


























Section 4 — Using the Game Operator Menu

Game Mode Menu

The Game Mode menu is used to set up the type of money used at your location, the number
of coinsthat are needed to start a game, and game play timeout, as described in the table
below:

Defines whether Money or Arcade Credits are used to play this cabinet. The

Credit Display options to choose from are: Money, or Credits.

Defines the type of money that will be used in this cabinet. The options
available are: U.S.A., or U.K. Changing between these two options
automatically changes the Coins per $, Credits per Game, and Credits per
Continue settings.

International Settings

This sets how many coin drops it takes to reach a dollar or pound. In the USA,
Coins Per $ you would set this to 4, because 4 quarters equal one dollar. In the UK, you
(or Coins Per £) would set this to 10 if the game is setup for 10-pence coins. The options to
choose from are 1—20.

This will turn free play ON or OFF. The options to choose from are:

Play Mode Coin/Money Mode, or Free Play.

Credits Per Game This number defines how many coins or credits it will take to start a Game.

This number defines how many coins or credits it will take to continue a current

Credits Per Continue
Game.

This number defines how long a player’'s game will last in seconds before the

Starting Game Time Continue Game Message appears.

This number defines how many seconds a continued game will last before the

Continue Time next Continue Game Message appears.
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Section 4 — Using the Game Operator Menu

Game Resets Menu
Options
Machine
Game Mode
En udits Restore Factory Settings

Game Purchase Audit
Al At Coin Stats

Flay Control Test

All Audit Game Stats
Manitor Calibration
= = y Al High Score Stats
ame Selection

Play

The Game Resets menu allows you to restore the cabinet to the default settings, and delete
various coin and game stats, as described in the table below:

gg;?gges Factory Sets the Game Mode optional settings to the Factory Settings listed below.

U.S.A. Factory Settings U.K. Factory Settings

Credit Display Money Credit Display Money

International Setting U.S.A. International Setting U.K.

Coins Per $ 4 Coins Per $ 10
Coin/Money Coin/Money

Play Mode Mode Play Mode Mode

Credits Per Game 4 Credits Per Game 5

Credits Per Continue 4 Credits Per Continue 5

Starting Game Time 160 Sec Starting Game Time 160 Sec

Continue Time 140 Sec Continue Time 140 Sec

Resets the Coin Audits menu for the cabinet. This reset does not affect the

All Audit Coin Stats Lifetime Records stored by the game.

Resets the Game Purchases Audits menu for the cabinet. This reset does not

All Audit Game Stats affect the Lifetime Records stored by the game.

All High Score Stats Resets the Player High Scores for the cabinet.
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Section 4 — Using the Game Operator Menu

Coin Audits

Options

Machine

Garme Mode
Beach Head 2002

Name
Flay Caontral Test
Monitar Calibration : e HERT

Game Selection

Flay

The Coin Audit menu shows the total number of coins collected for each game, and the
cabinet total, as well asthe last date and time the stats were reset. The Lifetime Stats are

never reset and show the total number of Games Played for each installed game, and the
cabinet total.

Game Purchase Audit

Options
Machine
izame Mode -T.'T.".'
otals

GEame FHesets
SRl Beach Head 2002

Name

Monitor Calibration

Game Selection

Flay

The Game Purchase Audit menu shows the total number of Games Played for each game
installed, and the cabinet total, as well as the last date and time the stats were reset. The
Lifetime Stats are never reset and show the total number of Games Played for each installed
game, and the cabinet total.
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Section 4 — Using the Game Operator Menu

Game Selection

Options

Machine

Game Mode

Coin Audits
Game Purchase Audit Beach Head 2002

Beach Head 2000

The Game Selection window allows you to disable installed games so that they are not
available to play in the multi-game selection window. Select atitle and press the Trigger
Button to put an “X” next to the game that you want disabled. When you exit the Operator
Menu, the game will be unavailable for play in the Multi-Game Selection. The gameis not
deleted, and can be re-enabled at any time by removing the “X” in the Game Selection Menu.

If you have installed a game and it does not appear in the Multi-Game Sel ection window
during Attract Mode, or in the Game Selection Menu, check to make sure the Game Dongle
isinserted correctly. When a USB Game Dongle isinserted correctly and recognized by the
Game Software, it should light up with ared LED.

