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1.Game Assembly and Setup

1.1. Tools Required

You will need the following tools for setup:

T pkyé a201S0 oNByOK
1 Utility knife

1 Wirecutters

1 Scissors

1 Small bubble level (sid®-side and incline)
i Someone to help you

1.2. Game Dimensions

Shipping box (h x w x dp6 x 32 x 32 in

Folded (h x w) 55 x 29 in

Setup with topper (h x w x dP0 x 29 x 55 in
Setup without topper (h x w x d)75 x 29 x 55 in

=A =4 -4 4

1.3. Parts List

Part(s)

O
<

Set of coin door keys

Pre Assembly Note

Tilt plumb bob

Back box (head) bolt

Pinball legs

Pinball leg levelers with nut

Felt leg protectors

pkyé¢ KSFRSR LAYyoOlff fS3

Pinballs

t 2SN OFofS 6fAyS O2NRU
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Replacement servo

N/A Sticker replacements
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1.4. Rubber Rings

Playfield Rubber Rings
Qty. Ring Size
5 2 Y2in
5 4D
4 3/8in
2 Y40D
2 Thick black post cover

| Notice |
Need to report a code bug in Beetlejuice? You can send an email direstywice @spookypinball.com
gAUK GKS &adzoeSOG &/ 2RS . dAa¢
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1.5. Assemble Your Game

1.5.1. Assembly preparations

Notethatd ¢ w! / Y ¢ 1 L{ { an%he game bdxThwsAnditaked tie BdRom of the
cabinet rests on the pallet.

Vi.

Vii.

©O0O0000000000D00D0ODO0O

Please take a minute to inspebie boxto make surehere is noexternaldamage to the game
before opening the box.

In order to remove theopperF NB Y ( KS 3| ‘4 Bak of igedrn@istb cuy/tts: SR
innerstraps on the outside of the bdkat secure the topper to the machine.

Remove the two hard protective corners from the front and back of the topper.

Remove the topper box. Warning that it is heavy.

Use the wire cutters to cut the remaining two straps on the outside of the box.
ATTENTIONBe careful there is some tension dretstraps and may release with force.

Now, dide the box offthe game.Kneel down, andrdm the middle of the box lift straight upf
you donot have the ceiling height to remove the box, cut down $ige of the box with a utility
knife and ¢peek it off.
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vii.  Now that the box is off the game, remove the leg box from behind the stfapated on the
back side underneath the heafet it aside for now.

ix.  Cuttheremainingtwo straps that securgthe game to the pallet.

DO NOT CUT TISERINKVRARIUST YETHE HEAD WILL SLAM TO THE GROUND AND CAUSE SEVERE
DAMAGE.
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é : . WRAP WITH GAME i

~ GTANDING ON END. o

: THE HEAD WILL

e SLAM TO THE GROUND

AND CAUSE SEVERE

DAMAGE.

X.  Using your utility knife, gently cut thtape that holds thecardboardaroundthe top of the
cabinet Three separate pieces will need to be removed.
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i.  Cutthe two corners of the box (where it is taped) that are secured to the pallet. This will help
later on, when it is time to set the game down

1.5.2. Install and level the front legs

i. Locate the leg bothat you set to the sidearlier. Open the box andemove the 4 legs, 4 leg
levelers, 4 felt protectorsAND the set of keys.
ii.  Because they can easily get lost during this process, take the set of keys over to the machine and
place one of the keys into the coin door.
iii.  Before the legs go on, you must put on the leg levelers. Starting with the frontiagd,screw
the leveler into the whole on the end of the leg and hand tightgorodky recommendscrewing
the levelers all the way into thigont legs(note that the back legs will be leveled diffferntly)
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iv.  Removeor fold backhe protectivefoam and shrink wrapaterial from the game to access the
leg bolts.

v. laAiAy3a I RNRtf 2N pkyé apirpnstie franNEiyadkight &l 2 S G K
the machine.

vi.  Before thefront legsareinstalled on the machine, you need to add the felt protestdine up
the holes on the felt protector tthe correspondingholes on the legs. To ease installation,pre
bend the leveler to the shape of the leqRepeat for the other front leg.

vii.  Run 2 leg bolts tlmughthe aligned holes on thkeg andfelt protector. Hand tighten before
usinga drill or wrencho ensure the bolts are TIGHTLY secured.
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i. Repeat the previous step for the second front leg.

| G Caution |
Improperly tightened screws may cause leg movement and-terrg damage to the cabinet.

