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IMPORTANT NOTICE

KINDLY INFORM LOCATIONS THAT THEY

CAN TURN DISPLAY LIGHTS ON BY PRESSING
LEFT FLIPPER BUTTON. MACHINE CAN STILL

4

BE SHUT OFF BY TAPPING BOTTOM OF

CABINET.

MASTER SWITCH (ON-OFF) IS LOCATED
UNDERNEATH FRONT PART OF CABINET




IMPORTANT NOTICE

KINDLY INFORM LOCATIONS THAT THEY

CAN TURN DISPLAY LIGHTS ON BY PRESSING
LEFT FLIPPER BUTTON. MACHINE CAN STILL

4

BE SHUT OFF BY TAPPING BOTTOM OF

CABINET.

MASTER SWITCH (ON-OFF) IS LOCATED
UNDERNEATH FRONT PART OF CABINET




' CAUTION!

The playboard on this machine has an improved finish with exc _
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 many thousand plays. A wax base cleaner with negﬁgiblP:_ .albrasive
qualities used lightly, but frequently, will extend the board life to its full capabilities.

SERVICEMAN
TO REMOVE BACKGLASS:

. WITH BACK DOOR REMOVED, PULL BACK ON
BRACKETS AT INSIDE TOP OF LITE BOX.

ellent wearing

. FROM THE FRONT OF GAME, LIFT GLASS
UP AND OUT.
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ALTERNATOR UNIT _

LOCATED ON MECHANISM PANEL.

o

USED IN CONJUNCTION WITH 5¢ RELAY FOR "2COINS-I| PLAY "
FEATURE. -

IN HOLD CIRCUIT TO 5¢ RELAY COIL.

g9__@

ENERGIZES COIN RELAY, THRU
SWITCH ON 5¢ RELAY.




. Kue——'S FOR COIN TRIP SWITCH ADJUSTMENT

1

\i A WIRE SHOULD BE IN CONTACT
? WITH END OF CRESCENT

\ OPENING WHEN BLADE
ADJUSTMENT IS MADE.

NYLON SWITCH ACTUATOR

WIRE N

CRESCENT

Long blade should be in contact with nylon switch actuator and have a maximum

: overtravel of 1/32.
* or

Using a gram gauge, tension of long blade should not exceed 10 grams. (

i/ ( SWITCH ADJUSTMENT

1. For small coins, such as dimes, adjust short blade so that the ‘gap’ between the
silver contacts is .045 to .055.

S

2. For larger & heavier coins the ‘gap’ should be .045 to .060.
Ea e
3. Do not adjust ‘gap’ closer than .040.

THE POWER TRANSFORMER,

" located on panel. Is equipped with a secondary tap. If your game is on location with
i s extremely low line voltage, remove lead from lug marked 24 volt and solder to i
- ' alternate lug marked "HIGH". This will increase secondary voltage for proper

operation.

LEG LEVELERS,

are provided for two purposes - lst to level game on location, 2nd to increase
| ( [ pitch for game percentaging. If it is desired to speed up play and decrease
: scores, raise rear legs to increase pitch,







“» AS SHOWN IN SKETCH RELOW. SPOTT

[i2
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TO MAKE GAME MORE "CONS

SEEN ON REMOVAL OF POSTS.

ST ADJUSTMENT SHEET

TIVE" OR "LIBERAL" — MOVE POSTS 3/l6"
ING HOLES ARE PROVIDED AND CAN BE

A-4741

LIB.
MED. —\‘

CONS.

23A-6505-

ABBREVIATIONS :

CONS.-CONSERVATIVE
LIB.— LIBERAL .

RUBBER RING NUMBERS:

23A-6300 ~5/16 |
23A-6303 | 1/4 |
SR AL canAT e
23A-6306 25/16 L
23A-6307 27/8 |
23A-6308 3 3/8 |

23A-6505 FLIPPER
RUBBER RING{

[RSECRCRSR)

A-4741 REBOUND ASS'Y.

/*231!\—6327 BALL SHOOTER
RUBBER TIP

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

16A-401 PA

MED.- MEDIUM gl

A-48ITR BALL GATE ASS'Y.

L)

Ty
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ADJUSTMENTS

10€¢ Adjustment

PROVIDES
2RO R
3 PLAYS
G \ o) FOR ONE
COIN.
[
GO O 3
nt
G O 2
i
=il =) |

-, MECHANISM _PANEL

s v

o

*

Mortor Service Jaock
AT

Yok

» orr INSERT PHONE TIP IN

"OFF" POSITION - CAMS &

CAN BE TURNED BY HAND &
TO CHECK ADJUSTMENT OF
SWITCHES . Y

25¢  Adjustment

°)

“l
cé_c‘ty;u@ 6
l! PROVIDES 2, 3, L4, 5

5 OR 6 PLAYS FOR 25¢.

fj'ﬂ =) 4

Kl

@j_g{rfijj_@ 2
i o)

Extra Ball Jack Adj.

