
3401 H. Colifomio Ave. 

Phone 2fi7-il40 

• -~---·,-, . 
. ~ '~ ,',' ". 

FOrt 

H;O .•. EY 

ELECTRONICS, INC. 
SUSSIDIARY OF THE SEEBURG CORPORATION 

Ch,icoso, Ill. 60618, U.S.A. 

Ce~hle Address: Wilcoin 



II 11 HONEY 
4 PLAYER 

GAME OPERATES .~ FOLLOWS: 

CENTER EJECT HOLE SCJ~i!lES LIT VJ,LUB; EI'rHER 1,000 POilfTS, 3,000 

PO HiTS, 5, 000 POINT& OR t•, ~ 'POititfS. VALUE OF CENTER EJECT 

INCltEASES BY GOINU OViiR TOP CENTER ROLLOVER LANE OR BY GOING IUTO 

CENTER EJECT HOLE. MAKING 10,000 POI!iTS IN C~DTER EJECT HOLE RESETS 

VALUE BACK T'O 1,000 POINT3. 

' 

CENTER EJECT HOLE RAISES G~ ,..AEBtf, EX'0iBP1'. WHEN 1,000 POINTS 

IS Lrr. 

SIDE E·JECT HOLE VALUES ING~E iYERY TIME l '1'0 5 ROLLOVER BUTTONS 

ARE MADE. 1 TO 5 CAN BE MADE H GODiG OVI!i Ll\f ROLLOVER BUTTOUS, 

TOP ROLLOVER BUTTOli OR MAKING "A" &c n&tt T~S • MAKING n A tt & "B n 

TARGETS ADVANCE l TO 5 T-E 'l'I'M$$ AND OPUS GATE. 

MAKING nA" & "B11 TARG. WlJ,...t NOT OPEN GATB IF EXTRA BALL LITE IS 

LIT. IF GATE \>lAS Onat BI!WO!\E EXTRA BALL Lli':S WAS MADE '.i:'HEU GATE 

REMAINS OPEl~ UNTIL IT lS MADE OR BALL IS LOST. 



11 HONEY u- POST ADJUSTMENT SHEET 

TO MAKE GAME MORE "CONSERVATIVE" OR 41 LIBERAL"- MOVE POSTS 3/16 11 

t.S SHOWN IN SKETCH BELOW. SPOTTtNG HOLES ARE PROVIDED AND CAN BE 
iEEN ON REMOVAL OF POSTS. 

A-4741 

00 
o9o 

LIB. 

MED. 

CONS. 

DIMENSIONS INDICATED BY ARROWS ABOVE ARE FOR 
SIZES OF RUBBER RINGS. 

ABBREVIATIONS~ 

CONS.- CONSERVATIVE 
LIB.- LIBERAL 
MED.- MEDIUM 

RUBBER RING NUMBERS: 

23A-6300 5/16" I. 0. 
23A-6303 I 1/4 II I. D. 
Z3A-6304 I 1/2 II I. D. 
23A-6305 2 11 I. D. 
23A-6506 2 5/16• I. D. 
23A-6307 2 7/8" I. D. 
23A- 6508 3 3/8 11 I. D. 

23A- 6505 I 1/2" I. D. 

A-4741 REBOUND ASS'Y. 
A-4817R BALL GATE ASS'' 

23A-6327 BALL SHOOTER 
RUBBER TIP 

1 
l6A-404 PA 



t GENERAL 
NEVER EXPERIMENT wit'h any of the mechanism. Locate any trouble 
with the aid of Wiring.0iagrams or Operating 8c Servicing Infor­
mation supplied •1 th the machine, then check for proner adjust­
ment of the units involved before making any changes. Improner 
adjustment or make-shift repair will only cause serious damage 
to other parts of the machine or repeated failure of the oart. 

NOTE: Always look for a oossible loose wire, bad 
connection at a plug and socket, broken or 
unhooked s9rings on step-un units, relays, 
etc., before adjustments are made or wires 
reconnected. 

2. FUSES 
IMPORTANT.: Never re-olace fuse.s with any rating other than snec­
if1ed on the fuse blo.ck; this block is located adjacent to the 
transformer. 

!. LIIII:RICA.t1Q8 
over•lubrieat1on causes tar more trouble in coin operated equin-
m.ent than unde.r-lubrica,.tion. Praetic·ally all cases or poor con­
tact on s•itc~es and w1ner discs are due to oil or grease, or oil 
val)or, whi.cll forms a film or residue on the contacts and will not 
allow curre:nt to pass through. Excess lubricant may also seen in­
to clutches causing them to sli'P• 

IMPORTANT: NEVER USE VASELINE FOR LUBRICATIOll OF ANY PART OF THE 
MACHINE. Vaseline 1s not a true lubricant. It leaves a dirty and 
g~ residue and it be;cqmes very thick when cold. A soecial· Coin 
Machine LUibricant is su"Qplied with each machine. 

S'mP•UP Levers; RJltcbets, Cams, Shafts and other sliding or os­
cillating -parts sh.e>uld })~ 'Vei"Y.ligbtly greased w.i th soecial Coin 
Machine Lubricant <·sut:>~lted with lllachine) not oftener than every 
six months. iJ.'he \:):aket~t~ d;iscs (biscuits) on the Motor Units and 
Steo-U'O Units will reqai~ lubri.eation with the soecial Coin 
Machine Lubricant only titter the g~ase ls.com;>letely -evanorated 
(3 to 12 months, de"Oendii~g on climate) or when the film of grease 
becomes dirty. In either event, clean the -parts thoroughly with 
a sol•ent, then a~ply an extremely thin coat of the soecial grease. 

Solenoid Plungers should not have a lubricant of any kind. 
Should there be a slu~gish tendency or if olunr.ers are sticking, 
the oarts should be cleaned with a solvent !ln:! .Llaked graohite 
applied on reassembly .. 

SWITCH ADJUSTMENT 
BEFORE ADJUSTING SWITCHES, MAKE CERTAIN THE SCREWS HOLDING 
THE SWITCH STACKS ARE DOWN TIGHTLY. BAKELITE SPACERS IN THE 
SWITCH STACKS, DU:E TO EXCESSIVE MOISTURE, HAVE OCCASIONALLY 
SHRUNK BY DRYING OUT, CAUSING POOR ADJUSTMENT. 



SILlCON BRIDGE RECTIFIER 
PART NO. SA-8741 

1.0 Mft) 

REO--~ 
A.C.SUPPL Y 

ORANGE 
D.C. NEGATIVE 
TO SWITCHES 

I R WIO 
IOOPBt.P 

Df'J 

YELLOW 
A.C.SUPPLY 

SILICON BRIDGE RECTIFlER 
SA-8749 

A.C. SUPPLY~ 
0 

A.C. SUPPLY-------

G-Y-W 

THE FUNCTION OF THE RECTIFIER AND CAPACITOR IS TO COUVERT THE 
ALTERNATING CURRENT (A.C.) TO DIRECT CURRENT (D.C.), SUPPLYING D.C. 
TO THE Bill!PERS, KICKERS ETC. 

THE BRIDGE RECTIFIER SHOULD PRACTICALLY NEVER NEED REPLACING, 
AS IT IS RATED WELL OVER THE VOLTAGE AND CURRENT REQUIREMENTS OF 
THE COl-iPONETS IT SUPPLIES. 

IF, HOWEVER, THE 15 AMP 24 VOLT FUSE ON THE MECHA]HSM PANEL 
OPENS, IT COULD BE DUE TO A FAULTY RECTIFIER. DISCONNECT THE A.C. 
INPUT TO RECTIFIER, REPLACE FUSE, AND RECHECK. 

IF THE 10 AMP FUSE LOCATED NEXT TO THE RECTIFIER OPENS, CHECK 
ALL D.C. COMPONETS I.E. BUMPERS, KICKERS ETC. FOR SHORTS. 

EITHER ONE OF THE ABOVE RECTIFIERS MAY BE USED. 

3 



10~ Adiustmenf 

PROVIDES 
1, 2 OR 
3 PLAYS 
FOR ONE 
COIN. 

