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I. GENERAL 

CRASH is a one or two player skill 
game in which players drive a car 
around a five lane square track 
while avoiding collisions with com­ 
puter controlled drone cars. Play­ 
ers score points by driving over 
speed dots marked on the traffic 
lanes; players avoid collisions by 
changing lanes at the four traffic 
interchanges, and by using the FAST 
button to beat drone cars to inter­ 
changes. 

CRASH has three coinage options. 
After the player inserts his coins, 
play instructions and the day's 
high score appear on screen. An 
optional TOP THIS SCORE feature 
gives a replay to the player who 
beats a random score. 

The operator selects the number of 
crashes (turns) per play: 2, 3, 4, 
or 5. 
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II . NORMA L OPERA TION 

A. Attract Mode 

When the gam e is first turned on, 
the words GAM E OVER will flash on 
screen. Also on screen will be 
TODAY'S HIGH SCORE followed by a 
score which changes with each new 
higher score attained throughout 
the day. When the gam e is turned 
off, the high score is reset to 
zero. 

Also displayed on screen, at the 
operator's selection, wil l be one 
of the foll owing: 

COIN PLAY 
2 .......•......... 1 

or 

COIN PLAY 
1 1· 
2 2 

or 

COIN PLAY 
2 1 
4 2 

CRASH also has a coin accumulator 
(credit counter) so that a player 
can buy a number of games in ad­ 
vance. 
While in the attract mode (no cred­ 
its, no game in progress) the game 
plays automatically. 

B. Introduction Mode 

When a player deposits a coin, the 
following message comes on screen: 

CHANGE LANES TO AVOID 
CRASH WITH OTHER CARS 

1 0 POINTS FOR EACH DOT 
BONUS POINTS IF ALL 
DOTS ARE ELIMINATED 

CREDITS N 

TOP THIS SCORE FOR CREDIT 

M 

Here, N is the number of games in 
the credit counter, and M is a 
random score used by the TOP THIS 
SCORE feature. At the opera tor' s 
option, CRASH awards one extra game 
to any player who matches or ex­ 
ceeds the score M. 

c. Game Play 

When a player presses one of the 
two START buttons (after coinage), 
a fanfare tune signals the start of 
play. The player's car starts at 
the bottom center of the screen (in 
the outer lane) and moves counter­ 
clockwise. One drone car starts at 
the same place, moving in the oppo­ 
site direction. 

The drone car tries to crash into 
the player's car. The player must 
avoid crashes by changing lanes at 
interchanges; he uses the FAST but­ 
ton to reach an interchange before 
the drone car. 

When the player's car drives over a 
speed dot, the SPEED BEEP sounds 
and the dot disappears. At game 
start, each dot scores 10 points; 
if the player clears all the dots 
in a single turn (without crashing 
into the drone car) the playfield 
is reset, and all speed dots score 
20 points. Each successive time 
the player clears all dots, the dot 
score goes up: 20 points, 30 
points, etc. 

The number of drone cars increases 
with the point value of the speed 
dots. At game start ( 1 O points per 
dot) only one drone opposes the 
player; at the next level (20 
points per dot) two drones oppose 
him. At all succeeding levels ( 3 0 
points and above) , three drones. 

A turn continues until the player 
crashes into a drone car. The mes­ 
sage display in the center of the 
screen shows turns remaining, by 
displaying one car for each crash 
(turn) left, not counting the cur­ 
rent turn. 



III . SELECTABLE OPTIONS 

CRASH has three switch selectable 
options. These are controlled by a 
seven segment DIP switch located on 
the main logic board at position 
14A (see Figure 2, item 6). This 
switch is acccessible from the 
front of the game though the coin 
door. 

Following are the options and the 
switch settings for their selec­ 
tion: 

VOLUME 

CRASH 

SPEED BEEP 

SKID 
A. Coinage switch switch 

4 5 

2 Player - 1 Coin ON ON 

1 Player - 1 Coin ON OFF 
2 Player - 2 Coin 

1 Player - 2 Coin OFF ON 
2 Player - 4 Coin 

B. Crashes (Turns) switch switch 
6 7 

2 Crashes ON ON 

3 Crashes ON OFF 

4 Crashes OFF ON 

5 Crashes OFF OFF 

C. TOP THIS SCORE switch 
3 

Credit awarded for OFF 
topping score 

Credit not awarded ON 
for topping score 

IV. AUDIO ADJUSTMENTS (Figure 2) 

MOTOR -- 3 pots: 

R52=high frequency 

R53=low frequency 

MUSIC 

R16=volume 

-- 1 pot: 