- ,Rg;ps.Av—J [EXTRA BALL

8¢

v
fan ¥

o

g

(=

o

IN REPLAY POSITION, HI SCORES
AND NUMBER MATCH AWARD REPLAYS,

IN EXTRA BALL POSITION--- SEE
EXPLANATION OF EXTRA BALL RELAY

3

U R et

5¢ _Adjustment

(O]

=~

2-Coins (=

!/ -Coin (=)

(0]

IN "2 COINS FOR
1 PLAY", CIRCUIT
TO COIN RELAY

PASSES THRU SW.
ON ALTERNATOR
UNIT.

MASTER ON-OFF SW. ¢

( Located under front of

Cabinet)

) A

CONTROLS POWER e
TO TRANSFORMER .
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STMENTS IN _BACKBOX
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:EEﬂT:] 0007
2
T

5000 @%
(o |

d
et

%@w

3000 (= |1
4000 (=

HI-Score Adjustment

Insert plugs into 10 Point Female at

desired positions,
Examples:

-

J

Yellow wire into 3000 position scores at
Yellow wire into 0000 position scores at

No. of Balls Adjustment

c::f[l]_ -RED- ( 11000 to 20000)
c_—_—:@—— -BLUE- (2100070 30000)
C:ﬂ}— -YELLOW- ( 31000 to 40000)
C:IH}'_ —GREEN - (4,000 tc 50000)
:@—— -WHITE- (5/000t0 60000)

—BROWN - ( 6/000r0 70000)

—ORANGE- (71000 to 80000) ¥,
—8BLACK — (81000 te 80000)

—~GRrAY- (91000 TO 99000}

3000,
0000,

NUMBER MATCH ADJUSTMENT

ON OFF -
~a 3 BALL 5 BALL :
(3 (o o)
‘ O ® )
I
[ [—] = F—
E= =
L =}
CR= , iz
(o o )
O o
In *ON! position, a number match lite will
= appear when game is over, To award replays
ggIg gig% g§ﬁ§G£ %IgngERSA when number is matched, Extra Ball Adjust= ]
5 ment Jack must be in 'Replay’ position, In
10ff* position, Number Match is inoperative,
SUGGESTED SCORE CARDS
S BALL PLAY 401=-13 3BALL PLAY 4Ol =l
Q@ ON_NOVELTY PLAY

L01=2l

S BALL EXTRA BALL

3 BALL EXTRA BALL 401-19
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; GN%'\?EERR g)l(-vERINIENT witl any of the mechani s.:'; Eogz;gigr;ﬁg t;g}n;!l:
g racving =
with the ald of Wiring Diagrams OILH-A chec% seat i

upolied with the machine,
::;iogfsthé units involved before making any changes, Improoer

! - epair w‘§1 only cause serious damage
ad justment or make-shift rep 3 el o i

to other parts of the machine or
| ire, bad

NOTE: Always look for a possible loose w 5
connection at a plug and socket, broken or
unhooked springs on step-up units, relays,
etc., before adjustments are made or wires

reconnected,
P A 1th ting other than gpec
" IMPORTANT: Never replace fuses W any rating other ;pec-
i1fied on the fuse block; this block 1s located ad jacent to ‘the
~transformer,

: A
P Lgig;yfiblgggkion causes far more trouble in coln operated equin=-

ment than under-lubrication. Practically all cases of poor con-
tact on switches and wiper discs are due to oil or grease, or oil
vapor, which forms a film or residue on the contacts and will not
allow current to pass through, Excess lubricant may also seep in-
to clutches causing them to slip.

IMPORTANT: NEVER USE VASELINE FOR LUBRICATION OF ANY PART OF THE a8
MACHINE, Vaseline 1s not a true lubricant, It leaves a dirty and {3 @ -
gunny residue and 1t becomes very thick when cold, A svecial Coin
Machine Lubricant is supplied with each machine,

STEP-UP Levers, Ratchets, Cams, Shefts and other sliding or os=-
cillating parts should be very lightly greased with special Coin
Machine Lubricant (suoplied with machine) not oftener than every
six months, The bakelite discs (biscults) on the Motor Units and
Step-up Units will require lubrication with the svecial Coin
Machine Lubricant only after the grease is completely evaporated

(3 to 12 months, devending on climate) or when the film of grease
becomes dirty, 1In either event, clean the parts thoroughly with

a solvent, then avply an extremely thin coat of the svecial grease,

Solenoid Plungers should not have a ‘lubricant of any kind:y
Should there be a sluggish tendency or if vlungers are sticking,
the parts should be cleaned with a solvent and flaked gravhite
applied on reassembly,

SWITCH ADJUSTMENT |

SEFORE ADJUSTING SWITCHES, MAKE CERTAIN THE SCREWS HOLDING

THE SWITCH STACKS ARE DOWN TIGHTLY. BAKELITE SPACERS IN THE 0
B =T RCKS, 'DUE To EXCESSIVESMOISTURE . HAVE OCEASIDNALLY
RURBEEEB Y DRYINGIOUT, \cAUSING (FOOR ADIUSTMENT

‘e
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BALL COUNT UNIT DISC

THIS UNIT RESETS AT THE START View looking af WIPER FINGER side
OF A NEW GAME, (DURING RESET CYCLE). with WIPER in ZERO position.