Player Control Test

The Player Control Test will validate that the controls are set up correctly and working
properly. When you press a button, ared arrow will appear on the test screen to indicate
which button was pressed, as shown in the picture above. When you move the Joystick in

© 2004 GLOBAL VR®, INC.
040-0050-01 Rev. A 10/29/2004 Page 33 of 48



Section 4 — Using the Game Operator Menu
any direction, ared arrow will indicate the direction that the Joystick is moving. When you

are finished testing the player controls, press the Operator Button to exit back to the main
Operator Menu.

Monitor Calibration Test

The Monitor Calibration Test shows a series of screens that allow you to adjust the monitor
using the monitor remote control panel. Use the joystick to scroll through each monitor test
screen. To exit the Monitor Calibration Test, press the operator button again.

Use the monitor calibration screensto adjust and fine-tune the picture on your monitor. Each
screen is designed to help you to either align the horizontal and vertical sync, or adjust the
white balance and color hues. If you notice a color distortion on the monitor, pressing the
degausser button on the monitor remote control panel may fix the color distortion.

Use the monitor remote control panel to adjust and fine-tune the picture on your monitor.
When you press a button on the panel, the Monitor Adjustment Options display on screen.
Use the buttons on the monitor remote control panel to select, adjust, and set the available
options. The monitor remote control panel is usually located under the Control Panel on the
cabinet.
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Section 5 - Starting a Game

With the proper number of credits inserted, use the joystick to choose the game you want to
play, and press the Fire Button to confirm. If only asingle game isinstalled on your cabinet,
you will not choose a game, but will go directly to the next screen.

g
REAGH HERD

At the next screen, choose the difficulty of play: Easy, Medium, or Hard. Each degreein
difficulty will add more enemy squadrons to the game and weaken your shield against the

enemy. Usethe joystick to scroll through the options, and press the Trigger Button to
confirm.

-

——

DIFFICULTYS LEVEL

MEDILIM
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Playing a Beach Head Game

Beach Head 2002, and Beach Head 2003: Desert War, both use the screen layout described
below. Beach Head 2000 uses a different layout for the Information Bars.

SHIELR LEVEL DR AR o3

_"-_1-,- — JEB '-m.- s

SUCTME Do oo i

The goal of the gameisto defend your post and destroy as much of the enemy as possible.
The Information Bars on the screen, described in the table below, provide useful information

about the game.

Ref. Information Bar Description

A This Information bar tells you how much of your shield you have left.

B This Information bar tells you what level you have achieved in the game.

C The Blue Information Bar tells you how many Enemy Aircraft remain for this level. The Red
Information Bar tells you how many Enemy Land Vehicles or Soldiers remain.

D The Blue and Red Arrows tell you the direction the Enemy is coming from. When the enemy
comes into view on your monitor, the arrows disappear.

E This shows your total score for the game. The more Enemies you strike down, the more

points you earn.

Cannon Button: Firesthe Cannon—used to destroy tanks and troop carriers.

Missiles Button: Fires Missiles-Aim carefully! The Missilesfirein groups of two and it
takes a moment to reload them.

Trigger Buttons: These buttons, on the joystick, fire the Machine Gun—used mostly against
soldiers.
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Section 5 — Starting a Game

USB Game Dongles

The three Beach Head games supplied with the cabinet use one USB game dongle. The
dongle must be inserted in the USB port or the game will not work. When the USB Dongle
isinstalled and working properly, ared LED will illuminate inside the dongle.

For aUSB Game Dongle to be recognized correctly, it must be inserted into the USB port
before the cabinet is powered ON. If the software does not recognize the USB Dongle,
power the cabinet OFF and then ON to see if this resolves the problem.

If more gametitles are made available for the gvrSX™ system in the future, each game will
come with aUSB Game Dongle. If more than one dongleisrequired, a USB hub can be
used to provide extra USB Ports for multiple game dongles.

Important: If you use a USB hub, do not connect the USB cable from the HAPP UGCI
Controller card to the USB hub. The card will not work properly if connected to the hub.
LEDs Light
: When Dongle
B is Active
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Section 6 - System Software CDs

IMPURTRNTI IMFORT T INPORT “%H!“

If the software running on your gvrSX™ computer devel ops problems, you can restore the
software using the disks provided with your kit. The Windows XP System Disk will load the
Operating System. Each Game CD will load one game. Please be aware, when you use the
System Disk, you will erase al history for the coin and game audits stored in the software.

