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1. SPECIFICATIONS OF CABINET

GO GO COWBOY (1" and 3" prize capsule dispenser)
INPUT POWER: USA & CANADA = 120VAC, 60Hz

SIZE: W = 27.5" (699 mm) WEIGHT: 230 Ibs (105 kg)
D = 24" (610 mm)
H = 68.5" (1740 mm)

Side decal, GC
Part#: 57-30-200
Mamques, GC
FParf#: 57-30-130
instruction top af
13" TV Monitor Assy monttor, GG
Fartd: 99-60-713 Partg#: 57-30-261
Instruction botforn of
manitor, GC
Speaker Parl#: 57-30-262
Push A G Insert coin Decal
Button Assy,
Parti: 57-30-228
Parf#: 57-50-015
Coin Mech, Handls fype
{Quarter x 2)
Fari#; 39-70-185
FPayout Door
Part#: 57-70-479 Prize Payouf Decal
Part#t: 57-30-229



TOP DOOR

Feed 3" capsule
here,

Feed 1" capsule
here

Feed 1" capsules & 3 Feed 3" capsules
for display here. for display here
BOTTOM DOOR
Power Supply, 24VDC Power Supply, 5 & 12VDC
Part#: 89-60-101 Part#: 53-60-100
Main PCB
GO GO COWBOY R
Part#: 57-10-001
Cash box
GAME CARTRIDGE
GO GO COWBOY
Farti; 5T-80-850
p—
Connector for
Game Cartridge
Switch & Counter bracket Assy



1* HOPPER ASSY

Speaker

Hopper Assy, 17
Part#: 99-70-901

Hopper Assy, 7" (Top view)
VIEW OF MAINTENANCE DOOR, LEFT

3" HOPPER ASSY
Push Button Assy, GC

Part#: 57-50-015

Hoppar Assy, 3"
Parti: 99-F0-902

Canin mech,
Assy
Coin Switch, GC
Partl; 87-60-447

VIEW OF MAINTENANCE DOOR, RIGHT
Hoppar Assy, 3" (Top view)



Top round wood sef, 1° Hopper

1" HOPPER ASSEMBLY DRAWING Parté: 99-T0-659
i Wiood Disk, 1" Hopper
- : o Part#; 93-70-658
Mixer Spring A L= 5]
Part#: 99-70-855 ' e !
Capsule Holding >> Neod lock ight. - '
Bracket, 1" - <] 1 Vender Base Assy
Mixer Spring A (2 pes) --R,QL p—— 1 .
Part#: 99-70-855 o - % e
N _[ v, ':':l'.“_—_"'.'.. 1 {
. T gl 4 P
Motor PCB, TAB428K e R Vender Shaft bracket
Parti: 41-20-176 N
VERVSI R © Micro SW bracket, 1
il iy
Hopper Molor Assy TR - ! * Micro switch, Hopper
with Gear box Sl (Payout count)
Parf#: 99-70-651 . Partif; 99-60-448
3" HOPPER ASSEMELY DRAWING
Mixer Spring D (2 pes) _ Mixer Spiing A (3 pes)
Parth: 99-70-855 Parti#: 99-70-855
Wood Disk, 3" Hopper / Heppar Motor Assy
Part#; 89-70-660 Lol il
Spacer, round wood t Fiee
Part#: 99-70-661 \& == Micro SW bracket, 3"
Sat screw (2 pes) = =N -
>> Needlock light, 39 | ) f7
™ Thi ”. e
Vender Shaft - 2 . Happer Wolar hracket
Molor PCB, TAB428K
Vander Shaft bracket Parth: 41-20-176

Mixer Spring A (3 pes) 5
Part: 99-F0-855



1) Remove the packing box. Use Key to open front bottom door.
2) Open Cash box to remove operation manual and Game cartridge.

3) Insert Game Cartridge into Main PCB. (See page #3)
4) Open top door and fill the Display area with 1" and 3" capsules. Then

fill the Hoppers with both 1" and 3" Capsules.
ATT

CAPACITY OF HOPPER (by Capsule)
1" HOPPER = 2,500 pcs
3" HOPPER = 345 pcs

5) Plug in the AC power cord and power on the machine.
(Main power switch is located on BACK OF CABINET)
6) Go to setting mode to set up the prize value of 3" hopper, Coin setting
and Payout %...etc, if necessary. (Refer to Pages 8 and 9 of Settings)
7) Insert coins into Coin Slot, turn the Handle and play the game to test.

