW MOTOR. IF IT DOES'NT PASS THIS TEST MOVE ON TO
THE NEXT SECTION.

FIRST, REMOVE THE WHEEL & CHECK THE SILVER DOT'S ON THE CODE
WHEEL.THEY NEED TO BE CLEAN & SHINY. NEXT LOCATE THE (2ea) SCREWS THAT
GO THROUGH THE BEARING PILLOW BLOCK, THROUGH THE SHEET METAL,
(ATTACHED TO THE WHEEL POSITION SENSOR PCB), THEN INTO THE MOTOR
CASING. LOOSEN THESE SCREWS WITHOUT REMOVING THEM, TAKE HOLD OF
THE WHEEL POSITION SENSOR, & PULL IT AS FAR TO THE LEFT SIDE OF THE
GAME, (LOOKING FROM THE FRONT), AS IT WILL 60. WHILE HOLDING IT IN
PLACE TIGHTEN BOTH SCREWS. REPLACE THE WHEEL. THE WHEEL SHOULD SLIDE
ONTO THE MOTOR SHAFT UNTIL SEATED ALL THE WAY, IF IT DOES'NT, REAM IT
OUT CAREFULLY. ONCE IT IS INPLACE, POWER UP THE GAME AND SEEIFIT
WORKS. IF NOT, MOVE THE WHEEL AWAY FROM THE MOTOR 1/16™ OF AN INCH &
TRY AGAIN. REPEAT UNTIL YOU HAVE GONE 1/4™ OF AN INCH. IF THIS DOES'NT
SOLVE YOUR PROBLEM CHECK THE WIRING BETWEEN THE WHEEL POSITION
SENSOR PCB & THE MAIN GAME CONTROLLER PCB. YOUR NEXT STEP WQULD RE TO
SEND THESE (2ea) PCB'S TO SEIDEL GAMES TO BE REPATIRED.

ERROR 03. THIS ONE IS SIMPLE. PROVIDED ALL WIRING IS IN PLACE, THIS
ERROR MEANS YOU NEED A NEW MOTOR. HERE IS A GOOD TIP... PLACING 2-3
DROPS OF OIL ON THE MOTOR GEARS ONCE A MONTH. WILL DOUBLE OR
TRIPLE THE LIFE OF THE MOTOR.HOQ NOT USE WD -0l
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-ERROR 04. THE FIRST TEST ON AN ERROR 04 PROBLEM WOULD BE TO RUN (50ea)
COINS THROUGH THE COIN MECH. EACH & EVERY COIN SHOULD GENERATE A
GAME SOUND & SHOULD INCREMENT THE COIN METER BY (1). IF YOU DON'T GET
THESE RESULTS, THE ACTUATOR WIRE IS PROBABLY NOT BENT CORRECTLY.
THERE IS A METAL FLAP AT THE EXTT OF THE COIN MECH WITH A NOTCH CUT IN
IT. THE ACTUATOR WIRE SHOULD REST AT THE BOTTOM OF THE NOTCH. IF YOU
ADJUST THLS WIRE, REPEATE THE LAST TEST. WE NOW MOVE ON TO THE SUPER
SLOT SENSOR (SSSB) PCB. FIRST CHECK TO SEE THAT ALL (7ea) LED'S ARE LIT.
THERE ARE (2ea) COMMON PROBLEMS WITH THE SSSB. THEY WILL SHOW
THEMSELVES WITH ONE OF TWO SYMPTOMS. 1¥' TS AN ERROR 04, 2™ IS BY
PAYING OUT TICKETS AS SOON AS YOU ACTUATE THE COIN SWITCH. THE LEDS
ON THE $55B TEND TO DECAY IN THE AMOUNT OF LIGHT THEY PROJECT OVER
TIME. THEY WILL REACH THE POINT WHERE THEY ARE TOO DIM TOFULLY FIRE
THE PHOTO-TRANSISTORS. THEY CAN ALSO BE KNOCKED OUT OF ALTGNMENT 8Y
THE COIN'S CAUSING THE SAME EFFECT. TO CHECK THIS ALIGNMENT PLACE A
SHEET OF WHLTE PAPER OVER THE PHOTO-TRANSISTORS, FACING THE LED'S.
YOU SHOULD BE ABLE TO SEE THE BEAMS OF LIGHT ON THE PAPER. BY MOVING
THE LED'S YOU SHOULD BE ABLE TO LINE THEM UP PROPERLY. IF THIS DOES'NT
FIX YOUR PROBLEM YOU PROBABLY NEED TO REPLACE THE SSSB OR THE LED'S.
BOTH OF THE ARE READLY AVAILIBLE FOR PURCHASE FROM SEIDEL GAMES.
WHEN INSTALLING THE CONNECTORS FOR THE DISPLAY PCB'S (TICKET &
COUNTER), ALWAYS BE SURE THE GAME TS TURNED OFF. IF YOU DO IT WITH THE
GAME ON, YOU WILL FRY THE OUTPUTS ON THE CPU CHIP.