Operating System Restore CD

1. System restoretakesabout 10 minutes. Power ON the computer and open the CD
drive. Insert the CD labeled System Disk and reboot the computer. When the computer
reboots, the CD will run, and you will see the hard-drive image process screens.

2. When the hard-drive image process has finished, and the image process screen
disappears, remove the CD and reboot the computer.

3. When the computer reboots it will continue processing files. When a prompt asks if you
want to restart your computer, reboot to complete the process.

Game Software CDs

To install a game without restoring the operating system, insert the Game CD while the game
isrunning in attract mode. Do not perform a Game Install or Upgrade while agameis
playing. Game installation takeslessthan 5 minutes per game.

1. When the computer reboots after restoring the operating system, you will see a blank
desktop screen. Insert one of the Game CDsinthedrive. The CD will automatically run
(wait about 60 seconds). You will see a series of processing screens as the computer
installs various components. Ignore any onscreen messages.

2. When the computer finishes copying files, the system will automatically reboot. Once
the game has restarted and the attract screen is running, remove the CD and keepitina
safe place.

3. When the game loads up for the first time, synchronize the new game software with the
cabinet hardware. To do this, insert three credits and verify that the credits are shown on
the monitor. Finaly, power the system OFF and ON to complete the synchronization
process.

4. Repeat steps 1 through 3 to install more gamettitles. Insert the game CD during attract
mode and the install process will begin automatically.

5. After all gametitles are installed, run the Joystick Calibration Utility (see page 26).
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Section 7 - Troubleshooting

Table4. Troubleshooting Video Problems

Problem

Possible Cause

Possible Solution

No Picture on

Power Problem

Verify the AC power connection to the monitor. You can
verify the monitor has power by looking for a small
glow in the Neck of the CRT. Verify the Universal Video
Converter has power; the red LEDs should be
illuminated.

Faulty Video Cable

Verify that the video wires in the Jamma harness are
firmly connected from the Monitor to the Jamma
Conversion Board. Verify the Universal Video
Converter output is plugged into the Video Input on the

Monitor .
Jamma Conversion Board.
Faulty Monitor . .
Chassis PCB Verify that the fuses on the chassis PCB are good.
. I Use the monitor remote control panel to adjust the
Picture is Dim or . . e
brightness and contrast settings to see if this corrects
Faded
the problem.
Blown fuse on UVC | Check fuses on UVC. Replace with 5 A fuses if blown.
Incorrect UVC Check the SW1 switch bank settings on the UVC and
Settings make sure they are correctly set for your monitor.
. . Use the monitor remote control panel to adjust the red,
Picture Color is . oy
) . green, and blue color settings to see if this corrects the
Picture is Poor

Misaligned or Color
is Poor

problem.

Picture Geometry
is Misaligned

Use the monitor remote control panel to adjust the
height and width as well as other geometric
adjustments to see if this corrects the problem.

Distorted Colors on
Screen

Use a degaussing coil on the monitor to see if this
corrects the color problem.

Table5.  Troubleshooting Audio Problems
Problem Possible Cause | Possible Solution
Volume Settin Enter the Operator Menu and adjust the volume setting
9 for the cabinet. Verify that the attract volume is ON.
Turn off the cabinet. Verify that all the wires are firmly
Faulty Wiring connected to each speaker. Verify that no wires are
frayed or improperly shorting to ground.
Remove the speaker grill covers, and visually inspect
. Blown Speakers | each speaker. Run the Sound Test from the Operator
No Audio Menu to verify each speaker is working.

Faulty Audio
AMP

You can verify the Audio AMP on the Jamma Conversion
Board is working by installing it into another working
cabinet. If that is unavailable to you, plug a simple
computer speaker into the audio ports on the computer
and verify that sound is working from the computer.

Volume Set too
Low on Board

Adjust volume pots (R3 and R4) on Jamma Conversion
Board.
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Section 7 — Troubleshooting

