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WMH-288K DIP SW ADJUSTMENT
Program no.: L28841M   
Main board no.: W040203V3
· L28841M is modified from L28841J on 27th of Sep., 2007 with the following additional features. The length of time sensor is activated to detect was 10 seconds when the machine is shook and claw is back to home. After the modification, 10 seconds has been shorten to 2 seconds to avoid waiting too long if there are still some credits for next plays. 
· Modified from L28841C onJul. 26, with the following additional features:

· The way of full power strength to be sent out is always randomly (not adjustable anymore for randomly or fixed)

· DIP SW1 #PIN3 is adjustable to make the circle allow for multiple wins or otherwise to delay the full power sending until the average win per circle is one time.
· L28841C was modified from L288419 on May 16,2007, with the following additional features:
· Random prize percentage mode: the random full power circle is the percentage +/- 5. 

· For example if the inner value prize percentage is set to 10>>>

· The game will send full power one time within game #5~#15 and for example the full power is picked by random to be sent on game #13…

A. If the player wins a prize before game #13, the game will complete the circle and keep sending regular strength until game #13 and pick up another random number for the next full power timing. 
B. If until game #12 the player still does not win, the game #13 will send full power in the way the DIP SW3 is set:

I. If DIP SW3 #7-8 “PLAY TILL WIN mode” is set to OFF OFF (NONE), after game #13 either the player wins or not, a new random number will be generated for the next full power.
II. If DIP SW3 #7-8 “PLAY TILL WIN mode” is set to ON OFF (mode 3), this mode will make the game send full power until win and than deduct CREDIT. A new random number will be generated at this moment.
III. If DIP SW3 #7-8 “PLAY TILL WIN mode” is set to OFF ON (mode 2), and the player wins in game #13, another random number will the generated. If the player doesn’t win, full power will be sent until the player wins, but credit will be deducted for every new play.
※ Starting from the version L288419, holding down TEST while powering on the machine will enter into Claw Strength test mode. (feature not included in the version L288410)
	DIP SW1
	1
	2
	3
	4
	5
	6
	7
	8

	COIN Inhibit during game play
	YES
	 ON
	
	
	
	
	
	
	

	
	NO
	OFF
	
	
	
	
	
	
	

	Keep the number of games played even after power off
	YES
	
	 ON
	
	
	
	
	
	

	
	NO
	
	OFF
	
	
	
	
	
	

	Delay full power sending out when there are multiple wins in a circle?
	NO
	
	 ON
	
	
	
	
	

	
	YES
	
	OFF
	
	
	
	
	

	CATCH IN THE AIR
	YES
	
	 ON
	
	
	
	

	
	NO
	
	OFF
	
	
	
	

	Voltage of Super power
	VR1
	
	 ON
	
	
	

	
	Full power
	
	OFF
	
	
	

	Move gantry to playfield when game will start
	YES
	
	 ON
	
	

	
	NO
	
	OFF
	
	

	RESERVED
	FIXED
	
	OFF
	OFF


	DIP SW2
	1
	2
	3
	4
	5
	6
	7
	8

	DEMO MUSIC
	YES
	 ON
	
	
	
	
	
	
	

	
	NO
	OFF
	
	
	
	
	
	
	

	POSITION WHERE CLAWS OPEN AT THE EXIT
	Claws lower down then release object
	
	 ON
	
	
	
	
	
	

	
	Claws release object at the top position
	
	OFF
	
	
	
	
	
	

	Deduct the credit when pressing DROP
	YES
	
	 ON
	
	
	
	
	

	
	NO
	
	OFF
	
	
	
	
	

	When does the prize optic to be activated
	As soon as claw goes to the playfield
	
	 ON
	
	
	
	

	
	As soon as claw closes to catch
	
	OFF
	
	
	
	

	OPERATION SYSTEM
	BUTTONS
	
	 ON
	
	
	

	
	JOYSTICK
	
	OFF
	
	
	

	CREDIT RETAINING
	YES
	
	 ON
	
	