PROVIDES 2, 3, 4, 5 
OR 6 PLAYS FOR 25~ • 

SUGGESTED SCORE CARDS 

REPLAY 
5 BALL-------------404-15 
3 BALL-------------404-6 

EXTRA BALL 
5 BALL--------------404-29 

4 3 BALL--------------404-23 

2-Coins 

!-Coin 

ON 

OFF 

IN "2 COINS FOR 
1 PLAYn, CIRCUIT 
TO COIN RELAY 
PASSES THRU SW. 
ON ALTERNATOR 
UNIT. 

INSERT PHONE TIP IN 
"OFF" POSITION - CAMS 
CAN BE TURNED BY HAND 
TO CHECK ADJUSTMENT OF 
SWITCHES .. 

MASTER ON·OFF SW. 

(Loco fed und•r fi'Dnf of 
Cabinet} 

CONTROLS POWER 
TO TRANSFORMER 



ADc!USTMENTS IN I!JACKBOX 
HI-Score Adjuslmttnl 

Insert plugs into 10 Point Female at 
desired positions. 
Examples: 

~-RED- ( 11000 to 20000) 

c::::::::t{)-- -BLUE- ( 21000fo .30000) 

c:::=::::d}-- -YELLOW- ( .31000 fo 40000) 

c=:(Jr- -GREEN- ( 41000 ff $O(JOO) 

c::::=:::4)-- -WHITE- ( 510001~ 60000) 

c:::::::()-- -BROWN- ( 61000 IIJ ?0000) 

c:=:®-- -ORANGE- ( 11000 fD 80000) 

c::::=®-- -BLACK - ( 81000 f~ 90000) 

c::::::::t{)-- -GiiAY- { 91000 TO 99000) 

Yellow wire into 3000 poaition scores a.t .3.3000. 
Yell.ov wire into 0000 position scores at 40000. 

ND. 111 /lolls AdjiiSIIPflll NUMBER MA"!CH ADJUSTMENT 

3 BALL--- 5 I ALL 

0 0 
rOFF 

0 

0 0 

0 0 

THIS JACK CHANGES 3 BALL 

In, 'ON' position. a number match Ute wUl 
appear whea game is over. To award replays, 
when number is matched, Extra Ball Adjust­
meut Jack must be in 'Replay' position. In 
'Offt positiou, Number Match is inoperative. 

TO 5 BALL PLAY OR VICE VERSA. 

0 0 

0 0 
IN REPLAY POSITION •••• HI-SCORES AND 

NUMBER MATCH AWARD REPLAYS. 
IN EXTRA BALL POSITION •••• HI-SCORE AWARDS 

AN EXTRA BALL AND NUMBER MATCH SHOULD BE IN 5 
"OFF" POSITION. 



6 

BALL EJECT CAM UNIT 

TO C~GE DIRECTION OF BALL., 
WHEN EJEC:TEii)~ GRASP ••BALL EJECT CAM'• 
WITH LOllG .. li0SED PLIERS (APPROXIMATELY) 
l/4 tt) AliD BEND SLIGHTLY. 

BEliDlNG TO THE LEFT WILL CHANGE 
DIRECTIO:li OF EJECTED BALL SLIGHTLY 
TO THE RIGHT,. AND VICE•VERSA. 

CAUTION 
IF BEND IS TOO GREAT • IT !-fAY 

CAUSE A BIND WHEN "BALI. EJECT CAMtt· 
IS RESTING IN PART #3A•60l5G-6o 3A-6015G-6 
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Co 

CAUTION! 

The playboard on this machine has an im:proved finish with excellent wearing 

properties.. Do not under any circumstances clean the board with water, water soap solu· 

tions or harsh abrasives. Avoid such things as steel wool, kitchen cleansers or abrasive 

hand soap. Water will weaken the adhering of the paint to the board and abrasives shorten 

the board life by ma.ny thousand plays.. A wax base cleaner with negli.gible abrasive 

qualities used lightly, but fre.quently, will extend the board l.ife to its full capabilities.. 

SERVICEMAN 
TO REM·OVE BACKGLASS: 

• WITH BACK DO\OR REMOVED, PULL BACK ON 
BRACKETS AT INSIDE TOP OF LITE BOX. 

• FROM THE FRONT OF GAME, LIFT GLASS 
UP AND OUT . 

. · ' .. ·.' 



LOCATED 014 MECHANtSM PANEL • 

USED IN CONJUNCTION WITH 50 RELAY FOR •2COINS-I PLAY• 
FEATURE. 

tN KOLD CIRCUtT TO 5 t RELAY COIL. 

ENERGIZES COIN RELAY, TKRU 
SWITCH ON 5 t RELAY. 

9 



10 

INSTRUCTIONS fOR COIN TRIP SWITCH ADJUSTMENT 

WIA£ SHOULD 8£ IN CONTACT 
WITH END OF CRESCENT 
OPENING WHEN BlADE 

ADJUSTMENT IS MADE. 

NYLON SWITCH ACTUATOR 

long blade should be in contact with nylon switch actuator and hove o maximum 
overtrovel of 1/32. 

or 
Using a gram gouge, tension of long blade should not exceed 1 0 grams. 

SWITCH . AQ~USTMEHT 

1. For small coins, such os dimes, adjust short blade so that the 'gop' between the 
silver contacts is .045 to .055. 

2 For larger & heavier coins the 'gop' should be .045 to .060. 

3. Do not adjust 'gop' closer than .040. 

POWER TRANSFOB.MER: 

LOCATED 01 MECHANISM PANEL, IT IS EQUIPPED WITH A SECONDARY 
TAP. IF YOUR GAME IS ON LOCATION WITH EXTREMELY LOW LINE VOLT-
AGE, REMOVE LEAD FROM LUG MARKED 24 VOLTS AND SOLDER TO ALTER-
NATE LUG MARKED "EIGHtt. THIS WILL BOOST SECONDARY VOLTAGE 
APPROXIMATELY 2-3 VOLTS. 

LEG LEVELERS: 

ARE PROVIDED FOR TWO PURPOSES - 1ST TO LEVEL GAME ON LOCATION, 
2ND TO INCREASE PITCll FOR GAME PERCENTAGING. IF IT IS DESIRED 
TO SPEED tJP PLAY AliD DECREASE SCORES , RAISE REAR LEG LEVELERS TO 
INCREASE PITCH. 



INSTIUCFIONS FOR AL TIRING COIN CMU'fES 
EQUIPPED WITH A FLIP-OVER DEVICE. 

FOR 1 COIN- FOR 1 PLAY 

FIGURE 1 

OR 2 COINS- FOR 1 PLAY 

FIGURE 1 

II X" "A" II X" "A" 

0 

0 

FLIP•.OVER 
LEVE.R 

"B" 

1 COIN - FOR 1 PlAY (FIGURE 1): 

FLIP-OVEA 
LEVER 

Wire form 11A'' should be in position as shown in Figure 1. Flip-over lever should 
rebound from wire form 11 A 11 and retum to position shown in Figure 1 everytime a 
coin is inserted. All coins pass over the coin trip switch wire 11811

• 

2 COINS- FOR 1 PLAY (FIGURE 2): 

Wire form 11A11 should be in position as shown j,n Figure 2 (see note>. Flip-over 
lever should alternate from side to side. 1st coin should go to cash box without ac­
tuating coin trip switch wire "811, 2nd coin should pass the coin trip switch wire 118" 
and returns flip-over to position as shown in Figure 2. 

NOTE: 

To change from 1 coin play to 2 coin play or vice versa - loosen screw "X'' and 
move screw, bushing & wire form "A11 to position as required - shown in Figure 1 
position as required - shown in Figure 1 or Figure 2. 

When using 1 coin for 1 ploy, wire form "A" should not under any circumstances 
be allowed to enter the ,.Banana" slot and cause binding of flip-over lever. 

11 
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UNIT 
NAME 

RE.PLAY 

BALL COUl'T 

NO. MATCH 

PLAYER 

COIJl 

SIDE ADV. 

THE NOTQA.S IN ALL NEW WILLIAMS PRODUCTS 
ARE UN-CONDITIONALLY GUARANTEED FOR 
I ·MONTHS FROM DATE OF PURCHASE. 

AMY O£FECTIVE MOTORS RETURNE·D DURING THE 
WARRANTY PERIOD WILL at REPLACED FREE OF 
CHA"RGE BV YOUR W·ILLIAMS DISTRIBUTOR. 