Problem Possible Cause | Possible Solution
Remove the speaker grill covers, and visually inspect
Blown Speakers | each speaker. Run the Sound Test from the Operator
Menu to verify each speaker is working.
PR A weak or low muffled sound is a sign of reversed
f/l?f#l%clis Distorted or Faulty Wiring speaker wires. Check for reversed wires on each
speaker.
A constant low hum in the speakers can be caused by a
Faulty Power faul v th . ol <o in th
Supply aulty power supply that contains a ripple or noise in the
power that is being passed through to the speakers.
You can verify the Audio AMP on the Jamma Conversion
Faulty Audio Boqrd is Worklng by msf[alllng it into another yvorklng
AMP cabinet. If that is unavallable to you, plug a simple
computer speaker into the audio ports on the computer
and verify that sound is working from the computer.
Remove the speaker grill covers and visually inspect
Faulty Sound Blown Speakers | each speaker. Run the Sound Test from the Operator
Channel Menu to verify each speaker is working.
Turn off the cabinet. Verify that all the wires are firmly
Faulty Wiring connected to each speaker. Verify that no wires are
frayed or improperly shorting to ground.
Volume Set too Adjust volume pots (R3 and R4) on Jamma Conversion
Low on Board Board.
Table6. Troubleshooting Computer Problems
Problem Possible Cause Possible Solution
Verify the video card is firmly plugged into the AGP slot
on the computer. When the computer is ON, verify the
Loose or Faulty fan on the video card is spinning and working properly.
Video Card When the computer boots up, it performs a PC self-
i diagnostic test. If there is a problem with the video
No Video

card, you will hear three beeps from the computer.

Loose or Faulty
Video Cable

Verify that the video cable is firmly connected to the
computer 15-pin video port and the 15-pin video port
on the Video Converter board. Check the video cable
and make sure it is not pinched or frayed.

No Video, No Audio

Faulty Hard Drive

If you are getting no audio and no video, and the
computer is powered on, you might have a faulty hard
drive or corrupted software on the hard drive. Reload
the software from the System Restore CDs to see if
this solves the problem. If you continue to have hard
drive problems while you reload the software, you may
have a faulty hard drive.

No Power to
Computer

Verify the line voltage is set to the correct voltage for
your area (115V or 230V). Disconnect the AC power
cord from the computer and then reconnect it to power
ON the computer.
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No Control Panel
or Button Functions

No Power to the
UGCI Board

The UGCI board gets power through the USB cable.
Make sure this cable is firmly connected to the board
and computer.

Faulty Wiring

Verify that no wires are frayed or improperly shorting to
ground in the wire harness.

Faulty Power
Supply

Verify that the External PC Power Supply is working.
This provides 12-volt and 5-volt DC power to the
hardware connected to the wiring harness.

Table7.

Troubleshoating Control Problems

Problem

Possible Cause

Possible Solution

Buttons Do Not
Work

Faulty Micro Switch

Replace the micro switch on the button and re-test.
Verify that the wires are connected to the correct
spades on the micro switch.

Faulty Wiring

Turn off the cabinet. Verify that all the wires are firmly
connected to each button. Verify that no wires are
frayed or improperly shorting to ground. Check that the
signal and ground wires are connected to the buttons
and HAPP UCGI card. Confirm the HAPP UGCI card is
connected to the USB port on the computer. Confirm
the HAPP UGCI card has power by looking for the
Green LED.

Faulty USB I/0
Card

If the USB 1/O card is faulty, the buttons and controls
on the cabinet will not work. Make sure that the USB
1/0O card LED is lit.

Joystick Does Not

Faulty UGCI Board

Verify that the UGCI board is getting power. Test the
UGCI board on a working cabinet.

Work or Works - : — - - -
Poorly Eaulty Wirin Verify the joystick in a working cabinet. Verify that no
y 9 wires are frayed or improperly shorting to ground.
Table8.  Troubleshooting Miscellaneous Problems
Problem Possible Cause Possible Solution

Turn Game On and
Nothing Happens

No Power

Check that the power cord is plugged into the
computer. Make sure the cabinet On/Off switch is on.
Confirm the power cord is plugged into a wall outlet.

USB Game Dongle
Not Found

Game Dongle not
Connected

Connect the Game Dongle to the computer and power
the cabinet off and on.

Game Dongle

On rare occasions a game dongle does not receive
power. Pulling the dongle out and reinserting it should

LEDs not Lit resolve the problem.
Faulty Game If the USB Game Dongle does not illuminate, it is not
Dong)I/e recognized by the computer. Replace the Game

Dongle with a working one.

Cabinet gets Very
Warm

Faulty Ventilation
Fan

Verify that the exhaust fan is working. It is located near
the vents at the top of the cabinet. Replace the fan if
worn or spinning slowly.