IT ADVANCES ONE STEP EACH TIME e
THE LAST PLAYER COMPLETES HIS TURN.

w

DIAGRAM
LOCATION

.

TRIPS GAME OVER RELAY

IN 5 BALL GAME. C-17 s-rq O Cﬁ
|
1= | ?
TRIPS GAME OVER RELAY 4 _"
IN 3 BALL GAME. C-17 sew-8rY4 O @~
(2) %_
— e - Srounded O
rl w-—8 O Wipers i
8—Y o

IF

2
BALL IN PLAY ur£s< 3 B-3 { GReEY-Y
4

GREY-G

5 \crev—eR

o -'34

A

I

Ir

-




COIN_S. U. DISC

THIS UNIT RESETS AT START op
A GAME (DURING RESET CYCLE).

IT THEN ADVANCES ONE STEP EAcy
TIME THE COIN RELAY IS PULSED.

View looking o) WIPER FINGER side

with WIPER in RESET position ‘.,“-' &
oF
— &
R
¢ 6 qb ¢ W
o G
o gt o e
5 o ovaRevatovdsol Iy
0\ O RSO K »
il Qe "\ ; hC Ui GEaRG o i
¥ ~ Q i - o3 0’ 7 ’Q
0‘& d O )
W + e
\2 @ L o )
‘:’-‘. 9\5( DIQ- ,-i A /Cﬂ é& %Q_I ‘\,Q~ .‘
ya L SHL I L L L if ey L5 3
/ ODGDEDDDDDDDGDDDO 4
DIAGRAM = 5 0
LOCATION
O
(r) ‘ -
R—v GROUNDED ;
E ~ 4 c DIAGRAM 3
rR—6- Py ‘ ok LOCATION bl
/N CIRCUIT TO BALL COUNT UNIT STEP Ll \ ERE
uP coiL D-7 N )
e A O Fer-y
a 3 :
SI8E % . ahls
R-w-4 O ’ ok
500G ﬂ TR (m c-9 4th PLAYER NUMBER MATCH CIRCUIT
La" <\ ‘qf\.) ?
o ¢- PAIR =‘.. (m =
INSULATED N
R-BRH [ ; O wirers —2 NN\ / B
1 NCD
(m] N
2nd PLAYER NUMBER MATCH CIRCUIT c=-9 j
4 0
@
L —-8rR- 0O
(@]
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10-PAIR INSULATED
SNO-SHOE.
WIPERS
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DIAGRAM
LOCATION
4m oL ) N ClRCUIT TO
10000POINT
DRUM UNIT -
COILS THRU 9
3rd PL. | POSITION SWS.
ON CORRESPOND-
c-13 ING 1008POINT
2nd PL fomm UNITS.
Ist PL.
),
4th PL.
ard PL.|TO /000POINT
c-12 ORUM UNLT
COILS
2nd PL.
Ist PL.
TO SWITCH ON I000
C-12 pPOINT RELAY
7O SWITCH DN 100
C-12  po/NT RELAY
i ¢
4th PL
3rd PL |TO /00POINT
ORUM UNIT
c-l12 } cons
2nd PL
Ist PL.
=

TO SWITCH ON (D
POINT RELAY

View looking at WIPER FINGER side with it
/n RESET position ( Ist Player Up) P

13
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BONUS S.U. DISC
3, €

Ry A
THIS UNIT ADVANCES ONE STEP EACH TIME THE ADVANCE
RELAY IS PULSED. IT RESETS TO ZERO POSITION (ONE ST EP
AT A TIME) WHEN BONUS RELAY,'DOUBLE BONUS RELAY. OR
TRIPLE BONUS RELAY IS ENERGIZED.

VIEW LOOKING AT WIPER FINGER SIDE,

DIAGRAM WITH WIPER IN ZERO POSITION.
LOCATION
1 OfO 000000 0O 0 00
f
1000 B-v4 (13 ®@®C ¢
2000 8-8LU (12) @ \
3000 o-w- (D @ o
N7
4000 0-6 ®® 2 GROUNDED
WIPER
BONUS 5000 0-BLU
I g e B
LITES 6000 BR-Y- 5
7000 =0~
e ©
8000 G-R - @ =
R-BLU
9000 L @ -
10000 L v-64 (3 %
i "
| »
t 8




e -;e‘» :