IMPORTANT NOTICE 
WHEN 0110£RtNG PA·RTS ALWAYS SPECifY NAME OF 
\tNtT, GAME AND SERIAL NUMHR. lN ADDITION TO A 
CLEAR Df.$CI\tPTIO:N Of TME PAAT AND PART 
NVM8£R 11' .ltOSSt&L£. 

UNIT PART$ LIST 

CONTACT WIPER RATCHET 
MOTORS 

DISC AS$EM8LY GEAR ASSEMBLY 

---------- ---·------- A~400 

c ... 6414 B•7456-6 A-6402-S 

C-6414 ;B-?L!-56-2 A•640l 

c-6417 c-6$21 A-6405-3-
! 

C-6414 B-7456-9 A-6402-3 14A-7805 (60 CYCLE) 

c-6417 B-7456-6 A-0402-15 SCORE MOTOR 

CENTER ADV. c-6417 :8•14.56-8 A-6402-3 14A-7806 {50 CYCLE) 

10 POINT B-7253 A-6294 3C-7272 SCORE MOTOR 

100 POINT ------~--- ---------- 30-7272 

1000 POINT B-7253 A-6294 30-7272 

10000 POINT B-7253 A-6294 3C-7272 

ALTERNATOR -... --------- ----------- 30-7272 



"HONEY" COIL CHART 

NOTICE: 

THIS GAME OPERATES ON 241VOLTS. WHEN ORDERING REPLACEMENT TRANSFORMERS, 
OR METERS ••• MAKE SURE TO SPECIFY CORRECT PART NUMBERS. 

NUMBERS 

14 A-7805 
14 A-7806 

15 A-6771 
15 A-6782-1 

B 6396 

A 22-550 

A 23-600 

A 2-23-750 

B 26-800 

Bl-26-800 

FL 21-375/28-400 

G 22-550 

G 23-750 

M 29-900 

M 29-1000 

M 29-1100 

Ml-31-1500 

XM 27-675 

z 27-1000 

z 28-1150 

z 29-1250 

DESCRIPTION 

CONTROL MOTOR - 60 CYCLE 
CONTROL MOTOR - 50 CYCLE 

TRANSFORMER - 60 CYCLE 
TRANSFORMER - 50 CYCLE 

24 VOLT METER 

SOLENOID COILS 

CO!N UNIT STEP UP 
SIDE ADVANCE UNIT STEP UP 
CENTER ADVANCE UNIT STEP UP 
NUMBER MATCH UNIT STEP UP 
PLAYER UP UNIT STEP UP 
BALL RELEASE COIL 

BALL COUNT UNIT STEP UP 
CENTER EJECT 
REPLAY UNIT STEP UP 

KNOCKER 
LARGE BELL 

BALL COUNT UNIT RESET 
COIN UNIT RESET 
ALTERNATOR UNIT STEP UP 
CENTER ADVANCE UNIT RESET 
SIDE ADVANCE UNIT RESET 
REPLAY UNIT RESET 
PLAYER UP UNIT RESET 

SCORE DRUM UNITS ••• (16 req'd.) 

FLIPPERS ••• (2 req'd.) 

DROP TARGET RESET ••• (3 req'd.) 

JET BUMPER COILS ••• (5 req'd.) 
SIDE E]'ECT COILS ••• (2 req'd.l 
IC!CKER COILS ••• (2 req'd.) 
DOWN POST COIL 

1 - 2 RESET RELAY 
3 - 4 RESET RELAY 

GAME OVER RELAY TRIP 
UP POST COIL 
TARGET RESET RELAY 

5 ¢RELAY 
10 ¢RELAY 
25 ¢RELAY 
POST RELAY 
CENTER ADVANCE RELAY 
SIDE ADVANCE RELAY 
500 RELAY 
3,000 RELAY 
5,000 RELAY 
10,000 RELAY 
10 POINT RELAY 
100 POINT RELAY 
1,000 POINT RELAY 

COIN LOCKOUT COIL 

TOTAL PLAY METER COIL 

CENTER EJECT RELAY 
COIN RELAY 
GAME OVER RELAY LATCH 
OUTHOLE RELAY 
PLAYER RESET RELAY 
REPLAY RELAY 
RESET RELAY 
SIDE EJECT RELAY 

EXTRA BALL RELAY 
BALL INDEX RELAY 
TILT RELAY 
CHANGE RELAY 
GATE RELAY 
ON GREEN RELAY 
ON RED RELAY 

LOCK RELAY 

MOTORS, COILS 

LOCATION 

MECH. PANEL 
MECH. PANEL 

MECH. PANEL 
MECH. PANEL 

MECH. PANEL 

MECH. PANEL 
!'LAYFIELD 
!'LAYFIELD 
INSERT 
INSERT 
!'LAYFIELD 

MECH. PANEL 
!'LAYFIELD 
INSERT 

CABINET 
CABINET 

MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
!'LAYFIELD 
!'LAYFIELD 
INSERT 
INSERT 

INSERT 

!'LAYFIELD 

!'LAYFIELD 

!'LAYFIELD 
!'LAYFIELD 
!'LAYFIELD 
!'LAYFIELD 

INSERT 
INSERT 

MECH. PANEL 
PLAYF1ELD 
!'LAYFIELD 

MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
!'LAYFIELD 
!'LAYFIELD 
PLAYf'IELD 
!'LAYFIELD 
!'LAYFIELD 
!'LAYFIELD 
!'LAYFIELD 
INSERT 
INSERT 
INSERT 

FRONT DOOR 

MECH. PANEL 

MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 

MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
!'LAYFIELD 
!'LAYFIELD 
!'LAYFIELD 
!'LAYFIELD 

MECH. PANEL 13 



..... 
-1>-

BALL COUNT UNIT OlSC 
THIS UNIT RESETS AT THE START 

OF A NEW GAME, (DURING 1\ESET CYCLE). 
IT ADVANCES ONE ST&P EACH TIME 

THE LAST. PLAYER COMPLETES HIS TURN. 

TRIPS GAM£ OVER RELAY 
IN S BALL GAM£. 

TRIPS GAM£ OVER RELAY 
IN 4 BALL GAM£. 

BALL IN PLAY LITE< 

DIAGRAM 
LOCATION 

~ 
C-21 BLti-R 

C-21 BI.U-BR 

w-a 

B-Y 

8-3 ~ GREV-Y ~ 
GREY- G 

GREY-BR 

Vl~w looking fl.f WIPER !'"INGER lid• 
w/111 WIPER in ZERO PfJSIIIon. 



COIN S. U. DISC 
THIS UNIT' RESETS AT START OF 

A GAME (DURING RESET CYCLE} • 
IT THEN ADVANCES ONE STEP EACH 

TIME THE COIN RELAY IS PULSED. 

Vl•w lo~tklng til WIPER FINGER lid# ':> '<.fl' 

wH• WIP<'Rin IIESErPHIII•n/ / ~ ,·· 

/ 

,.,---- -----...,. ~~~ 
'<.t '(t ,'<.t ,-..t t" rl .v .v • • . • •'"' ,.~ ,... ,... .,... •" 

~ ~ ~ ~ ~ ~ tc, _r,~,o ~ ~ ~ " ~ 
~.) Q'"'~- t~ rl ctl rl c• '\. / '\. 

... 0(; n' ..• -~ •'1- "' e/ / , t ~ v , ~ 

i' .. ~ 
~t ,.. .. .. fo +-"" 9!0 ~ 

c,tl .,...,.-:s c{ cl _./ r,._ ,., .;.' 

DIAGRAM 
LOCATION 

R-Y 

R-G 

DIAGRAM 
LOCATION 

IN CIRCUIT TO BALL COUNT UNIT STEP 
UP COIL D•5 

8R-Y 

3tttl PL. A 'fER Nt/MB£11 MATCH CIRCUIT 

...... 
~ 

'-. R-W 

r ·-·· 
C-1 ~ 

l-IIR 

C•7 4fh PLA'I'ER NUMBER MAT'CH CIRCUIT 

0 
G-Y 

0 0 

·.' 



PLAYER UNIT DISC 

0000®0000®®@)@@ 

0 
10-PAllr INSIJLATED 

SNO-SHOE.. 

