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FACTORY CONTACT INFORMATION

BAV} TEK
U

BAY TEK GAMES INC.
Pulaski Industrial Park
1077 East. Glenbrook Drive
Pulaski, Wl 54162 USA

JOIN OUR SERVICE FIRST NETWORK!

This free service is intended to keep you up to date on the latest game
information, early notification of parts specials, pertinent technical
bulletins, updates on retro fit parts, software upgrades, and much maore.
Log on to: www.baytekgames.com/parts
then click on the Parts N' Service tab, or scan the QR code below with
your Smartphone to jump straight to this game's parts page!

SALES PARTS SERVICE
P: 920822 3951 P: 920822 3951 X 1101 P: 920.822 3951 X 1102
F: 920.822 8936 F: 920.822.1496 F: 920.822. 1496

E: sales@baytekgames.com E: parts@baytekgames.com E: service@baytekgames.com

MON - FRI
8AM-5PM C5.T.

_‘uudhr manufactured at our factory in Pulaski, Wlsmnsin-
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WELCOME TO: Skee-Ball

Congratulations on your Skee-Ball purchase!

Bay Tek's latest alley bowler innovation, Skee-Ball, includes state-of-the-art lighting
and many visual and mechanical improvements over the models we've been building

for 20 years. This fusion of classic gameplay and modem technology is sure to power
your gameroom into the future!

Please take a moment to read through this manual and be sure to contact our factory it
you have any questions, or would like some more information.

Thank you for your purchase! Your business is important to us and we hope you enjoy
this game as much as we do!

Inspect the game for any damaged, loose, or missing parts.

If damage is found, please contact your freight carrier first.
Then, contact Bay Tek Games' Service Department at 920 822 3951
or e-mail them at service@baytekgames_com for further assistance.
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HOW TO PLAY

Foll 9 balls up the ramp and into the playfield.

Win tickets according to your score.

Score a perfect game to win the Jackpotl




SET UP GUIDE

Locate the balls - they are inside a wooden box
screwed up inside the rear of the ramp. The
wooden box is labled "9 BLUE SKEE-BALLS™

Remove the balls and place the cover back onto
the box.

Place the target cabinet near its desired location.
Push the alley ramp near the target cabinet.

Plug in the two cables between them before
pushing them together.

Using the 5/16" allen wrench in the cashbox,
tum the latches on either side of the ramp into

the hasps on the target cabinet to secure them
together.

Plug the cabinet into a standard electrical outlet

and tum the power strip to ON_You're ready to
roll!




GAME SPECIFICATIONS
WEIGHT

NET WEIGHT 4751BS. INPUT VOLTAGE [ 10010120 | , [220t0 240
SHIP WEIGHT 500 LBS. RANGE VAC VAC
INPUT FREQUENCY
| DIMENSIONS | FREQL sonz | 1| 6oz
WIDTH 29"
DEPTH 1200 MAX OPERATING
i — s CURRENT
‘ marquee) 5.2 AMPS @ 115 VAC
OPERATING TEMPERATURE
EAHRENHEIT 20.100 2.6 AMPS @ 230 VAC
CELSIUS 26.7-37.8

SAFETY PRECAUTIONS

Meodifications to the mechanical, electrical and structural components of this game
may void its compliance cerifications.

This appliance is suitable for INDOOR, DRY locations only.

DO NOT perform repairs or maintenance on this game with the power OM.
Unplug the unit from the wall outlet or shut off the power sirip located inside the cabinet.

Use of lammable subtances can cause sever bums or sefous injury.
Always use NON-FLAMMABLE solvents for cleaning. DO MOT use gasoline kerosene or thinners.

PN CAUTION A

Lifting heavy objects can cause back, neck or other injuries. Be sure adequate lifting and moving
devices are available when unloading, unpacking and moving this game.

Be sure the electrical power matches the game requirements. See the serial number located on the
back of the game cabinet. Always plug into a grounded circuit. If the supply cord is damaged, it must
be replaced by an approved cord or assembly provided by the manufachurer.

A shielded power cable must be used for the game to retain EWWEMC compliance.

UNPLUG THE POWER CORD.
The power cord must be accessible at all times in case of an emergency.
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MARQUEE ADJUSTABLE HEIGHTS

= SKEEBALL *

-I-l'l-l:ll'Fﬂ-

SHEC BALL TKe€ BALL
e oY

107.262"

123.288"



MAIN MENU FUNCTIONS

Press the MENU button inside the front

ramp door to enter the game menu.
Scroll through the options with the . @ @ sepgried |
MENU button. . .

B

SEFLRIC
Make your selections with the | GAMES TICKETS k

MENU SELECT button.

MENU DESCRIPTION
N1 Credits per Play
N2 Game Volume
N3 Ticket Patterns
N4 1/2 Ticket Dispense
N5 Fixed Tickets
N6 Game Timeout
N7 Game Mode
N8 Extra Last Ball
N9 Last Game Score Display

N10 Ring of Fire Gameplay
N11 Payout Display
N12 Statistics

N13 Clear Stats

N14 Sensor Test
N15 Solenoid Test
N16 Factory Settings




N1- COINS/CREDITS PER PLAY

Scroll through the N1 menu with the *MENU" button.
Make your selection with the *SELECT™ button.
The factory settings are highlighted below.

0 1 2 3 4 5 6 7 8
N2- GAME VOLUME
Scroll through the N2 menu with the *MENU" button.