Test the Hopper payout. Refer below.

Press and hold the METER switch then re-power on the machine. The game will go to
PRIZE VENDING TEST MODE. (Screen shows following message )

CAPSULE TEST
[EMALL CAPSULE ON]

[FUSH SHOOT BUTTON)]
172" PAY SENSOR OFF
3/4' PAY SENSOR OFF

SCREEN VIEW, PRIZE VENDING TEST MODE

Press SERVICE switch to select the SMALL (1") or BIG (3") Hopper to test.
Press PUSH (SHOT) Button to payout one Prize. Hold PUSH Button more than
2 seconds to keep paying out capsules. Press PUSH Button to stop it.

NOTICE:
Make sure to press RESET Switch to go back to game mode.
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3. HOW TO PLAY

INSERT 2 COINS INTO BOTH COIN SLOTS, TURN THE HANDLE TO START THE GAME!

S50 = LARGE[PRIZE
M

= S FEARMIANIMAL
VIS/L"ASSOEDII I

WIN 1" SMALL PRIZE WIN LARGE 3" PRIZE
IF THE FARM ANIMAL ESCAPES. IF THE FARM ANIMAL IS LASSOED!!




4. SETTING MODE (MACHINE SETTING)

You can adjust machine setting in this mode.

HOW TO ENTER THE SETTING MODE

Open bottom front door. There are 3 Switches on
the left side. Press and hold the SERVICE Switch
more than 2 seconds to enter the SELECT MENU.
Screen shows MACHINE SETTING, DATA
CHECK and EXIT. Move cursor using METER or
RESET switch to select MACHINE SETTING then
press SERVICE switch to go to SETTING MODE.

2 DATA CHECK
3 EXIT

FACTORY DEFAULT
@ @ @ PRESS AMD HOLD THE RESET
METER RESET BERVICE | SWITCH THEN RE-POWER ON THE
COIN IN ARNI CIPERE LARGECAMILE GAME TO RESET TO FACTORY
il e DEFAULT SETTINGS.

FUNCTIONS OF 3 SWITCHES DURING GAME MODE (NORMAL)

METER SW = Volume Down.

RESET SW = Volume Up. Press hold over 2 seconds to clear Error code.

SERVICE SW = Press once to add one credit. Press and hold over 2 seconds
to go to SETTING MODE.

NOTE: MACHINE DOES NOT PAYOUT 1" SMALL CAPSULE DURING FREE CREDIT PLAY

FUNCTIONS OF 3 SWITCHES AT SETTING MODE

METER SW = Change Sefting number down.

RESET SW=  Change Setting number up.

SERVICE SW = Advance the FUNCTION # by hitting the Service Switch.
After you change Setting number, hit the SERVICE Switch
until end of Functions to return to the regular game mode.

PLEASE SEE NEXT PAGE FOR SETTING TABLE.
8




There are 12 settings in SETTING MODE. Refer below.

Default = 40%) Based on price of Prizes. i PN RES N
(See #9 below) CREDT RATE s_ 080
SHOOTS SHOO

10%, 15%, 20%, 22.5%, 25%, 27.5%, 30% SHOOT TIMER 2080
32.5%, 35%, 37.5% 40%, 42.5%, 45%, 47.5%, FREE GAME o
50%, 55%, 60%, 65%, 70% and 100% SIGNAL>>GRT NORMAL

02: CREDIT RATE WINGASE ~  LARGE ONLY
” LOSE PRIZE A =]
(Coin chute setting. 4 settings. Default = 50c) EXTRA GAME OFF

25¢, 50¢, 75¢ and 100¢ (=%1.00) >>>1,2, 3and 4 mins 1 play.
. NDTE Coin mech. must physically changed.