WIPERS 

Q z-t 

®@®@®@@@@@)@@®@ 
.. ... 

.../ 
Ill Ill .: ._,., 

.,++ (t 

ll>~A..,o 
Q'""c.•- Cb ,tb ~-~ ~-10 ,OJ 

...,o c: c:; c:; 

® 
® 
@ 
@ 
@ 
@ 
@ 
@ 
@ 
@ 
@ 
@) 
@ 
@ 
@> 

0 

DIAGFIIA!oll 
LOC4TIO"' 

0-1! 

I 
41hPL. Ill CIRCIJIT TO 

t()()(JOPOIN T 
DlfUM //NIT • 

1111-B 3rd PL. 
COILS THRl/ 9111 
POSITION SWS. 

C-11 ON COifRESPOND-
lNG IOIRPO!/f/T 

811-W 2nd PL. DRUM /IN! TS. 

BLU-Y tat PL. 

W-G 

W-BLU "rd PL. TO f(}(J(JPOINT 

C-10 DRIII/I //NIT 
COILS 

8-G 

61!£Y-B 

w- C-10 
TO SWITCH ON 1000 
POtNT RELAY 

R-6 C-10 
TO SWITCH ON tOO 
POINT RELAY 

GFIIEY-0 4th PL. 

GFIIEY-81'1 3rd PL TO I()DPOINT 

C-10 
Dlll/frl IINlT 

COILS 
GFIIEY-W 2nd PL. 

GFII£Y-G Bat PL. 

Bl! -o C-9 TO SWITCH 0/fl 10 
POINT RELAY 

Vl~w ltHJI11ng ttl WIPER FIN6£R fid• willt unil 
in R£SE1' JHIS/f/1111 (lsi Plfly~r Up} 
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VIEW LOOKING AT 
WIPER FINGER SIDE 

No. ATCH UNIT 
THIS UNIT ADVANCES ONE STEP 
EACH TIME THE TEN POINT RELAY 
IS PULSED. 

DIAGRAM 
LOCATION 

0 0 0 0 0 0 0 0 0 0 0 D 0 0 0 l NO. MATCH 
GREY- R E-8 FEEb iO 

REPLAY S.IJ. 

I{) 
~ 
I 

0 
0 
N 
I 

Ill 

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 

0 

W-GREY 

w-e 

W-0 

W -BR 

W-G 

BR-W 

BR-G 

BR-Y 

BR- BLU 

BR-R 

Y-

-20 

-50 

... go 

-40 

B-4 -00 NO. 
& MATCH 

B-5 -60 LITES 

-10 

-70 

-30 

-eo 
B-5 FEEO ro No_ 

MATCH LITES 
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Co 

VIEW LOOKING AT WIPER FINGER SIDE, WITH 
WIPER IN RESET POSITION. 

TO CENTER ADVANCE S .u., THRU CAM SWITCH 3A· 

FEEDS LUGS 8 AND 9 FROM SW. ON CENTER EJECT RE. 

FEEDS LUGS 7, 10 AND 13 FROM SW. ON CENTER EJECT RE. 

TO 1,000 POINT RELAY, THRU CAM SW. 1D. 

TO 3,000 POINT RELAY. 

IN CIRCUIT TO $,000 RELAY. 

TO 10,000 RELAY, THRU CAM SW. 1E. 

FEEDS LUG $, FROM SW. ON CENTER EJECT RE. 

TO CENTER EJECT COIL. 

TO CENTER 10,000 LITE. 

TO CENTER $,000 LITE. 

TO CENTER 3,000 LITE. 

TO CENTER 1,000 LITE. 

DIAGRAM 

LOCATION 

j 
C-16 

E-16 

C-16 

D-16 

E-16 

E-16 

0-16 

D-12 

D-12 

B-8 

B- 8 

B-8 

B-8 

CENTER ADVANCE UNIT 

GRAY-0 

Y-BLU 

Y-R 

B-0 

G-O 

B-Y 

o-w 

Y-G 

Y-BLU 

w-o 

W-B 

BR-0 

BR-8 

THIS UNIT ADVANCES ONE STEP EACH TIME THE 
CENTER ADVANCE RELAY IS PULSED. 
ALSO BY CENTER EJECT RELAY, THRU LUGS ll 
AND 13 ON THIS UNIT DISC. 
I'l' RESETS , DURING RESET CYCLE, AT CAM 
SWITCH l.j.D (NORMAL DWELL), THRU RESET RELAY, 
TARGET RESET RELAY AND COIN RELAY. 
IT ALS 0 RESETS, DURING PLAY, AT CAM 
SWITCH l.j.D, THRU BALL INDEX RELAY, TARGET 
RESET RELAY AND QUTHOLE RELAY---OR-- THRU 
$,000 RELAY, 10,000 RELAY, TARGET RESET 
RELAY AND CENTER EJECT RELAY. 

00000000000000000 
® 
® 
® 

® 
0 

0 ®@13 0®® 0 0 II® 
10 ( 3) II 

0 · WIPERS 0 0 
0 . 0 0 

0 0 
0 0 

o®o ooo 000 

0 0 
0Q 
®o 
® 

.0 0 
0 0 

®0 0 
0 0 
I 

0 



SIDE ADVANCE UNIT 

THIS UNIT RESETS , DURING RESET CYCLE, AT 
CAM SWITCH 2C, THRU TARGET RESET RELAY 
AND COIN RELAY. 
DURING PLAY, IT RlllSETS AT CAM SWITCH 2C 
THRU TARGET RESET RELAY AND OUTHOLE RELAY. 
THIS UNIT ADVANCES ONE STEP EACH TIME THE 
SIDE ADVANCE RELAY IS PULSED. 

I -r 

PULS:i SIDE 
ADVANCE 
RELAY,. THRU to. 4 LEFT &: RIGHT R. 0? BUTTON SW. 

NO. $ LEFT &: RIGHT R. O. BUTTON SW. 

IN CIRCUIT TO EXTRA BALL RELAY. 

NO. 1 r-RoLLOVER. 

NO. 2 j BUTTON 

NO. 3 LITES 

NO. 4 I 

NO. 5 L 
TO LEFT OR RIGHT EJECT "EXTRA BALL'• LITES. 

lt.$0011 LITE SIDE. 

"1,00011 LITE EJECT 

11 ),00011 LITE LITES. 

FEED FROM SW. ON SIDE EJECT RELAY. 
f..< 
<:o 

DIAGRAM 
LOCATION 

! 
D-19 

B-7 

A-7 

B-9 

D-15 

{ 

R-Y 

R-BLU 

GRAY-0 

B-BLU 

I 0-B 

< o-w 
I 0-G 

l 0-BLU 

GRAY-S 

{ 
BR-G 

Y-BR 

Y-G 

SLU- B 

~«.- ~«," ~"" 
~ ~ ~ 

o• o• o• 

~· ~· ~· 
~$' A.*"~~(!,~ 
~ ~.,. ~ 

~~'&~#~'& 
") "'J 'V ~.., 

L .. o· ~o· -+tr;,• ~· 
./ ~,. 
~-~~ 

~-<~, #> ~~".q,o~ . ~ • 
~ ~1.~ C)C)C) # ~~ 

... ~ .f ~v" ~::> "'f ..,_" ~oo ~ ~ ~C) ~C) 

,~ :'»~ ,~ ~ ~ '" 
(:/ o' o' ~ o" o' 

4. q,q,. 
q,q,. q, , 0 ,4- " , , ..;:, / ..... ..;:, 

q,. q.; q,v "' q," ~v 

0 
0 
0 
0 
0 
0 
0 
0 
0 
0 
0 
0 
0 
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TYPICAL nM• RELAY SWITCH 
POSITION 

BOTTOM SWITCHES TOP SWITCHES 

Oil' I : I 

[2A 128 12C 120 I O" lA 

10• RELAY 
IS ENERGIZED BY 10¢' COIN SWITCH IF "lOJt 
ADJUSTMENT JACK" IS IN "2" OR 11.3" PLAYS 
FOR 1 COIN POSITION. 

25~ RELAY 
IS ENERGIZED BY 25¢' COIN SWITCH, THRU 
FRONT DOOR SLAM SWITCH. 