Ventilation Holes
on Cabinet are
Blocked

Make sure you have proper clearance around the
ventilation fan at the rear of the cabinet. Make sure the
vents holes are clear of dust and debris and that air
can flow freely.
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Problem

Possible Cause

Possible Solution

Marquee Lamp is
Faulty or
Intermittent

Faulty Fluorescent
Tube

Check the fluorescent tube for darkened or cracked
end. Replace the Fluorescent tube if it looks worn.

Faulty Fluorescent
Fixture

Verify the fluorescent tube pins make a good
connection with the lamp fixture. Check the ballast for
proper operation.

Improper Number
of Credits given
when Coins or Bills
are Inserted

Incorrect Setting in
Operator Menu

Check Credits per Game and Credits per Continue
settings from Operator Menu.

Faulty Wiring

Turn off the cabinet. Verify that all the wires are firmly
connected to each coin mech or Bill Validator. Verify
that no wires are frayed or improperly shorting to
ground.

Game will not
accept Coins or
Bills

Faulty Coin Mech

Verify the coin mech is not jammed. Make sure the coin
mech is properly aligned and latched to the coin door.

Faulty Bill Validator

Verify the bill validator is powered on and working. If
the bill validator is faulty, it will usually blink an error
code on the inside of the coin door.
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Section 8 - Diagrams and Schematics

Configuration with New Wells-Gardner Monitor

| :
! |
I |
| Happ UGCI Board Computer

| Button Input J4 ————— To Buttons To USB Hub :
| ick ick for Game Dongles. ———— USB 0 |
] Joystick Input J6 ——— To Joysticl (One dongle per game.) |
| uUsB UsB 1 I
|

| Coin Meter J3 :
: Operator Button J5 |
| |
1

| Audio Out :
: Jamma Conversion Board (Green Stereo Jack) I
] AUX COIN/TEST J7 AC In :
: Jamma Edge ——— To Jamma Harness VGA Port on Video Card |
] Volume Pots _ _ _ AUDIO IN 32 :
| R3 & R4 CE

| PWR J1 DC Power Supply J ! I
| J Monitor :
! | |
I D :
|

| AC Power (.1 :
| Panel =]

1 /; Ventillation Fan :
| ) |
! |
! |

Video In Monitor

from Jamma Harness

Monitor Isolation
Transformer
(If Used)

DC Power Supply _,_CJE

Ventillation Fan AC Power

Panel

Figure5. Smplified Wiring Diagram

r--r-r—r——— 7T T T T o T T T T T T T T T T T T T T T T T T T T T
] Configuration with Older Monitor, UVC, and Isolation Transformer :
! |
I | Happ UGCI Board To USB Hub for [
Computer
: Button Input J4 ————— To Buttons Game Dongles. USB O p :
| . . (One dongle per
| Joystick Input J6 F—————  To Joystick game.) :
| AC In
I USB USB 1 |
| Coin Meter J3 :
: Operator Button J5 1
|
| Audio Out |
| Jamma Conversion (Green Stereo Jack) To Power
| Strip
| Board VGA Port on Video Card :
| AUX COIN/TEST J7 |
: Jamma Edge To Jamma Harness |
Universal Video |
------------- AUDIO IN J2
! i Converter (UVC) Board |
| i Volume Pots |
: R3&R4 i I
| VIDEO INPUT J4 PN: 115-0018-01- J7 :
: PWR J1 DC Power J8 |
|
! |
! |
! |
! |
I I
! |
I I
! |
! |
! |
! |
! |
! |
! |
! |
! |
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Happ UGCI Board