it .‘l"_’_‘ &Y
NO. MATCH UNIT DIS e
THIS UNIT ADVANCES ONE o
STEP EACH TIME THE 10 POINT ® 5SS
RELAY IS PULSED. &4 ?O ;
%
&
&
¥
VIEW LOOKING AT
WIPER FINGER SIDE
® PRSP
DIAGRAM
LOCATION "
/ °
o
Z
@ QO
20 v-8r B O
80 ' 6-04(® @
\
IN NUMBER MATCH CIRCUIT, el
THESE WIRES COME FROM | Bai s Y=ok ) @)
THE 10 POINT D.U. DISC
OF ALL l; PLAYERS. 7o G—W - @
10 v-6 109 ©
60 G-Y -
| o Lt O
NUMBER MATCH FEED TO REPLAY S.U. ge-9 Grev—R {(D) O
#9 POSITION a-6 B8w-8rR (6 O
n .
oo LITh LITES #> ECSTLION B-6 " BL-R1() O
#1 POSITION B-6 o-8 (@ @)
#9 POSITION  D-19 -6 1® O
IN CIRCUIT TO EXTRA ;
BALL RELAY, THRU 45 POSITION .- D0zl GREV-Y 1( O
NCE UNIT DISC.
gros #1 POSITION D-19 o-6 1D O
5 PAIRS OF
= INSULATED WIPERS
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RELAYS & SWITCHES

TYPICAL “M” RELAY SWITCH LOCATED ON MECHANISM PANEL

POSITION "
Of sorrom switcHes TOP SWITCHES
2 A - Ve = SWITCH DIAGRAM
0 TYPE LOCATION
5 IA‘IBIIC'ID] IZAIZB’ZCIZD]

LOCK RELAY a |- BLU-R c-17 ENERGIZES GAME-OVER RRLALY (TRIP COIL).
NeOs -Y=-
— G-¥-W At
IS ENERGIZED BY LEFT FLIPPER BUTTON OR 5¢, N.0.| © BLU-Y-W  A-2 6 VOLTS FROM TRANSFORM /s LITES.
10¢, 25¢ OR Z0IN RELAYS. — sk
ks g
G=Y-W 6 VOLTS FROM TRANSFORM. |- I'0 LITES.
|- BR=Y-W A=2
= HOLD CIRCUIT TO THIS R...AY, THRU CABINET BOTTOM KICKOFF
B-0 SWITCH.
L 0-B D=1
= B-BLU OPENS IN A HOLD CIRCUIT TO EXTRA BALL RELAY AND CLOSES
EJECT RELAY AR | S TO BALL INDEX RELAY.
— GREY=Y D-19
N.O, — =Y= IN CIRCUIT TO THE RELAY AS INDICATED BY ARROW ON ADVANCE
IS ENERGIZED BY (2) EJECT POCKET SWITCHES, E | BR-O C-15 UNIT.
THRU INDEX CAM SWITCH C, .0 E
0 IN0=G c=6 RUNS SCORE MOTOR. i
N.O. — -BR- PULSES 1000 POINT RELAY, THRU SWITCHES ON (3) BONUS /
[ BR=Y D-21 RELAYS . ;
N.O. |- R=BR CIRCUIT TO 500 RELAY, THRU N.C. SWITCHES ON (3) BONUS 1
3 8 | -w- c-16 RELAYS .
N.O. I~ 0-BLU ¥
A | R-Y E-1l IN HOLD CIRCUIT TO THIS RELAY.
[ {
0O O
RESET RELAY e N 1’ TO REPLAY RELAY AND CLOSES TO RUN
-y - c-
: g —0-G c-g ;
— W=BLU T0 COIN UNIT S.U. AND CLOSES TO RESET
M&B | O | BLU-0 LI, COUNT AND'GAME OVER.
—0-BLU E-7 ;
i —R=Y-W H A ON G. VER RELAY.
N.Cs | C BLU-Y-W P=16
E-7 o #0, PL. IT RESET COIL.
i & i s
3 D=6 IN HOLD GI c&,_ »TO THIS RELAY. &
y .
A & *.-ﬁ g

o _.




LI

® o RELAY

1S BNERGIZED BY RPPLAY BUTTON, THRU ZERO
SWITCH ON REPLAY UNIT.

COIN RELAY

IS ENERGIZED BY REPLAY RELAY OR COIN SWITCH.

BALL INDEX RELAY

IS ENERGIZED BY 10 POINT, 100 POINT OR
1000 POINT RELAY, THRU SWITCH C ON EXTRA
BALL RELAY.

IT 13 ALSO ENERGIZED BY TILT RELAY.

OUTHOLE RELAY

18 ENERGIZED BY OUTHOLE SWITCOH, THRU INDEX
CAM SWITCH Q.

e B )
9 N.0. R-Y
-BLU-0
N.O. R-BR
- G-W
-~ R-BR
N.Os W-BLU
ORES
- -Y=-
N.0. BLU=Y
|- =¥
N.O. 0-R
N.0a -y-
- 0-a
- B-0
N.O. 0-8
|- R-BR.
N.O. G=W
0]
|- B=-BLU
N.O. -Y-
L R-W
N.O. B-R
_ g-B
N.O. GREY-BLU
ORI
M&B - 6-B
Y=
= 0=G
= w-BR
MA&B -Y=
= R-0
— _0_
M&B ~B-
I~ R=BLU
- R-G
N.O. -G=
- R-G
N.O. R=B
|- GREY~G
N.O. BLU-Y
L0

D-4

D=3

C=19

c-7

E-18

IN SERIES WITH SWITCH B ON GAME-OVER RELAY.