Make your selection with the *SELECT™ button.
The factory settings are highlighted below.

0 1 2 3 4 5 6 7




N3- TICKET PATTERNS

Factory default pattern is highlighted in .
The approximate average tickets per game are highlighted in GREEN.

Bonus value is ovemridden by the Grand Marquee when connected.

GAME 5CORE (in thousands)
TICKET 0 10 15 20 25 30 35 40 45 50 60 70 B0 90
PATTERN 9 14 19 24 29 34 39 =4 49 59 69 9 B9 +
TICKETS
1 0 0 1 1 1 2 2 3 4 6 | 10| 20| 30 | 50
2 0 1 1 2 2 2 3 3 3 4 5 110 20| 50
3 1 1 2 2 3 3 4 4 5 6 7 8 9 | 500
4 1 1 2 3 4 5 b 7 8 9 101523 | 25
5 1 2 3 4 5 6 7 8 g l1ml1mmjp121131] 14
6 1 2 3 4 5 6 7 8 9 |1 |15 20] 25| 50
7 1 2 3 4 5 6 7 8 9 |10 | 255 | 75| 100
8 1 2 3 4 5 6 J 110 |15 | 25 | 50 | 100 | 150 | 1000
9 2 3 4 5 6 I 8 9 110 |11 | 12| 15| 20 | 1000
10 2 3 4 5 6 8 1W]12|114| 1618|2025 30
11 3 4 5 6 7 8 110 121141162025 30
12 3 4 5 6 7 8 10|15 20| 30| 50 |100)250] 1000
13 4 5 b 7 8 9 1015120 25 ] 35| 50 | 100 | 1000
14 1 3 5 7 9 11 1315|1720 25|50 75| 100
15 2 4 6 g 10 12 14|16 |18 20| 30| 40 | 50 | 100
16 2 4 6 a 10 12 14|16 |18 | 25| 50 | 75 | 100 | 1000
17 6 8 10112 14 16 20| 30 | 40 | 60 | 100 | 200 | 500 | 71000
18 4 8 10112 14 18 20| 2513035 50| 75 |100] 1000
19 8|10 112114 16 18 20| 22|24 | 26| 28| 30 | 50 | 250
20 8 1012114 18 22 30| 35|40 |50 | 60| 70 | 80 | 100
21 6 8 12|16 20 22 24| 26| 30| 35| 50 |100]120] 1000
22 4 8 12|16 20 24 28| 32|36 |40 | 60 | 80 | 100 200
23 8 |16 | 20|24 28 36 40| 50 | 60 | 70 | 100 150 | 200 | 1000
24 1M0)115 120125 30 40 50| &0 | 70 | 100 200 | 300 | 500 | 1000
25 12|16 | 24 | 32 40 44 A8 | 52 | 60 | 70 | 100 | 200 | 240 | 2000




N4- 1/2 TICKET DISPENSE

Scroll through the N4 menu with the *MENU" button.
Make your selection with the *SELECT" button.
The factory settings are highlighted below.

Enabling 1/2 ticket dispense will make the game dispense 1 paper ticket for every 2 tickets won.

DISABLED ENABLED

NS- FIXED TICKET PAYOUT

Scroll through the N5 menu with the *"MENU™ button.
Make your selection with the *SELECT" button.
The factory settings are highlighted below.

Fixed ticket payout sets all targets to the designated ticket value.
This setting will override any ticket pattern (n%) or mercy tickets (n6) selected.

0l1(2(3]|4|5]|6|7|8]|9(|[10]11]12

N6- GAME TIMEOUT

Scroll through the N6 menu with the "MENU" button.
Make your selection with the *“SELECT" button.
The factory settings are highlighted below.

301 1 |15 2 3 5 | NO

SEC MIN MIN MIN MIN MIN ({OFF)

"N10 MUST BE SET TO NO{OFF) FOR WASHINGTON STATE COMPLIANCE

N7- GAME MODE

Scroll through the N7 menu with the “MENU" button.
Make your selection with the *SELECT™ button.

The factory setiings are highlighted below.

Show mode enables the game to be demonsirated without dispensing fickets.

SHOW AMUSEMENT ONLY
NORMAL {1 creditino tickets) {na tickets)
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N8- EXTRA LAST BALL

Scroll through the N8 menu with the *“MENU" button.
Make your selection with the *SELECT™ button.
The factory settings are highlighted below.

Extra last ball will be dispensed if no score is read after 8 balls have been rolled.

OFF 10 SEC 20 SEC

N9- LAST GAME SCORE DISPLAY

Scroll through the N9 menu with the *“MENU" button.
Make your selection with the *SELECT™ button.
The factory settings are highlighted below.

Set how long the final score displays on screen after the game is over.

25EC | 10SEC | 15 SEC | 20 SEC

N10- RING OF FIRE

Scroll through the N11 menu with the *"MENU™ button.
Make your selection with the *SELECT™ button.
The factory settings are highlighted below.

Ring of Fire gameplay consists of individually lit targets that count for double points.

OFF ON

N11- PAYOUT DISPLAY

Scroll through the N11 menu with the *"MENU™ button.
Make your selection with the *SELECT™ button.
The factory settings are highlighted below.

Change the payout terminology to fit your location's model.

TICKETS POINTS COUPONS
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N12- STATISTICS

Scroll through the N12 menu with the “MENU" button.