	
	NO
	
	OFF
	
	

	TO MODIFY THE DEFAULT SETTING
	YES
	
	 ON
	

	
	NO
	
	OFF
	

	SUPER CARD
	YES
	
	 ON

	
	NO
	
	OFF


	DIP SW3
	1
	2
	3
	4
	5
	6
	7
	8

	PRIZE DROPPING                                 SKILL

(POWER SHUTTING DOWN DURATION BETWEEN VR1 AND VR2)

L=long S=short 
	L
	7
	 ON
	 ON
	 ON
	
	
	
	
	

	
	
	6
	OFF
	 ON
	 ON
	
	
	
	
	

	
	
	5
	 ON
	OFF
	 ON
	
	
	
	
	

	
	
	4
	OFF
	OFF
	 ON
	
	
	
	
	

	
	
	3
	 ON
	 ON
	OFF
	
	
	
	
	

	
	
	2
	OFF
	 ON
	OFF
	
	
	
	
	

	
	S
	1
	 ON
	OFF
	OFF
	
	
	
	
	

	
	NON
	0
	OFF
	OFF
	OFF
	
	
	
	
	

	CATCHING SKILL

D=Difficult E=Easy
	D
	7
	
	 ON
	 ON
	 ON
	
	

	
	
	6
	
	OFF
	 ON
	 ON
	
	

	
	
	5
	
	 ON
	OFF
	 ON
	
	

	
	
	4
	
	OFF
	OFF
	 ON
	
	

	
	
	3
	
	 ON
	 ON
	OFF
	
	

	
	
	2
	
	OFF
	 ON
	OFF
	
	

	
	E
	1
	
	 ON
	OFF
	OFF
	
	

	
	NON
	0
	
	OFF
	OFF
	OFF
	
	

	PLAY TILL YOU WIN FEATURE
	MODE 1
	
	 ON
	 ON

	
	MODE 2
	
	OFF
	 ON

	
	MODE 3
	
	 ON
	OFF

	
	NO.
	
	OFF
	OFF


PS. PLAY TILL YOU WIN FEATURE:

	SW3 PIN7
	SW3 PIN8
	ADJUSTMENT INSTRUCTIONS

	ON
	ON
	CREDIT will be deducted only when winning

	OFF
	ON
	When number of games played reached to the designated setting of “Strongest Power” and no prize is won, the credit will be kept until win.

	ON
	OFF
	When number of games played reached to the designated setting of “Strongest Power” and no prize is won, more coins must be inserted in order to play and have the game keep sending “Strongest Power” until win.

	OFF
	OFF
	When number of games played reached to the designated setting of “Strongest Power” and no prize is won, the game will send “Strongest Power” one more time and then start with a new circle.


· The crane must be equipped with prize optic (except those machines with DIP SW3 #7+#8set to OFF, OFF(NO play till win feature）. In case it is not properly set and machine has no prize optic, the error code【Ee】will be shown as soon as the game is power on.
· Automatic demonstration: pull joystick to the front+right+DROP button (all actions together)
Inner-Value Set Up Instructions

	Adjust the 7th pin of DIP SW2 to ON and turn power on. A voice “Good Luck” is heard after the displays run a self-testing and the displays will blink『00』. All blinking numbers mean the set up items.

§SW operations:

1. Move Joystick【Front】or【Left】: to adjust for Display1 (unit’s place).

2. Move Joystick【Back】or【Right】: to adjust for Display2 (ten’s place).

3. Press【DROP】button : to confirm set up values.
	～ displays ～

	
	 Display2  Display1

	
	

	
	


	Item
	Set up contents
	Default

value
	Notes

	00
	Ready to proceed with set ups or exit
	-
	7th pin of DIP-SW2 has to be adjusted back to OFF.

	01
	COIN1 – quantity of pay-out tickets after inserting coins (coin selector 1)
	0
	

	02
	COIN2 – quantity of pay-out tickets after inserting coins (coin selector 2)
	0
	

	03
	COIN1 – quantity of Inserted coins (coin selector 1)
	1
	Coins quantity to get Credit. If adjusted to 0, automatically will modify to 1.