RUNS SCORE MOTOR.
ENERGIZES LOCK RELAY.

IN HOLD CIRCUIT TO THIS RELAY.

IN SERIES WITH SWITCH A ON EXTRA BALL RELAY.
IN CIRGUIT TO BALL COUNT UNIT S.U.-=-ALSO IN SERIES
WITH SWITCHE O ON PLAYER RESET RELAY.

IN HOLD CIRCUIT TO THIS RELAY.
.1

E

-~ |

BLLL INDEX RELAY AND CLOSES

a

OPENS IN HOLD CIRCUIT T¢
TO RUN SCORE MOTOR. ™

OPEN IN HOLD CIRCUIT TO TILT RELAY AND CLOSES TN SERIES
WITH SWITCH B ON EXTRA BALL RELAY.

OPENS CIRCUIT TO (2) EJECT COILS AND CLOSES TO BONUS
UNIT ESCAPEMENT COIL.

ENERGIZES BONUS UNIT BSCAPEMENT COIL SC
CAM SWITCH 1B. ARA0ORE B
ENERGIZVES D «N POST COIL.

IN HOLD CIRCUIT TO THIS RELAY.




ST

TILT RELAY

1S ENERGIZED BY PLUMB BOB TILT, BALL ROLL-
DOWN TILT OR PLAYFIELD VIBRATION TILT SWITCH.

PLAYER RESET RELAY

IS ENERGIZED BY BALL COUNT UNIT END-OF-STROKE
SWITCH. IT THEN HOLDS IN THRU INDEX CAM SWITCH B.

EXTRA BALL RELAY

18 ENERGIZED BY HI-SCORE CIRCUIT, THRU "REPLAY-
EXTRA BALL" ADJUSTMENT JACK.

ALSO BY EJECT RELAY, THRU ADVANCE UNIT DISC
AND NUMBER MATCH UNIT DISC.

#

¥
w g

ol
GAME” OVER RELAY

£ .
INTERLOCK

LATCE COIL IS PULSED BY SCORE MOTOR CAM SWITCH

- 1D, THRU SWITCHES ON COIN RELAY AND RESET RELAY.
TRIP COIL IS ENERGIZED BY COIN RELAY, LOCK
RELAY OR WIPER ON BALL COUNT UNIT.

M&B - w-0
=Y= c=10
|- GREY-BLU C=17
= W=
M&B -BLU-
- BLU-B A7
= “R=
N.C. R-Y=W F-18
- R-0
N.O. R-B E-15
=
|- w-BR
N.Os Y-R E-18
Ol RC
|- ¥-B_
M&B W-R D-7
- G-Y
| GREY-B
N.O. GREY-G  F-9
N.O. |~ R-BR
| R=G c=-8
o)
MAB - w-
_B - v
= W=G A-6
| GREY=-BLU
N.C. BR=G E-17
N.C. “}32‘3 % -7
o M B
i iy o
N85 Y<B' D-19
b |~ e op s
o & O0)
»
#
M&B - GREY-0 i
3 ~BR= R
, U=Y A=l -
i - GREY-G
M&B ‘GREY-BR _ . .,
-, [—B=W. M I'.t-—Bf
i i - y=BR Fl = o T
Sy :B N.OuH W-BLU . .El
oo = - e
B —0=-R .
N.0. [ 8 |®BLU-w ESg
z-27 i y
10004 | N.C. +BLU-Y-W PF-16
5457! & ekw T e ¥

s

~~IN HOLD CIRCUIT TO
'

) ¥
OPENS IN HI-SCORE CIR PLAY S.U. AND CLOSES TO
BATT TNDES Ao CUIT TO RE!

OFENS LiCERUDIWAO PLAYFIRLD LITES AND CLOSES TO TILT

QPENS ALL SCORING CIRCUITS.

ENERGIZES DOWN POST COIL. 4

HOLD CIRCUIT TO THIS RELAY, THRU S
RELAY.

OPENS IN CIRCUIT To
PLAYER UNIT RESET’
.,,3 X
IN NUMBER MATCH CJRQUIT TO REPLAY S.U.