IF YOUR DISPLAYS SHOW ALL 8'S THAT FLICKER, OR GARBAGE, YOU HAVE DONE
THE ABOVE & FRIED YOUR CHIP. WHEN ORDERING THIS CHIP BE SURE TO HAVE
IT'S SOFTWARE VERSION NUMBER.

HERE IS A GOOD TIP... ATTACHING A SHEET OF STICKY-BACK FELT OR SOME
VYNIL SEAT COVER MATERIAL TO THE BACK OF THE WHITE PLASTIC CARD
HOLDING THE MAIN GAME CONTROLLER, WILL SOFTEN THE IMPACT OF
LARGER COINS KEEPING THEM FROM BOUNCING BACK INTO THE 5558, AND
KNOCKING THE LED'S OUT OF ALTGNMENT!




Goin' Rallin' Dperating instructions

DIPSWITCH SETTINGS

Goin’ Rollin' has two banks of dipswitches labeled DS1 and DS2 that are used to
program the game. Each bank of switches has 10 positions (Pos. #1#10). The
switches are located on Goin' Rollin’s main controlier board.

X = closed or on position O = open or off position - = default setting
DS1
Ticket Multiplier Limit Function
| DS1 Pos.#1 | Pos. #2 | Maximum value that the ticket multiplier can reach
O I 5] - Maximum of three (3)
X o | Maximurm of five (5)
! ] X Maximum of seven (7)
| X X Maximum of ten {10}
_Ticket Multiplier Increment Function
| D51 | Pos. #3 Pos, #4 Number of misses to increase the ticket muliipliar- |
‘ 0 o One (1) miss 2
X o Two (2) misses s
o] X Three (3) misses j |
A X Four (4) misses e [
Jackpot Initial Value Function
| D51 Pos. #5 | Pos #5 Extra tickets given on 2™ consecutive bonus |
o 0 25 tickets !
X 0 ! 50 tickets el
. 9] X 75 tickets N
X X 100 tickets
Jackpot Increment Function
| DS1 | Pos.#7 | Pos. #8 | Number of tickets the jackpot increases after each consecutive bonus |
o 9] 25 fickets |
X P 50 tickets |
O A i 75 tickets |
b * | 100 tickets

JACKPOT TICKET VALUES

Note: The first bonus score equals the ticket value of the slot.

Initial Value = 25 Tickets

2™ Bonus 3"Bonus | 4" Bonus 5"Bonus | Total 2-5 Increment
25 50 { 75 100 | 250 | 25 |
25 | 75 i 125 175 | 400 50 |
25 | 100 175 250 550 5 |
25 : 125 225 325 700 ; A
Initial Value = 50 Tickets

|__2" Bonus 3™ Bonus 4"Bonus | 5"Bonue |  TFeml25 Increment |
50 75 g1} 125 | 350 ! 25
50 100 | 150 | 200 | 500 | 50
50 125 | 200 275 = 850 ' 75
50 150 i 250 350 800 100
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Goin' Rollin" Dperating Instructions

D31 (CONTINUED)
Initial Value = 75 Tickets

2" Bonus 3"Bonus | 4"Bonus | 5" Bonus Total2-5___ | Increment
75 - 100 125 : 150 450 ' 25
75 | 125 175 ' 225 600 | S50
75+ | 150 225 300 - 750 ' s
7+ S 175 275 375 900 | 100

Initial Value = 100 Tickets

2"Bonus | 3 Bonus | 4"Bonus | 5" Bonus Total 2-5 |  Increment
100 125 | 150 | 175 550 25
100 150 ' 200 250 . 700 50
100 175 250 325 850 75
100 200 | 300 400 | 1000 100

Note: To change jackpot tables, first set the initial ticket amount (25,50,75, or 100)
with DS1, positions #5 & #6. Then set the increment value (25,50,75, or 100) with
DS1, positions #7 & #8. Finally, replace the instruction sheet with one that matches
the new settings. They may be found in the envelope attached to the rear door of the
game.