The statistics menu shows the total number of games paid out in each ticket bucket
(described on page 10).

GHME

N13- CLEAR STATISTICS

Press the MENU SELECT button 3 times to clear the game statistics.

N14- SENSOR TEST

Press the MENU SELECT hutton to enter Sensor Test mode.

Break the sensor beam in each target (with a ball or a hand) to verify sensors
are functioning comecty.

N15- SOLENOID TEST

While in Solenoid Test mode, press the Menu Select button to activate the ball release solenoid.



HOW TO: OPEN & CLOSE TARGET SHIELD
)
.

Unlock each side of the shield and lift it up to
access the playfield. It will stay in place when
lifted fully.

To close, push up on the upper center of the
shield to release the catch mechanism. Slowly
lower it back into place and lock to secure.

Unlock the center front door of the ramp and pull
out the drawer to access the controlling circuit
boards and menu buttons.
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CIRCUIT BOARD PINOUTS

Aley LED  AleyLED AleyLED  Alley LED
AACE3RSS AACEX83 AACE3IRST  AACE38ES
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WIRING DIAGRAMS

COIN DOOR, TICKET DISPENSER, MENU BUTTONS

ke UCL Canreciar
Fram r' Casd Swipe SysEBm cabi
Dicparse would ba plugged o s
AACE3860 COnmECion.

To Ticket Dispensar
Pert#& ASTLH
Motch Signal

Com Ground

Enable Signal
12 Vol Power AACEIRSS
To Bill Acceptor (Part § ASACB081)
Blanking plate ia & ASPLES0ST or
AsPlLogas

AAPBITOD
Maru Szlact
Buttan
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WIRING DIAGRAMS
_______ TARGETSENSORS&LEDLIGHTS

TARGET SENSORS & LED LIGHTS

Fack Sansar
AACEZDGE

HAack Sarsar
AAGEIBET

ABcK Sansar The AACB3ES1 Sensor
AMNCERDEE
Boards plug into the

Heck Sarsor
AACEISEE matherboard as shown
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WIRING DIAGRAMS

BALL RELEASE, BEALL TRACK SENSORS & LED LIGHTING

AABR3850 (110 Vol Games) Chasa LED
- Chhasa LED
Lokt — —  Right
AABRzeso-2o0V (220 Vol Games) Wi I‘T.E:I:l AACEssss AACEzssT [ wind
BB CEzzaS BB CEzRaS

(Gmen LED i nommally off
since sensor is not Blocked.
Omen LED will be ON

19



WIRING DIAGRAMS

AIC POWER IN & 12 VOLTS

:
g

AACEMEED

I

AACERISE




WIRING DIAGRAMS

GAME DISPLAY

<08

LED Light Serip |
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WIRING DIAGRAMS

OPTIONAL GRAND MARQUEE

- -




Problem

Probable Cause

TROUBLESHOOTING GUIDE

Remedy

Unplugged. Check wall outlet o line filter in back of game.
(ASFI010)
No power to the Connecior loose Check connection between head
gamea bobtweon head and ramp | and ramp. Cables CE3880 & CE3858
Refer to wiring Powar strip iumed off, or | Check rockar switch on power strip in game.
diagram for power plugs unplugged. Ensure power cord is pushed up info power strip securaly .
pefh Circuit breaker tripped. Reset power sirip breaker swilch or building
circuit breaker. Attempt io delermine causa.
Bad power supply. Refar to MonitorMotherboard Power Supply Diagnostics
Eﬁll.ﬂnmeptq on, Power supply unplugged. | Insure unit is plugged info power strip.
but everyihing Rockar Switch on power | Make sura rockar switch is sat ON.
else off supply is OFf.
{Power Supply Powear supply shutting Soo power supply diagnostics to isolale bad component.
not O} down becausa of 12V A bad motor or 12 volt short would cause this.
overioad. Check cable CE3881 to Power Supply.
Faulty powear supply. Refer to Motherboard Diagnosfics section.
LED =trio fau Unplug cne sirip from the Light Board and see if both
strip fauity strips are bad or just one. Remove
Chase lights on plastic cover and examine LED =strip.
ramp do not flash |y lights do not flash with a | Proximity Sensor is part # AACE2006.
!Ja_lpl.'ayﬂ-l:l—mﬂchpfm- Cable io sensor is part # AACE3886
imity sansor undar ramp. | pre i 5 Volts DC into board on thick red and black wires.
Faulty Cable Check cables from LED strips fo Light Board.
(AACE3BR85(2) & AACE3583, & AACE3SSET)
Faulty Light Board Replaca Light Board. (AACB3503)
LED . LED's that light up plecd Chack for proper connection from plexi to Mothar Board.
t‘ﬂm'!ﬂ on | niug into Mother Board in | Check continuity. (AACE3883)
e pexinat | head of game bahind Replace LED strip (AACE3asg)
working display.
LED s insida LEDYs in rings will light up | Ensure hole is scoring, if not - refer io Game Scores
playfield rings not when hole iz scored. | Wrong Seclion.
working Faulty wire or connection. | Check for propar connection from LED's to scoro sansor
board. Check continuity. Rafer to Target Sensors & LED
Lights Wiring Diagram section.
Faulty LED light sfrip. Replace LED light strip. Refer to Playfield diagram for part
numbars.
LED lighting in Faulty wire or conneclion. | Check for proper conneclion from LED's to VO board.
front bumper not Check continuity. AACE3284 & AACE3851
working Faulty LED light sirip. Raplaca LED light strip. AACE38384
LED lighting in Faulty wire or connaction. | Check for proper connection from power supply fo LED
marquee not Check confinuity. AACE3820 & AACE3853
working Faulty LED light strip. Replaca LED light strip. AACE2893




TROUBLESHOOTING GUIDE

Problem

Probable Cause Remedy

Ensure bill accaptor has 110 Accaptor should cycle stackar al game power up.
Volts AC. Note: Game will allow | If not, check cable conneclions to power strip.

