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» Customer Wins this key in a This is the opeator key. It is

" capsule crane. Each key is inserted into the key gap and
numbered to acorresponding allows the key to be removed.
door 1,2,3,4,5 Whatever key An operator will replace the
they win, accesses the prize.  missing prize and remove
Once the player opens the this key.The operator will

y ; * door, the key is locked in place the key again into a

¥ { ) ) place and cannot be removed capsule to be won again.

y < without an operator key.
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Candy House (Shown)
(Not Included)
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