	04
	COIN1 – quantity of game’s credits (coin selector 1)
	1
	Game’s credits. If adjusted to 0, automatically will modify to 1.

	05
	COIN2 – quantity of Inserted coins (coin selector 2)
	1
	Coins quantity to get Credit. If adjusted to 0, automatically will modify to 1.

	06
	COIN2 – quantity of game’s credits (coin selector 2)
	1
	Game’s credits. If adjusted to 0, automatically will modify to 1.

	07
	Quantity of pay-out tickets won
	0
	

	08
	Quantity of pay-out tickets without winning
	0
	

	09
	Number of times for claws’ strong power given as bonus
	10
	Random: within X number of game times, the random generator will pick up an opportunity to send super power. After this X number of game times, the random generator will pick up another opportunity to send the SP.

Fixed: every X number of game times, the super power will be sent regularly

If adjusted to 0, automatically will modify to 256 times


	Item
	Set up contents
	Default

value
	Notes

	10
	Game’s play time（unit: second）
	50
	Set up value＜5 will automatically adjust to 5 seconds.

	11
	COIN3 after coin inserted redemption ticket will be out 
	0
	

	12
	‘N’ times for【one more free game】in Super Card
	8
	【one more free game】every N games

(Valid only with Super Card)

	13
	‘N’ times for【two more free game】in Super Card
	3
	【two more free game】every N games

(Valid only with Super Card)

	14
	‘N’ times for【with added strength】in Super Card
	1
	【with added strength】every N games

(Valid only with Super Card)

	15
	Average set up value for item 12-14
	99
	Set up the average chance to win Bonus in item 12-14 within ‘N’ games.

	16
	Reserved
	
	

	17
	Reserved
	1
	

	18
	Reserved
	1
	

	19
	Reserved
	90
	

	20
	Reserved
	50
	


ITEM 15 SET-UP INSTRUCTIONS
If the set up value <11, the system will automatically modify the set up values as below:
	When set up value is equal to
	Set up value is automatically changed to
	When set up value is equal to
	Set up value is automatically changed to

	0
	100
	6
	160

	1
	110
	7
	170

	2
	120
	8
	180

	3
	130
	9
	190

	4
	140
	10
	200

	5
	150
	11
	11


Eg: item 12 = 8; item 13 = 3; item 14 = 1; item 15 = 100

Then within a cycle of 100 games there will be 8 chances for 【one more free game】, 3 chances for 【two more free game】, 1 chance for【with added strength】given out. Bonus does not accumulate from one cycle of games to the next cycle of games.  When a new cycle of games begin, the bonus counts also from the beginning. The program takes record of every game.  The record will remain in the program even though the machine is power off and on again.

TESTING INSTRUCTION

1. Claws strength:
Adjust COIN1 to N.C. then power on or hold【TEST】then power on. Displays will show [C0]. 
	Joystick operation
	Testing items
	Displays showing

	Pull joystick to【Back】
	VR1
	C1

	Pull joystick to【Right】
	VR2
	C2

	Pull joystick to【Front】
	Check strongest power of claws
	C3


VR1: The first stage of grabbing power for claws. This is when the claw is dropping to grab objects. The stronger the grabbing power is, the easier and higher opportunity to grab objects and vise versa.

VR2: The second stage of grabbing power for claws. This is when the claw holds the grabbed object then rises up and moves towards the exit. The stronger the grabbing power is, the tougher the grabbed object slips off from the claws and vise versa.

The adjustment of grabbing power is related to the object’s size and weight. It is recommended to test grabbing power with its grabbing objects before operation. The lighter and bigger the object is, the tougher (lesser) the opportunity for the object to slip off from the claws and vise versa.