|
|
i
J2 (Audio |n|% Ao 2 . ﬂuss Port |
I
: I | Speakers Out USE Port : } i
L Audio 5 — 0 ’
I I J6 I Joystick
| | | | |
GND 1 =] Dongleo!
- | B |
| | ort oy E-ElDogs] | VCC 1 —L-0RG
= i
! : i = ongle] | GND 5 ——BRN
| | I I
: : : ) } YAX 9 ; BLU
| | - To Monitor | |
VGA Port on Video Card
|
i ! I oruve ! !
| : o Power ! GND 6 —BRN
| | = E strip | XAX 10 —PPL.
| I
! o ! | VCC 12 —1ORG
| o ‘ | |
I
I I
J4 (Video In) I |7 uve ! Ja| |
Video Red 1 | 1 Video Red i } GND 1 |—| BLK
) | -
Video Green 2 —i H 2 Video Green J1|!  ToVGAOut } GND 2 : BLK
I
Video Blue 3 (! L1 3 Video Blue VGAIn |1 on Computer ! J54 4 —i—RED-BLKT?-—«
i *
NC 5 — H 5 Video Sync | ! ! Trigger A [
Video Sync 4 : )( } 4 Video GND J8 ! To DC Power } 153 5 : GRY- -~ o
Video GND 6 |—| I 6 Hsync/ PowerIn [} Supply ! I Missiles . e
| I i I
: } Composite } } 52 6 1 WHT L
N O l | Trigger B* -
| | J51 7 : GRN —s
GND 2 | To DC Power Supply | : Cannon -— o
| I | 1
GND 3 ! } | *Trigger buttons are =
+5VDC 4 —‘7 | : located on joystick.
I
| ‘ |
J7 (Aux Coin/Test) 1 } J5 :
Test 2 — L2 Jse |
| I |
| I I
GND 4 : ; 8 GND J3 :
Coin 1 — T =1 CN1 |
Meter Drive Input 3 | Jamma Connector } :
| !
| Solder Side I Parts Side
: To+5VDC Ground LR Ground To+5VDC
1 Devices i Devices
1 Ground BEo) ! 2 Ground
é?jmma : +5V C(I!l)l 3 +5V
ge [ +5V D(SZ)I 4 +5V
: To+12VDC t To+12VDC
| Devices E(33)| 5 Devices
+ ! + _———
H(@35), 7
! 4 |
: J(36) : 8 Coin Counter Out Amp »!_ S iﬁ |
: K @37) ; 9
: Left Speaker -* L(38) ; 10 Left Speaker +°
: Right Speaker -* M (39)| 1 Right Speaker +°
: Video Green® N@o)| 12 Video Red"
) | Coin Switch Video Sync* P (a1) | 13 Video Blue*
To Jamma [——"—¢— Coin Switch R (42) | 14 Video Ground
Connector T S (@3) | 15 Operator Button |——s— o—|
: +—| Coin 2 T (44) | 16 Coinl —
: u@s)| 17 Start Button?
: vae | 18
: w@n| 19
: x@9) | 20
: v(49)| 21
| Z (50) I 2
: a(51) I 23
: b (52) ! 24
: c (53) ! 25 Coin3 |—¢
: d (54) : 26
: Ground e (55) : 27 Ground ———— 4
: Ground f(56) : 28 Ground
| L =
|
___________________ Notes:

*Jamma video connections are not used with the Wells-Gardner” monitor upgrade.

2Jamma button connectors are not used if the buttons are connected directly to J6 on the Jamma Conversion Board.
For mono audio, only the Left Speaker+ and Left Speaker- speaker connections are used.

Power is supplied to the Jamma Harness through J1 on the Jamma Conversion Board.

Figure6.
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Computer Rear Panel Diagram

Computer
ON/OFF Switch Computer
Voltage Switch | — POW(_er Supply
(115V or 230V) Cooling Fan
AC Power In

PS/2 Keyboard Port
PS/2 Mouse Port

Purple
(Purple) — (Not Used)
Com Port
(Not Used) Parallel Port

— (Not Used)

Computer VGA Port
Not Used

USB Ports (4)

- One Port to Happ
UGCI Card

- One Port to Game
Dongle

Ethernet Port
— (Not Used)

Audio Ports
(Green Blue Red)

Video Port
[~ To Monitor or UVC

Green to Audio In on
Jamma Conversion Board ofme Aﬁ—— Video Card

Note: Port and card positions may vary.

Figure7. Computer Rear Panel Diagram

© 2004 GLOBAL VR®, INC.
040-0050-01 Rev. A 10/29/2004 Page 45 of 48



Section 8 — Diagrams and Schematics

Warranty Service

If at some point you require warranty service, contact your distributor. If the technical
support staff determines that your game is defective, a Return Merchandise Authorization
(RMA) number will be issued.

Warranty Information

LIMITED WARRANTY

GLOBAL VR® warrants that its computer circuit boards, hard drives, power supplies, monitors, displays, controls, sensors, and
mechanical structures are free from defectsin materials and workmanship under normal use and service for a period of ninety (90)
days from the date of shipment.