Jackpot Scoring Options Function
| DS1 Pos. #9 Choose to display jackpot tickets on the scoreboard
O Jackpot tickets are added to wheel score
* Jackpot tickets not added to wheel score
Error 04 Testing Function
|_DS1 Pos. #10 | Activates testing for Err 04
S O | Err 04 testing is disabled
| X Err 04 testing is enabled
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Goin' Rollin' Dpemting Instructions

0S2
Ticket Wheel Tabie Selection Function 4 ¥ B
D52 . Pos. #1 : Pos. #2 . Sos. #3 ' i t;i;;r:{tcﬁ;?'m o Recommended fcr. e
o o | o . O | Table "A" 3 | 5e play / 1¢ tickets
| X I o I 8 | Table "8" . ' e play / ¢ tickets
I ¢ | X 0 Table ‘C" | 25¢ play / 2¢ tickets
X | X O Table "D" | 2b¢ play f Z¢ tickets
? o o X Table "E" s | 25¢ play / ¥e¢ tickets
| X ] i A | Table "F" | 25¢ play / 1¢ tickets
| o) X i X | Table "G | 25¢ play / 1¢ tickets
TR S X s ! Table *H” ' 25¢ ptay / 1¢ tickels
TICKET WHEEL TABLES FOR J-8 E-PROM
Initial Value = 50 Tickets =
| Slot Size Before2 2" | After2 %" 104 W | 38"
| Table "A 1 1 2 3 4
Table "B” 2 1 3 5 B
Table "C" - 3 B 10 12
Table "D" 5 4 8 12 15
Takble "E" 12 10 20 30 40
|  Table"F" B | 3 15 20 25
i Table "G" 10 I 5 1B 29 £
| Table*H" 10 | e 15 25 30

Note: The ticket wheel consists of 16 slots, eight of which are 2 2" wide, four ars 1
14" wide and two are 3/8" wide. In the following tables the before 2 %" slots refer tc the
four slots preceding the 2" and 3/8" slots. The after 2 12" slots refer to the four slots
that follow the ¥£" and 3/8" slots.

The ticket wheels that are shipped wnth Goin' Rollin' have slot values as in table H.
in order to make the games completely operator programmable we have made the
ticket value numbers removable. If you wish to change the slot values or should your
requirements be other than those cr:wered in the above table, please let us know, we

will be happy to assist you.

Unimplemented

[Ds2 |

Pos, #4

Reserved

Attract Sounds

Function

| Ds2 Pos #5 | Pos #5 Select or deactivate attract sounds
L 18] o No attract sounds
. o | Goin' Rollin’ music sounds played every 2 minutes
O X Goin' Roliin’ game sounds played every 2 minutes
. X A Musizc and game sounds alternate every 2 minutes
Ticket Every Time Function
[ DSz | Pos.#7 | Pos #8 Number of tickets for each miss e
. | o 8] Mo tickets
[ X o 1 ticket for each miss
| 8] * 2 tickets for each miss
| * X 3 tickets for each miss

Seidel Bames, Ing: -5 28




‘Goin' Rollin" Dperating Instructions

D52 (CONTINUED)

_Alarm Enable Function
DS2  Pos #3 | Armor disarm tneftalarm |
- 8] | Theft alarm is disabled
' X | Theft alarm is enabled

Mote: With the theft alarm enabled, an audible alarm signal will sound from the
speaker system approximatzaly 10 seconds after the front door is opened. The alarm
can be canceled either before it begins or while in operation by pressing the hidden
switch (mounied just behind the door interlock switch and to the right of the speaker).
VWe suggest you inform your service people about the operation of the alarm system
and the location of the alarm cancel switch. The alarm cancel switch is also used in
conjunction with the door interlock switch to perform diagnostic testing as described
later in this manual.

Multiplier & Bonus Reset Function
DsS2 | Pos #10 | Set the multiplier and bonus counter o reset when inactive
. 0 | Reset disabled
X | Multiplier & bonus counter reset after 2 minutes of inactivity
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