12 Velt DBA to be installed. Caution — 110 Volis AC
Dollar Bill Dirt or debris in accaptor slot. Claan with bill reader cleaning card. (ASCCH000)
mﬁ{ not Ensure acceplor dipswitch is set | There are dips on side of acceptor. Sat to “always
ng to “aways enable” anable” (not hamess enabla)
Pinched, broken, or Check wiring from bill accoptor to main board.
disconnected wiring. Repair or replace wiring hamness. (AACE3853)

Check coin switch for function. | If coin swilch doas not work—rafer to “Game does

nof coin up” troubleshooting.

Bill accapior problem. Rafar to frouble shooting section of dollar bill

accapior manual included with this game or the
diagnostics labal of the back of the unit.

input.

Volume ioo | Increase the volume by pressing Menu button,
licw . scroll to “W2 Game Volume™ and adjusi.
Looso wirn Check audio cable connections from motharboard,
down through connectors between cabinets to main board
in front of game to speakers.
Mo Audio Check audio cable conneclions from speaker(AACESS811), cable (CE3860),
VO board{AACB3855), cable (CE3860, CE3882), motherboard (AAMB3852)
Faulty
herboard Replace Motherboard. (ASCBE3852) Motherboard creales sound.
Ezu;g Vo Replace /O Board. (AACB3855) /O board amplifies sound from motherboard.
Low tickets Stack of tickets not rsting Adjust stack of tickets so they hold both the switch
Shows on ;:_ofopm'b' on gither of the low actuators down.
display as a fickat switchas
small red square | Faully switch. Raplace low ficket switch. (AASW200)
. nection Chaeck for propar connaction from switch to main
Faulty wire or con : board. Chack continuity. (AACE3850)
Faully VO board. Replace main board. (AACB3850)
Tickets are Game has too many fickets in | Clear credits and tickets owed by pressing and holding
MEmory. Menu Select Bution for 5 seconds.

Game empties tickets with no | Install a ferrite (ASFC0210) on the power in cable

(CE3860-1) fo VO board.
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Symptom

TROUBLESHOOTING GUIDE

Probable Cause

Remedy

Tickat tray empty due to faulty
bow ticket switch or brokan/
koose wires. Switch stuck or

Fill tickat tray. Replace low ficket switch(AASW 200).
Repair wiring. Claan ticket tray of dirt, loose tickets or
daebriz. Bend switch wire to correct posgition under tickets.

switch wire bent out of position. o o i
Check wiring continuity from dispenser to VO board
Faulty cable to dispenser. (AACE3B50) Check for pinched, broken or disconnected
Tickets do not wires. Beplace as necessary.
dispanse ) ) i i i
Dirty oplo-sensor or paper Clean with compressed air and if necessary wipe
dust buildup in ticket dispensar | sensor with isopropyl alcohol on a cotton swab.
Notch on tickets too shallow. Flip tickets and load upside-down to have large cut
notch toward opto sensor.
Ticket dispenser faulty. Replace dispanser with spare working dispensar
(ASTD1)
VO board malunciion. Replace main board if possible to isolate the problem to
the main circuit board. (AACB3855)
Ticket Pattern set wrong. Enter menu and verify correct sattings for:
W rong Tickat Pattarn
number 1/2 Ticket Dispansa
dispansad Ensure Game Mode is set to “Normal”
Dirty oplo-sensor on ticket ] i i o
dispensar. Clean with compressad air or wipe with isopropyl
alcohol on a cotton swab.
Many tickets in memory. If ticket maier is counting the tickets coming out,
Cloar tickats owed clear tickets owed by pressing and holding the “Meanu
Saelect” button for 5 seconds.
Motch on tickets cut too Flip tickets and load upside-down to have large cut notch
shallow. toward oplo sensor.
Faulty ticket dispenser. Replace with spare working dispensar (ASTDA).
VO Aux board makfunction. Swap cable from one output on main board to the other
to verify cable/dispenser problem or faulty main board.
(AACB3B5E)
Stuck pushbutton. Inspect pushbutton to make swura it is ot stuck.
Check continuity on connactor.
Menu butions | Cable problem. Check cable from pushbutton to main board.
do not work (AAPBZ00 & AACE3BE1)
Faulty pushbutton. Replace pushbutton. (AAPBZT00)

Faulty communication from
VO Board to Motherboard.

Chack phone cable CEZ860 from 1'O Board to rear of
ramp, through conneclion to CE3882 cable to
Motherboard. It must be plugged into the top of the 3
phone sockets.




Problem

TROUBLESHOOTING GUIDE

Probable Cause

Remedy

Balls are not
released

Ball release solenoid sticking.

AC Driver Board defective.

Pinched, broken, or
disconnected wiring.

Check for free movemeant of assambly.
Chack for 110 VAC pulse at solenoid.