COIN RELAY 
IS ENERGIZED BY REPLAY RELAY OR COIN 
SWITCH. 

RtLAYS & ~WtTCHt;S 
LOCATED ON MECHANIS)II PANEL 

SWITCH 
TYPE 

! 

N.o.8 

~ 

o-R 
-J-
o-a 
GRAY•W 
GRAY 

B-0 
o .. B 

BLU-Y 
R-B 

Y-B 
R-0 

a-o 
-J-
o-G 
GRAY-W 
GRAY 

B•O 
O•B 

BLU-0 
a-w 

.y .. 
BLU-Y 

..y .. 
R•Y 

• y .. 
o-R 

.. y .. 
o-o 

O•B 
B•O 

R•BR 
o-w 

DIAGRAM 
LOCATION 

t 
c-4 

D•6 

D-4 

E-2 

E-2 

c-4 

D-6 

D-4 

D-.3 

c-21 

c-13 

c-5 

c-4 

D•.3 

D-.3 

Ol'BN$ Ill CIRCUIT '1'0 IINOCKBR COIL AND CLOSES TO Rtlli SCORE 
MO'l'OR. 

PULSES REPLAY l:JMI'l' s.u. COIL, 'l'HRU IMPULSE CAM SWI'l'CH B. 

ENEROIZBS LOOK RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

Ill HOLD CIRCUIT TO THIS R~AY. 

O:I>ENS IN CIRCUIT TO KNOCKER COIL AND CLOSES TO RUN SCORE 
MOTOR. 

PULSES REPLAY UNIT S.U. COIL, THRU IMPULSE CAM SWITCH B. 

ENERGIZES LOCK REI.AY. 

ENERGIZES OOIJI RELAY WHEN GAR IS ADJUSTED TO "6 PLAYS 
FOR 25Jt"• 

CIRCUIT TO GAME-OVER RELAY (TRIP COIL) • 

CIRCUIT TO CENTEI'I TARGET RESET OOII. AND CENTER ADVANCE 
UNIT.RESET COIL • 

ENERGIZES RESET REI.AY, THRU SWITCH ON GAME•OVER REI.AY. 

RUNS SCORE MOTOR. 

ENERGIZES LOCK RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 



~ 

OUTHOLE RELAY 
IS ENERGIZED BY OUTHOLE SWITCH, THRU 
INDEX CAM SWITCH E. 

REPLAY RELAY 
IS ENERGIZED BY REPLAY BUTTON, THRU 
ZERO SWITCH ON REPLAY UNIT. 

RESET RELAY 
IS ENERGIZED BY COIN RELAY, THRU SWITCH 
ON GAME-OVER RELAY. 

N,G. 

GRAY-R 
B-Y 
R•Y 
W•BR 
•Y• 
R-G 
G•B 
·Y• 
O•G 
-Y-
G-R 

BLU-~1 
R•W 

R•BR 
B•BLU 

s-w-W•GRAY 

BLU-0 
R-Y 

R-BR 
G-W 

R·BR 
W•BLU 

W•BLU 
BLU•O 
0-BLU 
BLU•W 
-Y-
O•G 
BLU-Y•W 
R-Y-\t 

G•Y 
O•BLU 

B-G 
GRAY-G 

Bl.U•BR 
BLU""W 

c-17 
CJ-13 

c-14 
c-6 

C-14 
c-4 

c-u 

D-14 

D-14 

c-J 

E-5 

D-3 

D-3 

c-3 
c-5 

C-3 
c-5 

F-14 

E-6 

C-13 

D-5 

OPENS IN CIRCUIT TO 100 POINT RELAY AND CLOSES TO CENTER 
TARGET RESET COIL, 

OPENS IN HOLD CIRCUIT TO TILT, ON GREEN &: ON YELLOW RELAYS 
AND CLOSES IN SERIES WITH SWITCH C ON EXTRA BALL RELAY. 

OPENS IN HOLD CIRCUIT TO BALL INDEX RELAY AND CLOSES TO 
RUN SCORE MOTOR. 

PULSES DOWN POST COIL. 

PULSES BALL RELEASE COIL. 

IN HOLD CIRCUIT TO THIS RELAY • 

OPENS CIRCUIT TO COIN LOCKOUT COIL. 

CIRCUIT TO REPLAY UNIT RESET COIL. 

ENERGIZES COIN RELAY, 

IN HOLD CIRCUIT TO THIS RELAY. 

OPENS IN CIRCUIT TO COIN UNIT S. U, AND CLOSES TO RESET 
COILS ON COIN, BALL COUNT AND GAME-OVER. 

OPENS IN CIRCUIT TO REPLAY RELAY AND CLOSES TO RUN SCORE 
MOTOR, 

IN SERIES WITH SWITCH A ON GAME-OVER RELAY. 

IN CIRCUIT TO PLAYER UNIT RESET COIL. 

CIRCUIT TO CENTER ADVANCE UNIT RESET COIL. 

IN HOLD CIRCUIT TO THIS RELAY, 



~ 

PLAYER RESET RELAY 
IS ENERGIZED BY BALL COUNT UNIT END­
OF-STROKE SWITCH, IT THEN HOLDS IN 
THRU INDEX CAM SWITCH C. 

SIDE EJECT RELAY 
IS ENERGIZED BY LEFT OR RIGHT SIDE EJECT 
SWITCH, THRU INDEX CAM SWITCH E. 

CENTER EJECT RELAY 
IS ENERGIZED BY GENTER EJECT SWITCH, 
THRU INDEX CAM SWITCH E. 

M&B 

Y-BR 
W-BR 
G•Y 
GRAY-B 
GRAY•G 

R•BR 
R-G 

o-vl 
GRAY-0 

BLU-B 
BLU-\4 

Y•R 
BR-R 

o-o 
-Y-

R•BR 
R-\~ 

~B-Y -Y-
Y•R 
BR•G 
W-G 

-B-
BR-B 

-Y-
R•Y 

•Y• 
0-G 

R•BR 
BLU-R 

D-6 

E•7 

c-6 

D-16 

c-15 

D-12 

c-4 

D•12 

C-17 
c-16 

D-13 

E-13 

C-13 

C-4 

D•12 

OPENS IN CIRCUIT TO PLAYER UNIT S.U, COIL AND CLOSES 
TO PLAYER UNIT RESET COIL. 

IN NUMBER MATCH CIRCUIT TO REPLAY UNIT S.U, COIL, 

HOLD CIRCUIT TO THIS RELAY, THRU INDEX CAM SWITCH C. 

IN CIRCUIT TO EXTRA BALL RELAY, THRU LEFT OR RIGHT EJECT 
POCKET WHEN LIT. 

TO 500, 1,000 OR 3 1 000 RELAY, THRU SIDE ADVANCE UNIT DISC, 

PULSES LEFT AND RIGHT EJECT COILS AT SCORE MOTOR CAM 
SWITCH 4c. 
RUNS SCORE MOTOR, 

IN HOLD CIRCUIT TO THIS RELAY, 

OPENS IN CIRCUIT TO 100 POINT RELAY AND CLOSES TO SCORE 
LIT VALUE AT CENTER TARGET• 

OPENS CIRCUIT TO CENTER TARGET RESET COIL WHEN COLLECTING 
1,000 POINTS, 

OPENS CIRCUITS TO RESET COILS ON "A" TARGET, "B" TARGET 
AND SIDE ADVANCE UNITS, 

ENERGIZES CENTER TARGET RESET COIL WHEN COLLECTING 3,000, 
5,000 OR 10,000, 

RUNS SCORE MOTOR. 

IN HOLD CIRCUIT TO THIS RELAY. 