· Adjustment procedures:

1. Adjust COIN1 to N.C. then power on, the displays will show〔C0〕. Adjust COIN1 back to N.O.

2. Pull joystick to【Back】: to adjust VR1, the displays will show C1.

3. Pull joystick to【Right】: to adjust VR2, the displays will show C2.
4. Pull joystick to【Front】: to check the strongest power of claws, the displays will show C3.
2. Gantry: 

Adjust COIN2 to N.C. then power on. Displays will show〔a0〕.
	Joystick/Button operation
	Case
	Displays showing

	【Back】
	Claws lower down
	a3

	【Front】
	Claws rises up
	a4

	【Drop】＋【Right】
	Motor moves to right
	b1

	【Drop】＋【Left】
	Motor moves to left
	b2

	【Drop】＋【Back】
	Motor moves backward
	b3

	【Drop】＋【Front】
	Motor moves forward
	b4


3. Error code description:
	Error code
	Description
	Error code
	Description

	E0
	CPU Bit breakdown
	E9
	Counter meter not properly connected

	E1
	Stop-up SW breakdown
	Ee
	Output SENSOR breakdown


WMH-288K Wiring Diagram
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1
1
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J10
J11
J8
J7
J2
J3
J1

1


J12
1


J9
U3

MAIN BOARD

S4
W040203












J6
J5
13
1



1
1
1
25
12



	J1
	Color
	Connection
	
	J7
	Color
	Connection

	1
	Black
	GND
	
	1
	RD / WE
	 +12V output

	2
	Brown
	Joystick -- Front SW(N.O.)
	
	2
	OE / WE
	 COIN1 Meter 

	3
	Red 
	Joystick -- Back SW (N.O.)
	
	3
	YW / GN
	 COIN2 Meter 

	4
	Orange
	Joystick -- Right SW (N.O.)
	
	4
	GN / WE
	 OUTPUT Meter

	5
	Yellow
	Joystick -- Left SW (N.O.)
	
	5
	BE / WE
	TEST Meter

	6
	Green
	Drop SW (N.O.)
	
	
	
	

	7
	
	
	
	J8
	Color
	Connection

	8
	Black
	GND
	
	1
	Brown
	TILT SW (N.O.)

	9
	Gray
	Drop button lamp / button #1 lamp
	
	2
	
	TEST SWITCH (N.O.)

	10
	White
	Reserved button lamp / button #2
	
	3
	Black
	GND

	
	
	
	
	4
	Black
	Coin Selector 1-- GND

	J3
	Color
	Connection
	
	5
	WE / GN
	Coin Selector 1 -- Coin Signal

	1
	
	Connected to Super Card
	
	6
	Red
	Coin Selector 1 -- +12V

	2
	
	
	
	7
	Red
	Coin Selector 2 -- +12V

	3
	
	
	
	8
	WE / BE
	Coin Selector 2 – Coin Signal

	4
	
	
	
	9
	Black
	Coin Selector 2 -- GND

	5
	
	
	
	10
	
	

	6
	
	
	
	11
	
	

	7
	
	
	
	12
	
	

	8
	
	
	
	13
	
	

	
	
	
	
	14
	
	

	J2
	Connected to Display Board
	
	15
	
	

	
	
	
	
	16
	Black
	GND

	
	
	
	
	17
	
	

	
	
	
	
	18
	Green
	Coin Inhibit input –


	J11
	Color
	Connection
	
	JP1
	Color
	Connection

	1
	
	Reserve.
	
	1
	Black
	GND

	2
	
	
	
	2
	Black 
	GND

	3
	
	
	
	3
	Black
	GND

	4
	
	
	
	4
	Yellow 
	+5V Input

	5
	
	
	
	5
	Yellow
	+5V Input

	
	
	
	
	6
	Red
	+12V Input 

	J10-1
	Color
	Connection
	
	7
	Red
	+12V Input

	1
	
	
	
	8
	Orange 
	+24V Input

	2
	
	Reserve.
	