All software and accompanying documentation furnished with, or as part of the Product, is supplied “ASI1S” with no warranty of
any kind except where expressly provided otherwise in any documentation or license agreement furnished with the Product.
During the warranty period, GLOBAL VR® will, at no charge, repair the Product, provided:

- Purchaser believes that the Product is defective in material or workmanship and promptly notifies GLOBAL VR® in
writing with an explanation of the claim;

- All claims for warranty service are made within the warranty period,

- Products are returned adequately packed and freight prepaid to GLOBAL VR®' s designated service center;

- GLOBAL VR™ sinspection or test of the Product verifiesto GLOBAL VR®'s satisfaction that the alleged defect(s) existed
and were not caused by accident, misuse, neglect, unauthorized or attempted repair or testing, unauthorized modification,
incorrect installation, vandalism, failure to follow the maintenance schedule or procedures; or operation in out-of-
specification environmental conditions.

GLOBAL VR® will return the repaired Product freight prepaid to the Purchaser. All freight costs associated with replacement of
warranty parts after expiration of the original warranty period are the responsibility of the Purchaser. GLOBAL VR®is not
obligated to provide the Purchaser with a substitute unit or on-site service during the warranty period or at any time. If after
investigation GLOBAL VR® determines that the reported problem was not covered by the warranty, Purchaser shall pay

GLOBAL VR®for the cost of investigating the problem at its then prevailing per incident billing rate. No repair or replacement of
any Product or part therein shall extend the warranty period asto the entire Product. The warranty on the repaired part only shall be
in effect for aperiod of ninety (90) days following the repair or replacement of that part or the remaining period of the Product parts
warranty, whichever is greater.

Purchaser’s exclusive remedy and GLOBAL VR® s sole obligation is to supply or pay for all labor necessary to repair any Product
found to be defective within the warranty period and to supply, at no extra charge, new or rebuilt replacements for defective parts.
If repair or replacement fails to remedy the defect, then, and only in such event, shall GLOBAL VR® refund to Purchaser the
purchase price for said Product. Purchaser’s failure to make a claim as provided above or continued use of the Product shall
constitute an unqualified acceptance of said Product and awaiver by Purchaser of all claims thereto.

IN NO EVENT SHALL GLOBAL VR®BE LIABLE FOR LOSS OF PROFITS, LOSS OF USE, INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM OPERATION OF THE GAME IN ANY CONDITION. GLOBAL VR®
SHALL NOT BE RESPONSIBLE FOR THE SUITABILITY, PERFORMANCE, OR SAFETY OF ANY NON- GLOBAL VR®
PART OR ANY MODIFICATION PERFORMED BY ANY PRODUCT DISTRIBUTOR UNLESS SUCH WORK IS
EXPRESSLY AUTHORIZED IN ADVANCE BY GLOBAL VR®.

THISWARRANTY ISIN LIEU OF ALL OTHER EXPRESSED OR IMPLIED WARRANTIES, INCLUDING THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, AND ALL OTHER
OBLIGATIONSOR LIABILITIES ON GLOBAL VR® S PART, EXCEPT FOR ANY EXPRESS WARRANTY SET FORTH IN
A WRITTEN CONTRACT BETWEEN GLOBAL VR® AND PURCHASER CONTAINING SPECIFIC TERMS WHICH
SUPERSEDE THE TERMSHEREIN. THISWARRANTY DOES NOT AUTHORIZE ANY OTHER PERSON TO ASSUME
OTHER LIABILITIES, IF ANY, CONNECTED WITH THE SALE OF PRODUCTSBY GLOBAL VR®.
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Technical Support

GLOBAL VR® provides free telephone, e-mail and online support for systems during the
warranty period. In addition to helping with troubleshooting and diagnosing defective parts,
GLOBAL VR® technical support is prepared to help you with questions about the operation
of your game.

When you contact technical support, please provide the following background information to
aid our technical support process:

e Cabinet’'s Game Serial Number (found on the back of the cabinet). Write your serial
number below for easy reference.

Cabinet Serial Number:

e Your mailing address and telephone number.
e A summary of the question or a detailed description of the problem with your cabinet.

The additional information listed below, as applicable, may assist Technical Support in
solving your problem quickly.

e Cabinet ID e Date of latest install or upgrade
e Software version number e For game-play issues, the game
e Specific error message mode and number of players

e Any changes made to the system

Technical support is available from 6:00 AM to 6:00 PM, Pacific Time, Monday—Friday.
Call 408.597.3400 to reach a Technical Support staff member.
E-mail support is available at this address: techsupport@aglobalvr.com

To comment on this manual, please e-mail: techpubs@globalvr.com
Visit the GLOBAL VR® website: www.globalvr.com