03: SHOOTS (How many times to shoot the rope per game. 4 settings. Default = 1 shot)
1 shoot, 2 shoot, 3 shoot and 5 shoot

04: NO PRIZE (When Hopper is malfunctions or empty. 2 settings. Default = REPLAY)
REPLAY or STOP with error code

05: SHOOT TIMER (Auto stop timer. 3 settings. Default = 20 seconds)

10 seconds, 20 seconds and 30 seconds

06: DEMO SOUND (Attract sound. 2 settings. Default = ON)
ON or OFF
07: FREE GAME (FREE PLAY. 2 settings. Default = OFF)
OFF or ON (Payout 3" Prize when WON. 1" Prize does not paid out during FREE PLAY)

08: SIGNAL>>CRT (Monitor Setting. 2 settings. Default = NORMAL)
NORMAL or REVERSE
09: PRIZE PRICE (Prize Value setting for 3" PRIZE. 30 settings Default = $1.25)

50¢, 75¢, $1, $1.25, $1.50, $1.75, 52, $2.25, $2.50, $2.75, $3.00, $3.25, $3.50
$3.75, $4.00, $4.25, $4 .50, $4.75, $5, 36, $7, 58, $9, $10, $12.50, $15, $17.50
$20, $25 and $30.

10: WIN CASE (Payout setting of Prize when WON. 2 settings. Default = LARGE ONLY)
BOTH or LARGE ONLY (Payout Both 1" & 3" or 3" only)

11: LOSE PRIZE (When to payout 1" Prize. 2 settings. Default = AFTER)
BEFORE or AFTER (GAME)

12: EXTRA GAME (DO NOT USE)



5. AUDIT MODE (DATA CHECK)

Press SERVICE switch to go to SELECT MENU.

Then press METER or RESET switch to select SELECT MENU

DATA CHECK. Then press SERVICE switch to .

go into DATA CHECK mode. 1 MACHINE SETTING
2 DATA CHECK

This is AUDIT MODE. You can check your income, 3 EXIT
Payout % and more detail information.

COIN IN: Income of machine.
BIG PRIZE OUT: Total amount of Large Prizes paid out.
PAYOUT: % of PAYOUT.

PLAY: Total number of plays. AR
WIN: Total number of WINs. g:ﬂj} _'_f'f?E i 3. 1250
LOST: Total number of losses e 51,:,.,;5,{'-1‘.-;:
PLAY ]
Press METER or RESET switch to move cursor Eﬂ’gf
to EXIT. Then press SERVICE switch to go back to

SELECT MENL. DATA CLEAR

if you want to clear all AUDIT data, press METER or RESET switch to move cursor to
DATA CLEAR then press SERVICE switch to clear all audit data.

NOTE:
1" Prize payout is not included in calculation of payout %.
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6. SPECIFICATION OF PCB

MAIN PCB

GO GO COWBOY
Part#: 57-10-001

GAME CARTRIDGE
GO GO COWBOY
_ PROGRAM Part#: 57-90-850
- EP-ROM
e o p—
GAME CARTRIDEE

EDGE CONNECTOR (56 PINS) >>> NOTE: Not "JAMMA" pin layout.

No. FUNCTION Vo | No. FUNGTION WO
1 GND = F-1 GND .

2 | GND = B | GND -

3 | +8v N | C | +8V N
4 | BV N | D | &V N
5 | NC. - E | NC =

L] +12V N F 412V N
T NOT USED - H NOT USED

8 | NOT USED f J | NOTUSED F

9 | NOT USED - K | NOTUSED [ -
10 | NOT USED - L | NOTUSED | -
11 | SPEAKER (+) OUT | M | SPEAKER{—) ouTr
12 VIDEDQ RED ouT i | VIDED GREEN ouT
13 VIDEC BLLUE ouT P VIDED SYNC ouT
14 | VIDEO GND OUT | R | NOTUSED .
15 | NOT USED = S | NOTUSED e
16 | NOT USED % T | NOTUSED i
17 | NOT USED i U | NOTUSED .
18 | NOT USED - V | NOTUSED .
18 | SHOT (PUSH) 5W N W | SHOT LAMP IN
20 | HANDLE (COIN) 5W IN X | COININ COUNTER METER OUT
21 | PRIZE COUNT SW, 1" IN | Y | PAYOUTCOUNTER 1" N
22 | PRIZE COUNT 5W, 3" IN Z | PAYOUT COUNTER, 3" IN
23 | TESTSW IN | a | MOTOR SIGNAL DO, 1" N
24 | RESET SWITCH IN | b | MOTOR SIGNAL D1, 1° IN
25 | SERWCE SW IN | ¢ | MOTOR SIGNAL DO, 3" IN
26 | NOT USED - d | MOTOR SIGNAL D1, 3" IN
27 | GND - e | GND -
28 | NOT USED - f | NOTUSED .