Check for green LED pulse on driver board
If pulsa ok:
Replace 2 Amp fuse located in small box on AC
driver board. (ASFUSES3)
Replace AC Driver board. (AABDS029)
If no pulsa, check wires from AC driver to WO board
Replaco 'O board. (AACB3855)
Refer to wiring diagram.
Check AC cable CE3B55 from powear sirip.
Check signal in from V'O board CE3851
Check AC signal out to solenoid CE3853

Sensor at ball release blockad,
dirty, or faulty.

Clean sensor. Grean LED should only coma
on when blocked. Replace if necdad. (AACB3850)

Too many balls

are releasad Pinched, broken, or Check connections from sensor board to VO
disconnected wiring. board. Check continuity on wires. (CE3857)

Not enough balls Ball count opto sensor is If this sansor misses a ball, the game will continue

ame released defective. waiting until game time-outs.

Gama iz waifimg

There may be a manual ball

Replace sensor. (AACB3850)
Press the bution to manual operate ball releasse to

for player to th
halls EI'IElltI'IEI mr?m release button inside the coin rebalance the amount of balls in each game.
nonge laft in track. mech door.
Opto sensor at ball releass is If this sensor “sees” 2 balls instead of one, replace
defectiva. sensor. (AACB2203)
Maters do not The 2 wires crimpad togather Inspact crimp to ensure good connection.
work may be faulty
mf“""" *. | Pinched, broken, or Check connections from countars to YO board.
“':h game. disconnected wiring Check continuity on wires.
Ticket counter Faulty Counters Replace counters. AACO1020
clicks as tickets | /O Aux board faulty. Replace 1/0 Aux board. (AACB3855)
come out of
game.
=core sensors under playfield Inspect sensor and ensure the green LED is only
Game scores blocked, dirty, or faulty. M when sensor is blocked.
Wrong

Pinched, broken, or
disconnected wiring

Faulty sensor.

Check connections from sensors to motherboard.
Refer to wiring diagram. Sensor cables must plug
into motherboard as shown in wiring diagram.
Check continuity on wires.

Replace sensor. Part # AACB3851




TROUBLESHOOTING GUIDE

Probable Cause

Remedy

If “clink” noise is present, the YO board is receiving the signal comactly.

The signal is not being relayed to motherboard in back of cabinet.

E::::: doesnot | b e AACES3860 phone cable | Ensure AACE3882 phone cable is plugged info the
P is plugged into the VO board. | top socket on the motherboard.
Paplace if needed. CE3860 Replace if needed. CE3882
Game has audio
track "clinking”
sound from
speakers when
coin switch
triggened
These 2 cables connect between the ramp and the
head cabinet paris.
Inspect this connection for loose, broken wires.
Game does not | C0in mechanism dirty, broken. Ens_u_m coin is properly seated in the comparing
coin up position.
Ensure the selector switch W1 is upward for
Game does not normally closed.
have audio track Peplace if needed. Part # AACM-AS-COMP
“clinking” sound | pinched, broken, or Check connections from coin mech to “Coin™
from qua]var; disconnected wiring. connector on VO board. Check continuity on wires.
:.m”r‘;ﬂ“ switch (AACE3879 & AACE3852)
e Faulty 'O Aux Board Replace 'O Aux board. (AACB3855)
Game is Garm has too many credits Clear credits and tickets owed by pressing and
constantly in mamory. holding Menu Select Button for 5 seconds.
playing

Game coing up with no
input.

Install a ferrite (ASFCZ0210) on the power in cable
(CE3860-1) to VO board.
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TROUBLESHOOTING GUIDE

Probable Cause Remedy

All Displays show | Powsar cable unplugged Rafer to Wiring Diagram and chack 5 Volts DC from
mothing at all on from Displays or Display power supply to displays. (CE9734, CE3891, CEZA92)
poWer on Driver Board

Communicafion Cable Chack communication cable from motherboard to Display
unplugged motherboard. | Driver Board (AACE3888, AACES3STS, ASCBIT36)

Faulty Display Driver Ensura all dipswitches are OFF.
Board. Replace Display Driver Board if neaded. (AACB3804)
Faulty Motherboard. Replace Motherboard (AAMB3852)

. Dizconnectad, lobse or Rafar to Wiring Diagram. Check connactions for powear
One Display broken wirs. cables and ribbon cables on display boands,

shows nothing. boosiar boards, and Display Driver Boards
Swap one :isplay with _

Two disslave are another to verify faulty Replace confirmed faulty display (ASLD1052)

wired in series. display .

. Boostar Board issue. Chack 5 Volt DC cable (AACEST34) into Boosier Board.
E:r“d;lf::z‘”'; Ensure ribbon cables are secure. Replace if nesded.
— (AACBE401)

Faulty ribbon cablas to Chack ribbon cables to displays (AACGE3ETE, ASCBS736),
Display Boards and ribbon cables between displays (ASCE3400)
mlpl-l'r iz locked on the version screen. Software warsion not baing mad from the motharboard.

Swap motherboard with a different game to varify issua.
Replace motherboard (part # AAMB3852) if neaded.

3 THINGS YOU DO NOT KNOW ABOUT SKEEBALL

1.) Clear credits and tickets owed by pressing and holding Menu Select Button.

2.) A small red square on the display board means “Low Tickets”.