AP
HOLD CIRCUIT TO,THI§ RELAY, THRU INDEX CAM SWITCH B.
T
" b

i o

Py S
e Vi
OPENS TO (3) "EXTRA
TO "SHOOT AGAIN"

IN CIRCUIT TO BAR DEX RELAY. 2 Yoll
IN SERIES WITH H B ON BALL INDEX RELAY.

e

3

IS RELAY. <, "

~

0P,
A
el
c .
P 3
N
N
L
* ¢
-y
OPENS
‘%



IO ¢ RELAY M&B Dl B 9?_‘ OPENS" ﬂ‘ CIRGUIT 1o KNOCKER oo 44AND CLOSES TO RUN
| 0=G -6 14 SCORE Hg‘ram L P "X
Sat— -H"“ﬂb { o 3 {
IS ENERGIZED BY 10¢ COIN SWITCH, IF 10¢ o 3w il 5, i
ADJUSTMENT JACK IS IN 2 PLAYS™ OR "3 PLAYS" o o o znrqamﬁ LOCK RELAY. ' ¢
e |- GREY-w- ) LS * PHRU IMPULSE CAM SW
Neo:| oilf -oREY- st B8 4% REPLAY URIT S.U. o0 ‘;‘.TH
‘ - o s A :
w0l o, BLU-T N b 3 3 ,
«0sf A4 R-B E-2 ' n& b CIRCUTR 7O THIS RELAY. :
< é__ K &-;ll f ?
) ) i . :
< [y
£ k- Y-B
25¢ RELAY L H i e IN HOLD GIRCUIT TO THIS RELAY.
IS ENERGIZED BY 25¢ COIN SWITCH. E B y OPENS IN cmcm 70 KNOCKER COIL AND CLOSES TO RUN
1o, : SCORE MOTORs Rga'
L 0-G c-6
N.O.|1c | B-0 ; %
LEge Del, ENERGIZES LOG ¥
[SIORETN .U. COIL, THRU IMPULSE CAM SWI 4
Neou| 1p | -GREY-  E-8 PULSES REPLAY %T s > TCH B
. K
i’ COIN RELAY WHEN GAME IS ADJUSTED TO "6 PLAYS
N.0.| 1a |’ BLU-0 l?o'g“gsriﬁﬁ P‘
I G-w D-3 .
.
L0 3
TR,
!'l
LOCATED ON PLAYFIELD
N RELAY -G-8 OPENS IN CIRCUIT TO 10 POINT RELAY AND CLOSES TO 100
ON GREE M8 | © | BR-0 POINT RELAY. 3
— W-R E-22 -
— -y- T0 LEPT BOTTOM AND RIGHT TOP JET BUMPER LITES.
IS ENERGIZED BY RIGHT TOP TARGET SWITCH. N.0.| 8 | ¥-0 B-6 _
N.O. — W=BR HOLD CIRCUIT T0 THIS RELAY, THRU SWITCH B ON OUTHOLE
A | v-r E-19 RELAY.
= v
(o)t ()l (&) g
_‘r,'.
ON YELLOW RELAY eafed|E L " OPENS IN GIRCUIT TO 10 POINT RELAY AND CLOSES T0
L 2 100 POINT RELAY.
W-R E-21
1S ENERGIZED BY LEFT TOP TARGET SWITCH. 752 5
& TO 'RIGHT BOTTOM AND LEPT TOP JET BUMPER LITES.
— W-BR- 4
v pH £-19 ggﬁrcmcun T0 THIS RELAY, THRU SWITCH E ON OUTHOLE
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0¢é

¥
BONUS RELAY w5 | PGS |
«Cs| D b =J= = IN SERIES WITH SWITCH B oN EJECT RELAY.
|- BLU=-R
IS ENERGIZED AT CAM SWITCH 5A, THRU EJECT N.0.| ¢ ~BR- c-21 IN SERIES W i
RELAY AND ADVANCE UNIT DISC. = ITH SWITCH ¢ ON EJECT RELAY.
@ |- GREY=V
; NeOuo| B | -G= E-15 PULSES SINGLE RESET COIL ON BONUS UNIT. }
|- BR=0 AY
N.O.| A G-Y c-15 HOLD CIRCUIT TO THIS RELAY, THRU SWITCH E ON EJECT RELAY.
Clilca) o)
-
DOUBLE BONUS RELAY =
N.C.| D -J- D-16 IN SERIES WITH SWITCH B ON EJECT RELAY.
b _BR_
IS ENERGIZED BY CAM SWITCH 5A, THRU EJECT
B A ADYANCE UNY? DISO. NaeDsl|TC GREY=R c-21 IN SERIES WITH SWITCH C ON EJECT RELAY.

PULSES SINGLE RESET COIL ON BONUS UNIT.

HOLD CIRCUIT TO THIS RELAY, THRU SWITCH E ON EJECT RELAY.

TRIPLE BONUS RELAY

IS ENERGIZED BY CAM SWITCH 5A, THRU EJECT
RELAY AND ADVANCE UNIT DISC.




Iz

5000 RELAY
IS ENERGIZED BY:
1. RIGHT SIDE ROLLOVER SWITCH, THRU RIGHT
GATE RELAY.
2. RIGHT BOTTOM ROLLOVER SWITCH, THRU RIGHT
BOTTOM GATE RELAY.