-l
=,




MOTOR PCB,TAB428K (For Hopper Assy)
Part#: 41-20-176

D connector (7 pins) 'f
No, FUNCTION e}
1 DATA 1 1]
2 DATA 2 IN
3 +EVDC IN
4 +24NDC IN
5 +24NDC IN
B GMND -

T GHND

12

M connector (2 pins)

No.| FUNCTION Vo
1 MTR+ ouT
2 MTR- ouT




7. TEST MODE

There are 5 settings (I/O, COLOR, CROSS HATCH, SOUND and MEMORY TEST)

HOW TO ENTER THE TEST MODE

Press and hold all 3 switches (SERVICE, METER and RESET Switches) at same time
in GAME MODE about 3 seconds to go to TEST MODE.
After TEST MODE, press SERVICE Switch to select each test menu.

oo INPUT TEST

Screen display each device name. Letters "OFF" EHEEEBLS}EF?EH

will change to "ON" when each device is activated [Bdads

manually METER SWITCH

. RESET SWITCH

You can test following devices. 1/2" PAY SENSOR
3/ 4" PAY SENSOR
COIN IN SENSOR

COUNTER METER TEST

Press following switch and button to count up each counter,
METER SW = Count up the 1" Hopper payout counter meler.
RESET SW = Count up the 3" Hopper payout counter meter.
SHOOT (Push) button = Count up the Coin In counter meter.
Also SHOOT (Push) button Lamp will turn on when it is pressed.

COLOR TEST & CROSS HATCH g

Use these when you have
Meonitor color and Size
adjustment.

SOUND TEST

Press SHOOT (Push) button to SOUND TEST
tput each different d and ic.
output each different sound and music SOUND NoXx

MEMORY TEST
Select this mode and screen shows result of memory test on MAIN PCB.
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8. ERROR CODE

When Malfunction of game or no prizes, ERROR CODE will be displayed. Refer below.

SMALL CAPSULE EMPTY

Prize of 1" Hopper is empty or Prize count switch on 1" Hopper unit does not activate.
Check Prize count switch wire to make sure it is not bent or loose. Or check for a
broken Capsule in hopper that may be the cause of no payout. Remove broken
capsule.

SMALL CAPSULE ERROR

Prize count switch on 1" Hopper is stuck. Usually 1" Prize or broken capsule
jammed at Prize count switch is the cause of this error. Remove the broken capsule,
then check function of Prize count switch.

BIG (LARGE) CAPSULE EMPTY

Prize of 3" Hopper is empty or Prize count switch on 3" Hopper unit does not activate.
Check Prize count switch wire to make sure it is not bent or loose. Or check for a
broken Capsule in hopper that may be the cause of no payout. Remove broken
capsule.

BIG (LARGE) CAPSULE ERROR

Prize count switch on 3" Hopper is stuck. Usually 3" Prize or broken capsule
jammed at Prize count switch is the cause of this error. Remove the broken capsule,
then check function of Prize count switch.
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WARRANTY

Limited warranty, Repair and Return Policy

Sammy USA Corporation warrants all products to be free from defective materials and workmanship
for a period of thirty (30) days from the Sammy USA Corporation invoice date unless otherwisea
specified in writing by Sammy USA Corporation. The extent of this warranty applies to all electronic
assemblies only, and does not include lamps and fuses.

This limited warranty is invalid for any product that upon examination, is deemed to have been subject

to misuse, improper repair or installation, neglect or violation of specification or other instructions
published by Sammy USA Corporation.

There are no additional warranties described above.,
The limited warranties described above shall be in lieu of any other warranty, express or implied,
including but not limited to any implied warranty of merchantability or fitness for a particular purpose.

Return Merchandise Authorization

1. Contact your authorized Sammy USA distributor to receive a Return Merchandise Authorization for
return.

2. You must obtain RMA numbers from Sammy USA Corporation through an authorized Sammy USA
distributor. Please have your serial number available when calling for RMA number.

3. All items must have an RMA number marked clearly on the outside of the package.

4. Products must be shipped prepaid. Products returned without an RMA number will not be
accepted.

5. Credits to accounts are subject to inspection of products for damage and suitability for resale.
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