1.5.3. Install and level the back legs

i.  Next you will setthe game on its front two legsstand between and take hold tife installed
legs andower the gameslowlytoward you
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\_.

iii. Itisideal to have a second person to help you lift the machine, but if you are alone, you will
want to lift the back of the machine ontossat of achair or stool.
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iv.  Remove the leg bolts (4) from the back of the machine.
v.  The process fasecuringthe two legsto the back of the machine are nearly identical. However,

to get the desired pitclaround 6.8degrees, Spooky recommends that you set the leg levelers
on the back legs at aboit 8¢ of the way through the leg itse{fis opposed to all the way
through on the front legs)

vi.  Addthe felt leg protectorsaand properly tighten the leg bolt® both back legs.
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vii.  Lift the machine enough so that you can kick the chair or stool from under the meanihset
the game down.
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viii.  With a pair of scissors or a utility knife, carefuynove the remaining protective foam and
cardboard material from the machin¥ou do not want to cut into or damage the armor or the
decalsonthe game.

ix. Peel the plastiprotective layers off the topper that comes with your game.

X.  Fold up the head from the game. Make sure to feed the tube filled with wire between the head
and the cabinet through the holes as to not crush the tube between the head and the cabinet.

xi.  Make sure the latch on the backside of the game is secured so that the head stays locked.

1.5.4. Access the playfield

i. WSOASSG YR NBY20S (KS GAFROMPIAYBE[ yt2!0/SY LikKD Ga !'A¢a9
to the glass.
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1.5.5.

*“**REMOVE ALL
PACKING MATERIAL
FROM PLAYFIELD

BEFORE
POWERING
MACHINE ON***

[0 Foam wrapped around Sandworm
[J Foam under Sandworm
[0 Foam on Sandworm Fin
[J Foam in front of Beetlejuice
[J Tape on Bridge
O Tape on Dante
O Tape on Gargoyle

-60

EETLEJUICE
R

o P \mm
'/ STRENGY

e

Then remove the foam padded protection, two on the left side and two on the right sfdbe
game

Install the pinballs

To nstall the pinballsyou will first need to remove the lockdown bar and then the glass.
Locate thesetof keys from the leg box and open the coin d@¢gpou may have already done this
in an earlierstep).

Reach inside the cabinet talatch the lockdown ba The latches arbcatedon the left and
right side on both sides of th&rame of thecoin door.
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iv.

v.  Close the coin door and remove the glagspulling it towards you. Set the glass down on a
piece of cardboard or blanket. BVERet the glass down on concrete.
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vi.  Remove all the foam and tape frotine mechanismgSandworm, Sandworm Fin, Beetlejuice,
Bridge Dante, and GargoyBEFORE you turn the game on.
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vii.  For the Beetlejuice mechanism, grab hold of Beetlejuice with one hand and fit your index finger

into the foam, lift Beetlejuice up and away from the foam. Then, pull the foam out.
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viii.  Remove the pinballs from the leg box. Please take a moment to exahgnefor any nicks or
scratches. Alsdhis is a good time to wipe them affith a microfiber clottbefore installing
them into the game.
ix.  Place the pinballs on the lower playfield and let them naturally fall into the trough. Please install
all 6 balls that come with the game.
Xx. IMPORTANPitch and leveMUSTbe followed br the Beetlejuicdayoutto function properly
The pitchshould beset to right arounds.8 degrees.
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xi.  The playfield should be level (sitte-side).
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xii.  Side the glass back on, place the lockdown bar on and relatch the lockdown bar (left and right

side). Close the coin door.