~ 

TILT RELAY 
IS ENERGIZED BY PLUMB BOB TILT, BALL ROLL­
DOWN TILT OR PLAYFIELD VIBRATION TILT 
SWITCH, 

BALL INDEX RELAY 
IS ENERGIZED BY 10 POINT, 100 POINT OR 
1,000 POINT RELAY, THRU SWITCH ON EXTRA 
BALL RELAY, 
ALSO BY TILT RELAY, 

LOCK RELAY 
IS ENERGIZED BY LEFT FLIPPER BUTTON OR 5~, 
10~, 25~ OR COIN RELAYS, 

-w-
-BLU• 
BLU-B 
w-o 
•Y• 
GRAY•BLU 
R•Y•W 
-R-

R•BR 
R-0 

W-BR 
Y-n 

B-G 
GRAY-G 

GRAY·Y 
-Y-

B-R 
R•W 

G·B 
GRAY•BLU 

·Y-
BLU-R 

G•Y•W 
BLU·Y·W 

G•Y•W 
BR•Y·W 

B•O 
o-B 

A-5 

c-8 
C-14 

F-15 

D-12 

0•14 

C-13 

C-16 

c-6 

D-14 

c-21 

A-1 

A-1 

D-3 

OPINS IN CIRCUIT TO PLAYFIELD LITES AND CLOSES TO TILT 
LITE, 

OPENS IN HI-SCORE CIRCUIT TO REPLAY S.U. COIL AND CLOSES 
TO ENERGIZE BALL INDEX RELAY. 

OPENS ALL SCORING CIRCUITS, 

ENERGIZES POST RELAY, 

IN HOLD CIRCUIT TO THIS RELAY. 

IN CIRCUIT TO CENTER ADVANCE UNIT RESET COIL, 

IN SERIES WITH SWITCH A ON iXTRA BALL RELAY, 

IN CIRCUIT TO BALL COUNT UNIT S,U,•••ALSO IN SERIES WITH 
SWITCH C ON PLAYER RESET RELAY, 

IN HOLD CIRCUIT TO THIS RELAY, 

ENERGIZES GAME-OVER RELAY (TRIP COIL), 

6 VOLTS FROM TRANSFORMER TO LITES, 

6 VOLTS FROM TRANSFORMER TO LITES. 

HOLD CIRCUIT TO THIS RELAY,.THRU CABINET BOTTOM KICK-OFF 
SWITCH, 



~ EXTRA BALL RELAY 
IS ENERGIZED BY LEFT OR RIGHT EJEOT SWITCH, 
THltU OHAHGE RELAY, SIDB EJECT RELAY AND 
SIDE Al>VANCE WIT DISC. 
IT IS ALSO ENERGIZED BY HI..SCORE OIRCUl'l', 
THRU "REPLAY-EXTRA BALL" ADJUSTMEI'l' JACK. 

GAME OVER RELAY 
INTERLOCK 

LATCH COIL IS PtJUIED BY SCORE MOTOR CAM 
SWI'NH lA, THRU SWITCHlilS ON COIN RBLAY 
AND RESET RELAY. 
TRIP CC>IL IS ENERGIZED BY CODT RELAY, LOCK 
RELAY OR WIPBR ON BALL COUNT WIT • 

500 RELAY 
IS ENERGIZED BY LEFT OR RIGHT TOP ROLL• 
OVER SWITCH, THRU SWITCH ON CHANGE RELAY. 
ALSO BY SIDE EJECT RELAY, THRU WIPER ON SIDE 
ADVANCE UNIT. 

u I 1-
0 

LOCATED ON PLAYFIELD 

Y•BR 
.y. 

Y•O 
GJAY•B 

Bl\•0 
aftAY·BLU 

R•G 
R-W 

•BLU• 
W>-G 

GRAY•Y 
Y•B 

CIR-4-Y-o 
.. Bl\,. 
~y..y 
GBAcl'-o 
Gtt.&Y•BR 
B .. w 
0"'R 
BLU•W 

W•BLU 
W•BR 

-s-
BLU'-Y•W 

•Y· 
O•G 

w-n 
0-BLU 

R•BR 
BLU•BR 

0•21 

A-6 

D•l4 

o-6 

A-S 

D-16 

A-•3 

E-7 

D•S 

E-3 

F-13 

o-s 
D-17 

D-15 

OPENS OIROUI'l" '1'0 ENERGIZE GATE RELAY. 

IN SERII!IS WITH SWI!l'eH B OB CHANGB RELAY • 

IN CIRCUIT '1'0 BALL INH!t RELAY. 

IN SERIES WI'l'H SWITCH B ON BALL INDEX RELAY. 

TO '"SHOO'l A<lAiiN" t.I:l'ES. 

IN HOLP CIRCUIT TO THIS RELAY. 

OPENS '1'0 PLAYJJR UP LI'li!IS AND OLOSI!IS '1'0 NUMBER MATCH AND 
GAME-oVER L!'l"ttS • 

OPENS IN HI-8CORE CIRCUI'l' AND CLOSES IN RUM811l MATCH CIROUI'l'. 

CIRCUIT TO RESET RELAY, THRU SWITCH D ON COIN RELAY. 

IN CIRCUIT TO REPLAY RELAY. 

OPENS ALL CIRCUITS TO PLAYFIELD SWITCRss. 

RUNS SCORE MOTOR. 

PULSES 100 POIBT RELAY THRU IMPULSE CAM SWITCH c. 

IN HOLD CIRCUIT TO THIS RELAY. 

....... 



~ 

5000 RELAY 
IS ENERGIZED BY CENTER EJECT RELAY, THRU 
WIPER ON CEN'l'ER ADVANCE UNIT. 

3000 RELAY 
IS ENERGIZED BY CENTER EJECT RELAY, THRU 
WIPER ON CENTER ADVANCE UNIT--· OR BY 
SIDE EJECT RELAY, THRU WIPER ON SIDE 
ADVANCE UNIT. 

10,000 RELAY 
IS ENERGIZED BY CENTER EJECT RELAY, THRU 
WIPER FINGER ON CENTER ADVANCE UNIT, 

.... ffi 
N .o. 2 A 

N.o. 8 

GRAY•G 
BR-0 

B-G 
B•R 

Y•G 
Y•BLU 

0-BLU 
BR-Y 

-Y-
o-s 
w.-a 

BR•G 

-J-
B-Y 

R-W 
BR-Y 

BR-G 
W-G 

R-BR 
G•O 

0-B 
o-G 

B-Y 
B-R 

O•BLU 
BR•Y 

BR-G 
W•G 

B•G 
BR-0 

C-13 

D-17 

D-12 

D-17 

0-16 

D-13 

E-16 

D•17 

D-12 

D-16 

E-16 

E-16 

D•17 

D-13 

c-13 

IN CIRCUIT TO CENTER ADVANCE UNIT RESET COIL, THRU CAM 
SWITCH 4 D 

HOLD CIRCUIT TO THIS RELAY, THRU SCORE MOTOR CAM SWITCH 6A. 

IN CIRCUIT TO CENTER EJECT COIL. 

PULSES 1,000 POINT RELAY, THRU IMPULSE CAM SWITCH C, 

IN HOLD CIRCUIT TO 10,000 RELAY, 

IN CIRCUIT TO CENTER TARGET RESET COIL. 

IN SERIES WITH SWITCH 1D ON 10,000 RELAY. 

PULSES 1, 000 POINT RELAY, THRU CAM SWITCH 1Co 

IN CIRCUIT TO CENTER TARGET UNIT RESET COIL. 

IN HOLD CIRCUIT TO THIS RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

IN CIRCUIT TO 5,000 RELAY. 

PULSF~ 1,000 POINT RELAY, THRU IMPULSE CAM SWITCH C. 

IN CIRCUIT TO CENTER TARGET UNIT RESET COIL. 

IN SERIES WITH SWITCH 2B ON 5,000 RELAY. 



te 
0:. 

TARGET R'ESET RELAY 
IS ENERGIZED BY "A" All» 118 11 TABGm SWITCHBS 
AT SCORE MOTOR IR»Elt CAM SWITCH So 

CENTER ADVANCE RELAY 
IS ENERGIZEI> BY TOP CENTER ROLLOVER 
SWITCH. 

SlOE ADVANCE RELAY 
IS PUI£BD BY "TARGET RBSE'l' RELAY" OR BY 
ANY OF THE 10 ROLLOVER BU'll'ONS WHBif Ll'l'. 
ALSO BY TRIC TOP CENTER ROLLOVER Bl:ITTON 
SWITCH. 