	9
	Orange 
	+24V Input

	3
	
	
	
	10
	Purple
	+48V Input

	4
	
	
	
	
	
	

	
	
	
	
	J4
	Color
	Connection

	J10
	Color
	Connection
	
	1
	BN / WE
	Front / Back Motor +

	1
	Blue
	Prize optic – GND
	
	2
	RD / WE
	Left / Right Motor -

	2
	Grey
	Prize optic – Optic signal
	
	3
	OE / WE
	Up / Down motor - 

	3
	Brown
	Prize optic -- +12V
	
	4
	White
	

	
	
	
	5
	GN / WE
	

	
	
	
	
	6
	BE / WE
	Stop-Front / Back SW (N.O.)

	J12
	Color
	Connection
	
	7
	WE / BN
	

	1
	
	Reserve.
	
	8
	PE / WE
	Stop-Left / Right SW (N.O.)

	2
	
	
	
	9
	Pink
	Stop-UP SW (N.C.)

	3
	
	
	
	10
	Black
	Stop-Down SW (N.O.)

	4
	
	
	
	11
	WE / BE
	

	5
	
	
	
	12
	GY / BK
	

	6
	
	
	
	13
	WE/GN
	+12V Output

	7
	
	
	
	14
	Brown
	Back / Front Motor -

	8
	
	
	
	15
	Red 
	Left / Right Motor +

	
	
	
	
	16
	Orange
	Up / Down Motor +

	J9
	Color
	Connection
	
	17
	Yellow 
	

	1
	
	
	
	18
	Green
	

	2
	
	
	
	19
	Blue
	Stop-Front / Back SW COM.

	3
	
	Reserve.
	
	20
	Purple 
	Stop-Left / Right SW COM.

	4
	
	
	
	21
	Grey
	Stop-Up / Down SW COM.

	5
	
	
	
	22
	WE / PE
	GND

	6
	
	
	
	23
	PK / BE
	

	
	
	
	
	24
	RD / YW
	

	J6
	Color
	Connection
	
	25
	YW / GN
	

	1
	White
	Volume VR -- PIN1
	
	
	
	

	2
	Red
	Volume VR -- PIN2
	
	J13
	Color
	Connection

	3
	Black
	Volume VR -- PIN3
	
	1
	
	Reserve.

	4
	Black
	Speaker -
	
	2
	
	

	5
	Purple
	Speaker +
	
	
	
	

	
	
	
	
	S4
	Color
	Connection

	J5
	Color
	Connection
	
	1
	
	

	1
	Red
	Claw’s VR2 #PIN3
	
	2
	
	

	2
	Orange
	Claw’s VR1 #PIN3
	
	3
	
	

	3
	Yellow
	Claw’s VR1 #PIN1
	
	4
	
	Reserve.

	4
	Green
	Claw’s VR1 #PIN2
	
	5
	
	

	5
	Pink
	Claw’s VR2 #PIN1
	
	6
	
	

	6
	Black
	Claw’s VR2 #PIN2
	
	7
	
	

	
	
	
	
	8
	
	


J14 : connect to W040316 of JP1

	

1
1


JP1

1

JP2

W040316



JP4




	JP1
	Color
	Connection
	
	JP3
	Color
	Connection

	1
	
	Connect to Main Board of J14
	
	1
	
	Claws Coil

	2
	
	
	
	2
	
	Voltmeter +

	3
	
	
	
	3
	
	Voltmeter -

	4
	
	
	
	4
	
	Claws Coil

	5
	
	
	
	
	
	

	
	
	
	
	
	
	

	JP2
	Color
	Connection
	
	
	
	

	1
	
	Transformer 18V
	
	
	
	

	2
	
	Transformer 0V
	
	
	
	

	3
	
	Transformer 18V
	
	
	
	

	
	
	
	
	
	
	

	JP4
	Color
	Connection
	
	
	
	

	1
	
	Transformer 60V
	
	
	
	

	2
	
	Transformer 0V
	
	
	
	


K2





K1





Main ROM





K4





K3





SW3





K5





SW2





K6





SW1





J4





JP1





JP3
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