3. LEFT SIDE ROLLOVER SWITCH, THRU LEFT
GATE RELAY.

500 RELAY

13 ENERGIZED BY EJECT RELAY, THRU SWITCHES
ON BONUS RELAY, DOUBLE BONUS RELAY AND
TRIPLE BONUS RELAY.

ADVANCE RELAY

IS PULSED BY (2) CENTER TARGET SWITCHES AND
(4) TOP STAND-UP SWITCHES.

POST RELAY

IS ENERGIZED BY (2) ROLLOVER BUTTON SWITCHES.

X v 4
Arrar ' igs?
| aYa
N.O.| € 0=G
— BLU-R
N.O. | B BR-Y
L R=BR
N.O.| A | B=BLU
Qo 9O

R-BR
N.Ous| 2 A GREY=0
= ¢
|- 0=-BLU
N.C.| ID 0-B
3 L
N.O.| IC | 0-0
- R=Y
N.Os| 18 | Y-B
N.C | 1A | BLU-R
¥ - W-R
o Q) ©
e
N.O.| D GREY~B
- -Y-
N.0.| C -GREY-
=
N.0.| B W=R
- BLU-B
N.0.| A BLU-BR
S
0 ) O
- R-0
N.O.| € | R-B
— =YY=
N.0.| B W-R
— R=0
N.0.| A | R-BR
0l ©

F-16

D=1L

C=6

E-1L

D-1L

c-20

C=21

E-19

D-15

c-21

E-15

"
i

*

d
L]

AR L b

(RUNS_SCORE MOTORL T T

& h
e b3

AT »
, :\;' - . .
IN HOLD CIRCUIT TO THIS RELAY.

&
5

HOLD CIRCUIT TO THIS RELAY.

IN SERIES WITH SWITCH A ON EJECT RELAY.
RUNS SCORE MOTOR.
PULSES (2) EJECT COILS AT CAM SWITCH 4D.

PULSES 100 POINT RELAY THRU IMPULSE CAM SWITCH

ENERGIZES BONUS UNIT S.U. COIL.
ENERGIZES ADVANCE UNIT COIL.

PULSES 100 POINT RELAY. B

VPULSB 1000 POINT REDAY, Tm\)&m{ ULSE CAM SWITCH C.
i i

HOLD CIRCUIT TO THIS RELAY, THRU BONUS UNIT END=OF-

STROKE SWITCH.

ENERGIZES DOWN POST COIL.

PULSES 100 POTNT RELAY.

HOLD CIRCUIT TO THIS RELAY, THRU POST UNIT END-OF-

STROKE SWITCH.

&
$
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NO. 5 BUMPER RELAY

1S ENERGIZED BY LEFT BOTTOM JET BUMPER
SWITCH.

LEFT GATE RELAY

IS ENERGIZED BY WIPER ON ADVANCE UNIT DISC,
THRU SWITCH E ON EJECT RELAY.

RIGHT BOTTOM GATE RELAY

1S ENERGIZED BY WIPER ON ADVANCE UNIT
pISC, THRU SWITCH E ON EJECT RELAY .

RIGHT GATE RELAY

1S ENERGIZED BY WIPER ON ADVANCE UNIT DISC,
THRU SWITCH E ON EJECT RELAY.

N.O. - _y-
c | R-0
_—
N.O.| B | BR=G
L BR-D.
NeOa| A BR-R
o Qe

M&B -C" {J-
gy o “ §=BLU
N.Qa ‘:-‘ Y=
I~ Y-B
I~ W=BR
N.Os| A R=-0
.o o
‘ t :
L
Sy
g
&
— BR=Y
M&B
. c -l
|
- §
N.O.| B .
b= YﬁU
N.O.| A R=B
PDEC)LO
= BR=Y
M&B c o
— B=BLU
— B=R
N.O.| B -Y=
— Y-BLU
N.O.| A BLU-R
(o) (o) (o)

T

c-5

Cc=22

D=2l

E=20

B=-9
c-18

E=20
B-9

c-18

E-20
B-9

c-18

rvm‘%{;fx.n?'r BOTTOM JET BUMPER COIL.

ey ’ g R
.msam& WITH SWITGH G ON "ON unxﬁ' RELAY .
}%1: ods ‘

i

» -',-"_"‘v. “ ' :I_f' ; e

oPENS IN CIRCUIT TO 1000 POINT RELAY AND CLOSES TO
£000 POINT RELAY.

TO LEFT GATE LITE. 4

IN HOLD CIRCUIT TO THIS RELAY .

OPENS IN CIRCUIT TO 1000 POINT RELAY AND CLOSES TO
5000 POINT RELAY.

T0 RIGHT BOTTOM CGATE LITE.

HOLD CIRCUIT TO THIS RELAY, THRU TROUGH SWITCH.

OPENS IN CIRC
£000 POINT REEIA;.TO 1000 POINT RELAY AND CLOSES TO

TO RIGHT GATE LITE,

HOLD*
LD’ CIRCUIT TO THIS RELAY, THRU TROUGH SWITCH.




IO POINT RELAY

IS PULSED BY KICKER SWITCHES, STANDUP
SWITCHES, NO. 1, 3, 4 OR 5 BUMPER RELAYS.