R63=volume 

-- 1 pot: 

R66=overall volume 

1 pot: 

R29=volume 

1 pot: 

R39=volume 

2 pots: 

R47=frequency 

R49=volume 

Figure 2: Audio Board Adjustments 

1 R52 MOTOR 
2 R53 MOTOR 
3 R63 MUSIC 
4 R66 VOLUME 
5 R29 CRASH 

6 DIP SWITCH 
7 R3 9 SPEED BEEP 
8 R49 SKID 
9 R47 SKID 

10 R16 MOTOR 



V. POWE R SUP PLY ADJ USTM EN TS 

1. Connect a voltmeter to the +5 
and ground traces on the logic 
board. 

2. Adjust the power supply potenti­ 
ometer for +5.0 + .1 VDC (see 
Figure 3). 

Adjustment 
potentiometer 

Figure 3: Power Supply Adjustments 



VI. MECHANICAL ASSEMBLIES 

NOTE 2. Open the coin door. 

Each CRASH game has one of two 3. Reaching up through the coin 
control panels: door, remove the wingnuts f rem 

the four carriage bolts that 
A single metal plate, held by hold the control panel down. 
four carriage bolts (early 
production). 4. Lift the control panel up from 

the cabinet and set it on edge, 
A large metal plate, hinged at so that you can reach its 
the bottom (late production). underside. 

5. Check all terminal connections 
A. To Service Early Production to the pushbuttons and the four- 

Control Panels (see Figure 4). way joy stick. 

1. Unplug power cord. 

4 
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Figure 4: Control Panel (Early Production) 

1 Carriage bolt 
2 Start buttons 
3 FAST button 

4 Control panel 
5 Four-way control 
6 Control harness 



B. To Service Late Production 4. Open the coin door. 
Control Panels (see Figure 5) 

5. From the front of the cabinet, 
1. Unplug the power cord. pull the control panel out and 

down; let it rest on the open 
2. Open and remove the back door. coin door (see Figure 5). 

3. From inside the cabinet, remove 6. Check all terminal connections 
the three control panel nuts to the pushbuttons and the four- 
(see Figure 7). way control. 
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Figure 5: Control Panel (Late Production) 

1 Control panel 4 Main harness 
2 Start buttons 5 Four-way control 
3 Control harness 6 Control stick 

7 FAST button 



C. To Service the Four-Way Joy 
Stick 

The fo ur-way joy sti ck is mounted 
on the control panel with four long 
screws and standoff spacers. Four 
pairs of spring steel cup washers 
surround the control stick, between 
the control panel and the top plate 
(see Figure 6). These cup washers 
bear against a disk welded to the 
control stick, and push the stick 
towards its center (rest) position. 
Four leaf switches on the bottom 
plate (activated by the control 
stick) signal lane changes to the 
logic boad. 

To serv ice the control: 

1. Unplug the power cord. 

2. Open the control panel ( see 
above). 

3. Check the harness connectors to 
each leaf switch. 

4. Check the throw of each micro­ 
switch; the control stick should 
activate, but not bottom-out 
against, each switch. 

5. If necessary, adjust leaf switch 
thr ow by carefully bending the 
switch actuator with a long-nose 
pliers. 

Figure 6: Four-Way Joy Stick 

Carriage bo lt 
Control stick 
Control panel 
Flat washer 
Cup washer 
Spacer 
Lo wer disc 
(top plate) 

8 Kep nut 
9 Switch plate 

(bo ttom plate) 
10 Kep nut ( small 

pattern) 
11 Leaf switch 
12 Phill ips screw 



D. To Rem ove the Monitor 

1. Unplug the power cord. 

2. In some cabinets, the rnoni tor is 
not accessible through the back 
door. A monitor access panel 
abo ve the back door is secured 
with four wood screws. 

3. Open and rem ove the back door or 
monitor access panel. 

4. Unplug the harness connector 
from the monitor. 

5. Rem ove the four bo lts from the 
monitor chassis flange mounts. 

6. Lif t the monitor up and slide it 
out of the cabinet. 

E. To Rem ove the Logic and Audio 
Boards 

1. Unplug the power cord. 

2. Open and rem ove the back door. 

3. Cli p the plastic tie wr aps which 
hold the bo ards in their rack. 

4. Disconnect the edge connector 
from the logic board. 

s. Slide the boards out of their 
rack. 

8 
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Figure 7: Major Internal Components 
1 Monitor 5 Interlock switch 
2 Power supply 6 PC boards 
3 Speaker 7 Cash box 
4 In-line fuse 8 Coin door 