3.) If balls are being thrown into different alleys banked together, there is a small red
button fo manual operate ball release to re-balance the amount of balls in each alley.
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BILL ACCEPTOR DIAGNOSTICS

Note: There are many difierent models and brands of Bill Acceptors that are used on
redemption games. Your Bill Acceptor may difer from the unit shown.

First determine if Bill Acceptor has power:
Turn game ON—The bill acceptor should make notse as stacker cycles and
green lights on outside bezel should flash.

if MO power:
Due to the different models and brands of Bill Acceptors that are used:
Examine Bill Acceptor and determine if acceptor is 12 Volt DC or 110 VAC

Use meter to measure voltage at cable going into Bill Accepior.

If power is OK:
Clean Bill Acceptor path fo make sure there is nothing jamming unit.
Enter DBA Diagnostics Mode -
Important—Do not hold button down to long or Bill Acceptor will enter
programming mode.

If accidentally entered programming mode by mistake—Unplug game and plug back in.

To enter Diagnostic Mode, press and hold the
Diagnostic Button on the back left corner of the DBA for
1-3 seconds.

The lights above the bill slot will flash the code.

ERROR CODES
Count the number of flazshes on front bezel of Bill Acceptor and
follow chart for repaur.

Fope . DEscriPTion  CORF-ETVE
LED= off Powar off Turn on powar

LED= on Accaptor iz OK

1 flash Bill path blockage Un-jam bill path

2 flashas Stackar jam Un-jam stackar

3 flashas Casseotie iz full of bills | Empty the cassette

4 flashas Cas=ofie iz removed | Replace the casselie
5 flashas Acceptor iz defactive | Replace the acceptor
6 flashas Acceptor not enabled | See service manual
10 flashes Configuration Mode | Power down fo axit

duing Operaiion | ected: or sensors ity | 0631 he sensors




MOTHERBOARD DIAGNOSTICS

1.) Verify AC power to front of game. Check power strip in bottom front.
Check for illuminated power switch.

3.) Check AC power connection to power supply.

4.} Ensure Powar Supply switch is sat to 115V {(or 230W)
(Some modal powar supplios may not have this)

5.) Ensure Power switch is on.

| AACE3881 to
In-Line Filkar

b

F

A

6.} Check connections from power su 5
Make sure these 2 connections are secure.



PARTS PICTURES
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PARTS PICTURES

ASMEMS] ASME3RSS ASME3ES6 ASMEIRST ASMEISSD

Ao dul

ASME3SeD ASME3E62 ASMEIM&3 ASME3IB6S ASMEIS6s ASMEIRET ASMEIS&E ASMEIRSD ASMEIRTD

AACEMS] AACE3SG2

AACE3SS] AACE3IRSLI  AACEMSS AACE3SSE

e -
AACEIRTT AACE3STE AACE3SSD MCE'.]EEI M[’E.!Eﬂ MCEHE.! AACE3ER4 AACEIRES

MEE.!EH AACEMSET AACE3ISEE AACE3ISED AACEIN AACEIRS] AACEIS? MEE.!!'![IMEE.!!{IEMEEBEII
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PARTS PICTURES

AACEYT3 AACO1020 AASOT00T

ASLDIDS2 AACHEIS0 AACB3IES1A

]
- =y
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AACHE&ID AACBPSI3 AAPSIDIZ-FBF AAMBIRSZA