.‘;k’@

100 POINT RELAY

IS PULSED BY ADVANCE RELAY, POST RELAY,
500 RELAY, NO. 2 BIMPER RELAY AND BY
NO. 1, 3, L OR 5 BUMPER RELAYS WHEN COR=-
RESPONDING JET BUMPERS ARE LIT.

1000 POINT RELAY

IS PULSED BY 5000 RELAY; LEFT SIDE, RIGHT
SIDE AND RIGHT BOTTOM ROLLOVER SWITCHES
AS INDICATED ON PLAYFIELD=-=---an AND WHEN
COLLECTING BONUS, DOUBLE BONUS OR TRIPLE
BONUS .

LOCATED IN BACKEOX ® |
i
|

N.C.| 28 | G-R IN SERIES WITH SWITCH F ON EJECT RELAY. !
-J= c-19 1
W=BLU ;
N.0. G-B E-22 IN HOLD GIRCuTT 70 THIS RELAY. i
=0 DISC.
N.0.| 1D | BR-0 c-11 PULSES 10 POINT pRUM UNITS, THRU PLAYER UNIT
[~ -y~
N.O.[1c | B-Y c-2l ENERGIZES NO. MATCH UNIT S.U. COIL.
|- -Y-
N.O.| 18 | BR-G c-17 IN SERIES WITH SWITCH G ON EXTRA BALL RELAY.
L B-G ON
M-29 I e PULSES 100 POINT RELAY, THRU 9TH POSITION SWITCHES
1100 N.O.| 1A | R E-22 10 POINT DRUN UnTRECAY”
R (=le)
N
N.C. \g— -J- c-19 IN SERIES WITH SWITCH 2B ON 10 POINT RELAY.
W-B
N.0.|2A| w-m E-22 IN HOLD CIRCUIT TO THIS RELAY.

W=0 PULSES 100 POINT DRUM UNITS, THRU PLAYER UNIT DISC.
R-G C=12 &

PULSES LARGE BELL COIL.

1
o
1

t

B=G c-23

BR-G c-17 IN SERIES WITH SWITGH C ON EXTRA BALL RELAY. B

S o PULSES 1000 POINT RELAY, THRU 9TH POSITION SWITGHES ON
100 POINT DRUM UNITS. k.

ITH SWITCH 2B ON 100 POINT RELAY, anp =™,

NDEX RELAY. a *g

ek A

~ PULSES 10,000
. ON 1000 POINT

g | f':f ¥

N.O. |18 'PULSES 1000 POINT DRUM UNITS, THRU PLAYER UNIT DISG.
= B : . TR T
{‘133 NeO.| 1A | BLU .  P-§ % IN ax-—sgom}ﬁncun TO mmr«g':u. COIL.
o ke e s R b Tan
I : _'.‘l‘l.'..‘}_.“ .
;




ge

® 3 =
I-2 RESET RELAY '

IS PULSED BY 2ND IMPULSE CAM SWITCH A, THRU
SWITCH A ON RESET RELAY.

M-29

j v
RL:) = o T
|_H-B D=1 ‘

3-4 RESET RELAY

Is PULSED BY 1ST IMPULSE CAM SWITCH A, THRU
SWITCH A ON RESET RELAY.

: ¢ L -y~ W
Elva | drav-sLu p-13
) ot . ug

0O o)
[ =y -
“NeOo| 2D | BR-0 D-13
T
N.0.|4C€ | BR-W D-13
',‘/_\\.:-Y"
N.Oa 41 BLU-W D-12
7_;“‘—__“,_
N.Qo [ 2A L»BLU-O B-11
ﬁ___y_
N.Q. | 1D | =-0= D-14
B
N.0.|1C | BR-R D-13
__Y-
N.O. | 1B | GRAY-R D-12
Ef=
N.O.|1A | O-C D=11
(o). (egy) (o)

1ST PLAYER 10,000 POINT DRUM UNIT.
1ST PLAYER, 1,000 POINT DRUI;*-'“HIT.

1ST PLAYER 100, POINT DRUM UNIT.

1ST PLAYER 10 POINT DRUM UNIT.

R
2ND PLAYER 10,000 POINT DRUM UNIT.

PLAYER'1,000 POINT DRUM UNIT.
v

53

.o S 0%
 2NDs PLA 100 POINT DRUM UNIT.

28D PLAYER 10 POINT DRUM UNIT.

3RD PLAYER 10,000 POINT DRUM UNIT.
3RD PLAYER 1,000 POINT DRUM UNIT.
3RD PLAYER 100 POINT DRUM UNIT.

3RD PLAYER 10 POINT DRUM UNIT.

L4TH PLAYER 10,000 POINT DRUM UNIT.
LTH PLAYER 1,000 POINT DRUM UNIT.
LTH PLAYER 100 POINT DRUM UNIT.

LTH PLAYER 10 POINT DRUM UNIT

St iavactas e e