POST RELAY 
IS ENERGIZED BY ROLLOVER BUTTON (AS IBDI• 
OATED) • OR BY TILT RELAY • 

ct-R 
w-o Z..13 

R•W 
GRAY•G »·17 

R•BR 
B•R »-13 

8•0 
R•Y 0•13 
•Y• 
·BR-
GRAY•R D•l7 

•Y-
0-G c-5 
Y•O 
Y•BR 1!1•21 

-l'-
GRAY•B c-22 

.y. 
BR•Y c-11 

GRAY·BR 
BLU•O E-22 

-1'-
BLU-R 

-Y­
W•R 

GRAY•W 
GRAY•G 

•Y• 
R•B 

·Y-
W-R 

R•O 
R•BR 

c-15 

»-17 

Z..20 

C•1l 

C-18 

D•ll 

OJ'BtiS OlRCUI'l' TO CDTBR TARGEf UHI'l' RBSKT COIL. 

Ill CIRCUIT '1'0 PUB SDB ADVANClil RELAl'o 

IN HOLD ClRCUIT TO THIS RELAYo 

OPUS ll CIRCUIT TO CBITBR ADVANCB UJIIT RESE'l' COIL & CLOSES 
TO CBNTER 'l'ARGBT tJNIT RESET COIL. 

IN CliOUIT 'JO 100 POIBT R&LAl'. 

RUNS SCORE MOTOR. 

EHRGIZES GATE RBLAY. 

ENERGIZES CENTER ADVANCE UNIT S.TJ. COIL. 

PULSES 1.000 POINT· RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

ElfERGIZES SIDE ADVANCE UJIIT S.U. COIL. 

PULSES 100 POIN'J RELAY. 

IN HOLD 0 IRCUIT TO THIS RELAY • 

ENERGIZES "DOWN POST COIL". 

PULSES 100 POINT RELAY • 

IN HOLD CIRCUIT TO THIS RELAY • 

. . 



t.;) 
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CHANGE RELAY 
IS ENERGIZED BY WIPER FINGER ON NUMBER 
MATCH UNIT (EVERY OTHER STEP), 

ON RED RELAY 
IS ENERGIZED BY LEFT TOP ROLLOVER SWITCH, 

GATE RELAY 
IS ENERGIZED BY TARGET RESET RELAY, THRU 
SWITCH ON EXTRA BALL RELAY. 

ON GREEN RELAY 
IS ENERGIZED BY RIGHT TOP ROLLOVER 
SWITCH. 

BR•Y 
o-w 
BLU•BR 
BLU,.BR 
O•G 
BR·Y 
BR•R 
Y•B 
BR•BLU 
BLU•B 
Y•O 
BLU•O 
BLU-R 
.y. 
BLU•W 

G•B 
GRAY•Y 
W-R 
R•O 
-Y-

W•BR 
R•BLU 

-J-

c-16 

C-15 

E-16 

A-6 

B-8 

D-18 

B-6 

D-15 

-Y- B-9 

Y·BLU 
Y·O E•21 

G•B 
GRAY•BLU D-18 
W•R 

B-Y 
. • y. 

W•BR 
R•Y 

B•6 

D-15 

OPENS TO 1,000 POINT RELAY AND CLOSES TO !)00 RELAY (WHEN 
MAKING RIGHT TOP ROLLOVER SW,) 

OPENS TO 500 RELAY AND CLOSES TO 1,000 POINT RELAY (WHEN 
MAKING LEFT TOP ROLLOVER SW,) 

IN CIRCUIT TO EXTRA BALL RELAY, THRU LEFT OR RIGHT EJECT 
POCKET SW, 

OPENS TO LEFT EJECT "EXTRA BALL" LITE AND CLOSES TO RIGHT 
EJECT "EXTRA BALL" LITE. 

OPENS· TO RIGHT TOP ROLLOVER LITE AND CLOSES TO LEFT TOP 
ROLLOVER LITE. 

OPENS IN CIRCUIT TO 10 POINT RELAY AND CLOSES TO 100 POINT 
RELAY, THRU LEFT TOP OR RIGHT BOTTOM BUMPER SWITCHES. 

TO LEFT TOP AND RIGHT BOTTOM JET BUMPER LITES • 

IN HOLD CIRCUIT TO THIS RELAY. 

TO RIGHT BOTTOM ROLLOVER LITE. 

HOLD CIRCUIT TO THIS RELAY, THRU "BALL RF..ST SWITCH". 

OPEN'S IN CIRCUIT TO 10 POINT RELAY AND CLOSES TO 100 POINT 
RELAY, THRU RIGHT TOP OR LEFT BOTTOM BUMPER SWITCHES. 

TO RIGHT TOP AND LEFT BOTTOM JET BUMPER LITES • 

IN HOLD CIRCUIT TO THIS RELAY. 



toe 
00 

10 POINT RELAY 
IS PUI.SED BY JET BUMPER SWITCHEB, THRU 
11 0N RED" OR "ON GREEN" RELAYS. 
AI.SO BY STAND•UP AND KICKER SWITCHEB. 

100 POINT RELAY 
IS PUI.SED BY: 

a, POST RELAY, 
b, CENTER JET BUMPER SWITCH. 
e, OTHER~ JET BUMPER SWITCHES, THRU 

11 0N RED" AND "ON GREEN" RELAYS • 
d. LEFT AND RIGHT S'l'AND•UP SWITCH. 
e, "A", "B" AND "CENTER" DROP TARGET 
SWITCHES. 
f. SIDE ADVANCE RELAY, 
g, SOO RELAY, THRU IMPUI.SE CAM SW. C. 

1000 POINT RELAY 
IS PULSED BY: 

a. SIDE EJECT RELAY, THRU WIPER ON 
SIDE ADVANCE UNIT. 
b, LEFT AND RIGHT TOP ROLLOVER SWITCH, 
THRU SWITCHES ON CHANGE RELAY. 
c, CENTER EJECT RELAY, THRU WIPER ON 
CENTER ADVANCE UNIT. 
d. CENTER ADVANCE RELAY. 
e. LEFT AND RIGHT BOTTOM ROLLOVER SWS. 
f, 3,000 RELAY, 5,000 RELAY OR 10,000 
RELAY. 

LOCATED IN BACKBOX 

N.o. 8 
N.o. 

N.o. 

J~ N.o. 

~.o.I~:J 
--=----. 0 0 0 

W•BLU 
G•B 

w-o 
BR•O 

•Y­
GRAY-BR 

•Y-
BR•G 

B•G 
w-R 

ffi GRAY-Y N.c. -J-

w-s 
N.O. W•R 

w-o 
R-G 

-Y-
B•G 

-Y-
BR•G 

O•BLU 
BR•Y 

-J--ffif ·Y-
BR-G 
BLU•R 

N.O. 2 A BR-Y 

w-o 
•BR• 

w-o 
-w-
•Y• 
B-G 

BLU 
B•W 

E-16 

c-9 

C•21 

C-1~ 

E-19 

0·16 

E·l6 

C-10 

C-20 

C-14 

E-19 

C-16 
C-14 

E-16 

c-11 

C-10 

c-20 

F-7 

IN HOLD CIRCUIT TO THIS RELAY, 

PUI.SES 10 POINT DRUM UNITS, THRU PLAYER UNIT DISC. 

ENERGIZES NUMBER MATCH S.U. COIL, 

IN SERIES WITH SWITCH D ON EXTRA BALL RELAY. 

PULSES 100 POINT RELAY, THRU 9TH POSITION SWITCHES ON 
10 POINT DRUM UNITS, 

IN HOLD CIRCUIT TO EXTRA BALL RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

PULSES 100 POINT DRUM UNITS, THRU PLAYER UNIT DISC, 

PUI.SE3 LARGE BELL COIL. 

IN SERIES WITH SWITCH D ON EXTRA BALL RELAY. 

PUI.SE3 1 1 000 POINT RELAY, THRU 9TH POSITION SWITCHES ON 
100 POINT DRUM UNITS, 

OPENS IN HOLD CIRCUIT TO EXTRA BALL RELAY AND CLOSES IN 
SERIES WITH SWITCH DON EXTRA BALL RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

PULSES 10,000 POINT DRUM UNITS, THRU 9TH POSITION SWITCHES 
ON 1,000 POINT DRUM UNITS. 

PULSE 1,000 POINT DRUM UNITS, THRU PLAYER UNIT DISC. 

PULSES LARGE BELL COIL. 