AABDSND ASFUSE3



PARTS LIST

| PART # DESCRIPTION PART # DESCRIPTION
PsBASE1D Ball, Smooth, Blue WARRDD01-SBF | Front Window (1hia Is Only The Plexi)
STM3000 T-Molding, 11/16° Blue AAW 3800 Front Window With Brackets
%ﬂﬁﬂ}u Molding, Ramp WARRDO04-SBF | White Light Gover On End O Alley
SWz00 Low Ticket Switch ASMEZ013 Metal, Ball Release Plunger
MAZ001 Matting, Gray, Ramp ASMEZ020 Metal, Ball Release Link
BK1013 Push Butior/Counier Bracket With Decal | ASMESSS0 Metal, Right Rail Cover
SACS0S1 110 VAC Bill Acceptor ASME3E51 Metal, Coin Door Front
SBEURUOZS Bumper,@ 40D X 1332 H ASMEZE52 Metal, Cain Box
PsCA3aoo Lower Head Carpet ASME3853 Metal, Coin Door Frame
CM-AS-COMP _[Goin Mech, Gomparator ASME3E54 Metal, Left Rail Gover
5FCO0BD Fermie, Suppressor ASME3E55 Metal, Ticket Doar Front
SFCO210 Ferrile for GES860-1 Cable ASMEIESE Metal, Tkt Door Frame W/ Tray
SFI9010 Filter, F1700ca0s, Inline ASME3857 Metal, Ball Release Top Plate
SHA3a50 Handle for Cazh Box ASME3E59 Metal, Ball Release Plak
SHO1 003 Holder, for Light Bars ASME3850 Metal, Ramp Front
SLASES0 Latch, Panel Fastening ASMEZE62 Metal, Ramp Braces
PisLazes Latch, Receptacke End ASME3853 Metal, Ramp Edge Proector
SLF2001 Lock, Gash Bax, ADS/ED0 Key Code ASME3855 Metal, Window Halder Left
SLF.5002 Lock, 778", Has Fey Gode ASME3G56 Metal, Window Holder, Right
SPE2000 Ball Release Button Brackst ASMEZEET Metal, Ramp, Ball Hop
SPL5150 Cain Mech Blanking Plate ASME3858 Metal, Stand Brackst
SPLBE00 Plug, Plastic Round Plug 1-38° Dia ASME3859 Metal, Stand Rod
SPLEDES Plate, Standard DEA Blanking ASMEZETD Metal, Ball Bracket
501 000 Dutlet Strp ASMEZET1 Metal, Front Ramg Hinge
55L3851 Door Slide ASCORDS Power Cord
5HG1035 Hinge,23", Double Bend ASCEST36 Ribbon Display Short Jumper
SPT3600 Paint, Green, Gorolech 364 ASCE3400 Short Ribbon Cable Detween Displays
SAC1004 Acrylic, Cover, Driver Board AACESSSD Ticket Dispenser Cable
SOEQ042 Decal, Menw'Vol AACE3851 Ball Release Signal Cable
SOE048 Decal, Universal Gard Link AACE3852 Coin Door Cable
SOE0SE Decal, Hazardous Voltage AACES853 AC Solenoud Cable
SDE0T 14 Decal, Circled Ground Stud AACE3855 ALx Power Cable
h.ﬁ.DE:!Em Set of Number Decals for Scoring Rings AACEzBSS Ground Wire
S0E3851-100008 | Decal, Playfield Blank 10000 AACE3857 Ramp Sensor Cable
SOE3851-10000 | Decal, Playfield, 10000 AACE3855 AC Power Ramp Gable
SOE3851-1000 | Decal, Playfield, 1000 AACE3859 DBA Cable
SOE3851-1000L | Decal, Playfield 1000 Left Blank AACE3850 Main Ramp Cable
SOE3851-1000R | Decal, Playfield, 1000 Right Blank AACE=851 Cable Assy, Menu Courer Jumper
SOE3851-2000 | Decal, Playfeld 2000 Value AACE3862 Cable Asay, 1000 Pt Sensor
SDE3851-3000 | Decal, Playfiel 3,000 Value BACESS63 Cabile Asay,2000 Pi Sensor
P\SDE3as1-4000 | Decal, Playfield, 4000 AACE3854 Cable Asay,3000 Pt Sensor
SOE3851-5000 | Decal, Playfield, 5000 AACE3855 Cable Asay,4000 PI Sensor
SOE3851-6 Decal, Playfieid Blank AACES056 Cable Asay,5000 PI Sensor
SOE3851-F Decal, Playfield Blank Front BACES857 Cable Assy, 10000 P Sensor (Right}
5DE3852 Decal, Baytek Front Window BACESS6E Cabile Asay, 10000 Pt Sensor (Left)
SOE3856 Decal, Game Top Plexi, Skee Ball AACE=ss0 10,000 Point Led Cable (Laft)
SOE3861 Decal, Release Window Instruction AACESBTD 5000 Point Led Cable
sOE3aas Decal, sbals Located Under Gab AACEz8T1 10,000 Point Led Cable [Right)
PsDE3asr Decal, SkeeBall App AACE38T2 10,000 Point Spotight Led Cable (Left)




PARTS LIST

PART # DESCRIPTION PART # DESCRIPTION
AACE3ETS 10,000 Point Spotlight Led Gable (Right) AACHS401 [Boosier Board for Display
AACE38TA 4000 Paoint Led Cable ARCHE503 Allsy Chase ight Boand
AACE3RTS 3000 Point Led Cable AAPS1013-FBF | Powsr Supply
AACE3ETE 2000 Point Led Cable AAMBIA52A Motherboard & Dawghier Board Azsemibly
AACE3RTT 1000 Paoint Led Cable
AACE3STE Ricbon To Display Cable
AACEIRTD Cipin Comparator Jumper Cable
AACEzs8D AC Powsr, In Head Of Game
AACE3SE1 AG To Power Supply Cable
AACE38EZ Main Head Cable
AACE3BES Lefi Ghase Light Led Cable
AACE3B84 Front Bumper Lad Cable
AACE38RS Ramp Window Led Cable
AACE3RRE Jumper To Lane Senaor Cabls
AACE3BRT Right Chass Light Led Cable
AACE38RE MEB To Display Driver & Inierface Board Cabls
AACE38ED Front Window Led Light Cable
AACEZBDD Led Light Strip 12 Vol Power Jumper
AACE3ED Dipley Board 5 Volis Power Cabls
AACE3B32 Displey Board 5 Volis Power Jumper
AACE3RSE LED Digplay Light Strips
AACEIDD Linking Cable To Grand Margques Sign
AACE3D0E Cable, Alley Proximity Senzor
AACE3D0S Cable Assy, Ground Wins
AACESB11 Spesker
AACES734 5 VDC Power In Cable to Booser Board
AACO102D Counter Assy
AATAZESD-1000 | 1000 Point Tarpst Assembly (U-Shaped))

AATA3ESD-2000 | 2000 Point Tarpst Assembly (Circle)
AATAZES0-3000 | 3000 Point Tarpst Assembly (2000 & 3000 Decel)
AATAZRS0-4000 | 4000 Point Tarpst Assembly
AATAZBSD-5000 | 5000 Point Tarpst Assembly
[AATAZE50-10000 | 10000 Point Target Assembly (2 Per}
AAPF3850 Playfield Assembly