1.5.6. Power up the game

i. Locate the power cord in the leg box apldig inthe female end into the receptacle on the back
of the basecabinet, and the male end into your outlet.
ii.  Turn the switch on (under the bottom of the cabinet) theright front side). Please take this
moment to check foproper function for the basics of the machine.
iii.  If the machine does not seem to function properly retes troubleshooting section in thi
manual, or contacservice@spookypinball.com

G CAUTION!
YOU ARE WORKING WITH SENSITIVE ELECTRONIC MATERIALS. PLEASE USE CAUTION!
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1.5.7. Install the Tilt Bob

The tilt plump bob (hereafter referred to as tilt bob) is a me@he that when it makes contact with the

ringitisinsideofg At £ AaadzS F ¢Af G 2 NI Ay eils will Shik g akd LIS G SR
the player will lose their current ball.

i.  Toinstall the tilt plump bojopen the coin door on thé&ont of the game.

ii.  Onthe inside left of the base cabinet you will fintbag metal rod inside a metal closed hoop.
Insert thenarrow end of the tilt bob onto the metal rod and théighten the nut on the side of
the tilt bob.

The firther up the metal rod you go, the less movement willfeeessary to tilt the machine. After
playing a couple of gameg®u can adjust this to your liking.

1.6. Catastrophic Failure

{2YSGAYSa GKAy3a 32 NBlItfte oFRX @2dz2NJ 3+YS g2y Qi f

SNNBENE 2NJ &2dzQff aSS I 3INIe& .Lh{ &AONBSYy 2N az2vysS 2
YAIKEG Ffaz2 2dzad 6S || LINROfSY ¢ AKX I K\E3 & pavBiceNINBE Y A

will get you back to a working state and then you can update to the latest code as normal.

To Restore the Beetlejuice image

i. Download the Restore Image from https://www.spookypinball.com/game
support/BeetlejuicéGameRestore Instructions.

ii.  Unzip the contents of your download and copy to a new, or freshly formatted USB drive

iii. Safely eject the USB drive once the file transfer is complete

iv.  Plug the USB into your game (direct into mini pc or into coin door USB extension is fine) while it
is off and turn it on to start the process, it should automatically start.

v. ,2dzQfft asSSsS a/t2ySTAftftré FyYyR AG gAfft G11S F FlFA
reboot menu with three options (Power off, Reboot and CMD), just turn your game off, unplug
the USB and turn the game on again

vi. It should load the base image and only the service menu will be accessible. You can then
download the latest game software version online, and install the update following the normal
update procedure

1.7. Update instructions

To Update to the latest version of Beetlejuice
i.  Retrieve the latest code package from the link on the Spooky Support page.
ii. Load the file onto a USB flash drive (do not place it inside any folders on the drive).
iii.  Safely eject the drive, and insert it into the pinball machine, using either the USB port behind
the coin door, or plugging directly into the PC in the head.
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1.8.

With the game booted and on the attract screen, enter the service menu (green button inside
coin door), and navigate to SYSTEM > UPDATE SOFTWARE > (choose your code version). If you

do not see your code version there, try unplugging anglugging the USB drive, and hit

REFRESH in the service menu. When you select the desired version, the game will begin

updating, and the play field lights illuminate in yellow. When the update is complete, the play

field lights turn green.

Power the game off for a moment. When you turn it back on, the game will take a few minutes

to make backups and finalize the update. Allow the gamfelty boot into attract mode,
otherwise the game will revert back to the previous code version the next time it turns on.
Note: You may keep several versions of code on the USB drive and ¢heasenu which to
install.

Maintaining Your Pinball Machine

Spooky Pinball recommends that you regularly perform seteghtenance routines. These
maintenance routines focus dhe important areas within your machine.