IN HI-SCORE CIRCUIT TO REPLAY S.U. COIL OR EXTRA BALL 
RELAY, 



1-2 RESET RELAY 
IS PULSED BY I)IPVLSE CAM SW. A,/'l'HRU 
SWITCH A ON RESET RELAY. 

3-4 RESET RELAY 
IS PULSED BY IMPULSE CAM SW. A, 'l'HRU 
SWITCH A ON RESET RELAY. 

R•B 
•Y· 

0-B 
-Y-

GftAY•BLU 
-Y-

-o-
•Y• 

BR•G 
-Y• 

BR•BLU 
•Y• 

B-0 
.y. 

B•Y 
•Y• 

GRAY-II 
-Y-

BLU•W 
•Y• 

o-o 
•Y• 

BLU-0 
-Y-

•Y• 
BR-0 

•Y• 
-o-
-Y-
BB•R 

-Y-
BR-w 

D-10 

D-9 

D•9 

D-9 

D•ll 

D•ll 

D·lO 

D-10 

D-10 

0·10 

D-9 

D-9 

D•ll 

D-11 

D-lo 

D-10 

2ND PLAYER 100 POINT DRUM UNIT. 

lS'l' PLAYER 100 POINT DRUM UNIT. 

2ND PLAYER 10 POINT DRUM UNIT. 

1ST PLAYER 10 POINT DRUM UNIT. I THESE SWITCHES PULSE 
THE INDICATED DRUM 

I 
UNIT, THRU ZERO SWITCH 

2ND PI.AYER 10,000 POINT DRUM UNIT. ON THAT UNIT. 

18'1' PLAYER 10,000 POINT DRUM UNIT. 

ZND PLAYER 1,000 POINT DRUM UNI'l'. 

lST PLAYER 1,000 PO:nn' DRUM UNIT. 

lt,TH PLAYER 100 POINT DRUM UNIT. 

3RD PLAYER 100 POINT DRUM UNIT. 

4-TH PLAYER 10 POINT DRUM UNIT. 

}RD PI.AYER 10 POINT DRUM UNIT. I THESE SWITCHES PULSE 
THE INDICATED DRUM 

I 
UNlT, THRU ZERO SWITCH 
ON THAT UNIT. 

3ftD PLAYER 10,000 POINT DRUM UNIT. 

lj,TH PLAYBR 10,000 POINT DRUM UNIT. 

lj,'l'l! PLAYER 1,000 POINT DRUM UNIT. 

3RD PLAYER 1,000 POINT DRUM UNIT. 



CATALOC 
S··U· \; ,,p· ;, ·~p. ~~; iL···.·E,··M' · E···~T ''S S'' : ., :.; .. ···~ · ...... , ..... ·. ········.. . . . . I~ . . . • . 

WITH 

NEW PARTS & UNITS 

FOR 

® t:J)f~" ELECTRONICS, INC. 
SUBSIDIARY OF THE SEEBURG CORPORATION 

3401 N. California Ave. 

Phone 267-2240 

Chicago, m. 60618, U.S.A. 

Cable Address: Wilcoin 



A-7071·1 

18-8-508-S 

DROP TARGET ASSEMBLY 
C-7090 (WITH SMALL TARGET ) 
C-7090-1 (WITH LARGE TARGET) 

USED ON II HONEY II 

3A- 7265 ---­
OR 3A-7335 

(LARGE TARGET) 

3A-7219 

G-22 
550 
COIL 

I i 

20A-87lS-79 -----t--....... 

A -707 3 OR 

A -7073-1 

IA-4143 

12A-6227 

GIVE NAME OF GAME AND UNIT 
WHEN ORDERING SWITCH '---- 23A-6313-i 

NOTE: SPECIFY DESIGN AND COLOR ON TARGET 



B-7407 BALL EJECT ASS'Y. 

IA-5491 

A-7387 

A-7413 

IOA-135 

0 0 

0 

18-8-508 s 

A-2l 
600 

0 

0 

1ST USED ON "HONEY" 

IA-1789 

A-6492 

'--- 8-7412 

IB-663 8 

20A-8716-6 

2A-2364 

A-5103 lA-5491 



~A!tT NO. 

1e~e~$o8-s 
J.B..:.£>63•13 
J.A ... J.789 
lA-4143 
l.A-51..!-91 
2A-2364 
3A-7219 
3A-7265 
3A-7335-4 
lOA-135 
lOA-204 
12A-6227 
20A-8713-25 
20A-8715-79 
20A-87i6-6 
23A-6313-l 
A-23-600 
G-22-550 
A-5103 
A-6221-1 
A-6492 
A-7071-1 
A-7072 
A-7073 
A-7073-1 
C-7090 
C-7090-1 
A-7387 
A..:.7407 
B-7412 
A-7413 
B-7442 
B-7442-1 

~R!CE L.IST 

ARRANGED IN NUMERICAL ORDER 

Coil Support Bracket •••••••••••••••••••••••••• 
B~_ll Guid::e Wire • ••........ ~ ................... . 
Armature Link •. ........................ ,. ...... . 
Stop Brae ke t . .......................... ., .....• 
Plunger Stop Bracket .......................... . 
Solenoid Plunger .............. ........ • :e •••••• 
Plastic Stage-Drop Target •••••••••••••• ~ •••••• 
Plastic Target Small (Specify Design) ••••••••• 
P1as tic Target Large (Specify Design) ••••••••• 
Pl'U.I1g e.r spring ••••.••• ; •.•••.••••••...•••••••• 
Spring-Drop Target ••...•....•....••.•.....•••• 
Hairpin Clip •.•.......•....•........•....•....• 
Truarc Crescent Ring •••••••••••••••••••••••••• 
VJ as her • . • . . • . . . . . . . . . . . • . . . . . . . . . . . . . . . . . . . ... 
Roll Pin 1/8 x 7/16 Long •••••••••••••••••••••• 
Rubber Bl.lillper • •••••••••••••••••••••••••••••••• 
Coil-Ball Eject ..............................• 
Coil-Drop Target .... .......... • .............•.• 
Plunger & Link •.. .....•....•................•• 
Pltmget'li & Link •••••••••••••••••••••••.••••.•••• 
Coil Stop ••••••••••••••••••••••••••••••••••••• 
Frame ••.•..•••.•.••..•.••.•••.••.••..•.•..•..•• 
Target C-rank • •.••.••.••.•••......••.•••...•.•• 
Arm Assembly W/Small Target ••••••••••••••••••• 
Arm Assembly W/Large Target ••••••••••••••••••• 
Drop Target W/Small Target •••••••••••••••••••• 
Drop Target vi/Large Target •••••••••••••••••••• 
Ball Stop Bracket ••••••••••••••••••••••••••••• 
Center Ball Eject-Special ••••••••••••••••••••• 
Moll.!lting Plate ••••••••••••••••••••.••..••.••••• 
Eject Lever ••••••••••••••••••••••••••••••••••• 
Switch & Bracket-Small Target ••••••••••••••••• 
Switch & Bracket-Large Target ••••••••••••••••• 

PR.:X:CH! 

.08 

.52 

.14 

.70 .so 
.. 38 
.04 
.14 
.14 
.04 
.08 
.02 
.. 04 
.. 02 
.04 
.04 

2.10 
2.00 

.78 

..80 

..82 
2.30 
1 .. 82 
2.44 
1.80 

15.88 
15.30 

.70 
9.50 
1.36 
1.50 
3 .. 10 
2.00 



158-6782 POWER TRANSFORMER 
(Replaces -ISA-6773) 

US£ rAP IF LINE VOLrAGE IS 

USE TAP IF LINE VOLrAGE IS 

·105 v. 109 or lESS 

205 v. 190 to 208 

117 v. 110 to 122 
225 v. 209 to 228 

130 v. 123 to 135 

240 v. 229 to 250 

160 v. •!50 to 170 

If game has sluggish action and dim lites, check line voltage 

and use proper primary tap as suggested above. For example, if 

line voltage is below 110V., wire may be disconnected from 117V. 

tap and soldered to 105V. tap. This will increase secondary volt­

age approximately 2-3 volts. 

If action is sluggish, and proper primary tap is being used, dis­

connect wire from 24V. tap and solder to "high" tap .. This will 

increase voltage to coils approximately 2-3 volts. 
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