AAPBZTOD Push Button Azssemibly

AABR3ESD Ball Asleass Assambly
AABR3A50-220Y | Ball Release Assembly for 220 VAC game
AASO001 Solenoid, Surge Suppr, 110w
AAKIT-5B Link Kit For Games With Mo Mamuss
[ASTDN Ticket I]_hpauar. Emmp_f

ASW A3aon Wench, Alen, 5716

Asl D052 Led Diapley Board Cormeesreion
AACE3804 Di=pley Driver Board

AACE3ESDA Ball Track Sensor (2 Per Game)
AACBE3IBS1A Score Senaor (7 Per Game)
AACB3855 VO Aux Board (Door Board)
[AABDS0Z0 AC Driver Board

AABDs0EY 220w A Driver Board

AsSFLUSE= 2 Amp Mini-fuse for AC Driver Board




If repairs are necessary, it is good practice to keep a log of repairs done and parts ordered.
The chart below will assist you in tracking your game’'s maintenance.

DATE MAINTENANCE PERFORMED FARTS ORDERED INITIALS




TECHNICAL SUPPORT

Excellent customer service is very important to Bay Tek Gamesl!
We know that keeping your games in great operating condition is important to your business.
When you need us, we are here to help. You can call us for free technical assistance, and you can
count on us to have parts on-hand to support your game. We offer options that fit your needs.

Electronics / Circuit Boards - Repair Options
Repair & Return — If you have Circuit Board issues with your Bay Tek game, you can send the board
to us and we’ll repair it ight away. Most items sent to us are repaired and retumed to you within two
days. This option is your best value as we offer this fast tum-around service at the most reasonable
price.
Advance Replacement — If you have Circuit Board issues with your Bay Tek game, but you don't
have time to send in your board in for repair, give us a call and ask for an Advance Replacement.
We'll send you a replacement board that same day (pending availability). When you get your new
board, just repackage the defective board in the same box and send it back to us. We make it easy by
including a UPS Retumn Shipping label for you to put on the box (not available for intermational ship-
ments). This is your best option when you need to get your game up and running as quickly as pos-
siblel
Spare Parts — Take matters into your own hands and purchase new spare Circuit Boards for your
Bay Tek games. Many of our games share the same main-board electronics. This means you can buy
one set of spare electronics to support many of your Bay Tek games. Spare boards allow you to get
your game up and running the quickest and provide you a valuable troubleshooting option. Call our
technicians to get recommendations for what you should keep on hand for spare parts!

Technical Support:
“You" are the best tool for troubleshooting! Your abilities to understand the game and your skills to
repair the game are invaluable to us! If you need help, you know you can call us. It's not easy to diag-
nose a game remotely by phone, but our technicians do a great job. They'll need your help to perform
some troubleshooting steps and convey to them exactly what's happening with your game.

Returns, Credits, & Fees:
NOTICE! ALL ITEMS being sent to Bay Tek Games for repair or retum, etc. require prior Retum
Authorization! Bay Tek Games will provide a Product Retum Form with an authorzing Ticket Number
for each item to be retumed. Please be certain to include this document with all shipments!
Late Fees and Non-Return Fees - Advance Replacement and Wamanty Replacement items require
the defective items to be retumed by Bay Tek games promptly to avoid Late Fees. We expect items to
be retumed with 10 working days. Late fees are invoiced monthly. Late fees are non-refundable under
any circumstance! Any item not retumed within 90 days will be invoiced in full as a replacement part.
Bench Fees - Bench fees will apply for each electronic item retumed to Bay Tek Games (this includes
unused Advance Replacement items). This charge covers our cost to inspect, evaluate and retest
each ftem. Please note that retumed items that do not pas our tests will be charged accordingly as
replacement items or advance replacements.
Restocking Fees - Unused items retumed for credit will be credited minus a restocking fee. ltems
must be retumed with in 30 days of purchase in order to qualify for any credit amount. Mo shipping
charges will be credited.
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WARRANTY

Bay Tek Games warrants to the onginal purchaser that all game components will be free of defects
in workmanship and matenals for a penod of 6 months from the date of purchase. If you fill out the
registration card in the cashbox of the game, Bay Tek will add another 3 months to your warranty, free

of charge.

Bay Tek Games will, without charge, repair or replace defective component parts upon notification to
the parts/service department while the game is under warranty.

Warranty replacement parts will be shipped immediately, via ground service, along with a Product
Returm Form for the retum of defective parts.

Defective parts must be shipped back to Bay Tek Games unless otherwise instructed. ltems not re-
tumed to Bay Tek Games will be invoiced as replacement parts.

This warranty does not apply in the event of any misuse or abuse to the product, or as a result of any
unauthorized repairs or alterations. The warranty does not apply if any serial number decal is altered,
defaced, or removed from its onginal position.

In order fo maintain the safety & compliance certifications of this
game, OMLY approved parts may be used. For approved
replacement parts, refer to the parts list in this manual.

Should you need your game serviced, determine the senal number from the decal placed on the
front of this manual, or locate it on the back of the game. Then contact our Service Department at:
920.822 3951 or e-mail: service@baytekgames.com

NON-WARRANTY

Options and estimated charges will be provided to you for your approval.
Please remember that any items being sent to Bay Tek Games must include prior retumn
authorization from our Parts & Service Department.
This approval will include a Product Retum Form which is required to be included with any incoming
shipments. Repaired parts will be shipped back using the same method in which they were received.
Repairs are wammanted for 30 days from the date of retum shipment.
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