1

=4 =4 4 4 -4 4 -4 -8 -9

Remove the glass to visually inspect the playfielddose connectors, warn rubbers, cracked
plastics, andiebris that may have collected.

Eject the pinballs and inspect for ball damage. Reptadaalls, if necessary. Coil dust at the
bottom of the cabinet suggests coil stop damage.

Examine the inside of the cabinet for bulbs and otleese parts.

Use a pinball to check all playfield switches.

Review the game audits.

Run the diagnostics.

Adjust the tilt bob, if necessary.

Verify that the latest software version is installed.

Replace worn or dirty rubber parts.

Use an ammonidree glass cleaner to clean tipdayfield glass.

Use a norabrasive cleaner (like NOVUS 1: Cle&h#e) to clean the plastics.

| Notice

Need to report a code bug in Beetlejuice? You can send an email diresdyioe @spookypinball.com
GAGK GKS &adzomeSOod a/ 2RSS . dAat
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Chapter 2

2. Layouts and Schematics

2.1. Playfield Underside

25| Spooky Pinball



2.2.

Cabinet Bottom
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2.3. Coin Door z Angle 1
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Spooky Pinball
Tech Support
815-541-4940
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2.4. Coin Door z Angle 2
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2.5. LCD Display

&e & —

2.5.1. LCD Display Recommended Settings

(Access using Display Adjustment Panel board to the left of
OEA AEODPI AUGO AOEOAO Al AOAQ
Brightness- 40%

Contrast- 80%

Gamma- On

Note: Audio jack plugged into left port for UP Board Mini PC)
Screen Size: 27 Inches

Display Resolution Maximum: 1920 x 1080

Display Brand: VSDISPLAY

Connectivity Technology: VGA, DVI, HDMI

Display Type: LCD

About This Item:

Compatible With: 27inch 1920x1080: TPM270WRYN1
HDMI DVI VGA AUDIO LCD Board for LVDS Interface LCD
Screen

Video Input: HDMI DVI VGA

Audio Input: HDMI

Audio Output: Speaker Connector

Recommend Power Adapter Spec.

Input Power Adapter: 12Vdc More than 2A.

(VSDISPLAY Power Adapter, AC 1@V Input to 12V DC,2A
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Output, Power Supply, US Plug, Fit SC24\202000U jhdap024u
120200baa, Fit for All Types of VSDISPLAY LCD

Controller Board)

Goes into Standby Mode When No Input Signal Standby Mode
power usage <1W.

Display Packing List:

1x HBMI VGA DVI LCD Controller Board M.NT68676.3 (new
version)

1x Inverter Board

1x LVDS Signal Cable

1x Keyboardvith Cable

Note: There is No Power Adapter in the Display Packing List

2.6. Large Power Supply

| 50v Power

Large

A
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2.7. Small Power Supply

Ground
120v

Ground ‘ o e 12v
120v b —=———— Ground

Neurtral ~ =~} - ,,
- ROoee ‘ : SV
120 N — *
Live
o«
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2.8. Shaker Motor

2.8.1. Adjust Shaker Motor Vibration

To Adjust Shaker Motor Vibration
i.  With the shaker motor cover removed, locate the taounterweights on each side held in place
with a hexscrew
ii. Loosen the hex screw. You will be able to rotate acbanterweight.

Shaker Motor Settings:

1 Both weights in same direction = Strong Shake

1 One weight at a 9@legree angle as shown jiinoto = Medium Shake

1 One weight at 18@legree angle from the otherounterweight = Low Shake
iii.  After you have made the adjustments, ensure the Besews are good and tight.
iv.  Replace the protective cover.
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2.9. Shaker Motor Board
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2.10. Shaker Motor in Cabinet
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2.11. Service Outlet
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2.12. Right Side Flipper in Cabinet

36| Spooky Pinball



2.13. Left Side Flipper in Cabinet

00 NOT Bt s

37| Spooky Pinball



