OPERATING INSTRUCTIONS

[ CONFIDENTIAL: DO NOT LEAVE INSTRUCTIONS IN GAME ]
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BALLY BEAUTY by Bally

3-cards replay amusement game

5 balls 5 cents

EXTRA COINS MAY BE PLAYED
(A) FOR SCORING ADVANTAGES
(B) FOR EXTRA BALLS

IN-LINE SCORES: Each of 3 Cards on backglass contains 25 numbers,
1 to 25, arranged in a square 5 numbers wide by 5 numbers high, not in
numerical order.

Playfield contains 25 skill-holes, numbered 1 to 25 in numerical order
from top to bottom of playfield, and ball-return hole through which balls
return for free shots.

When ball is shot into a numbered skill-hole, corresponding number
lights in all 3 Cards on backglass.

Object of game is to shoot 5 balls (and extra balls) into numbered
skill-holes

(A) To light 3, 4 or 5 adjoining numbers, connected --
vertically, horizontally or diagonally -- by white
line on a selected Card;

(B) To light 4 corner-numbers of a selected Card.

3-CARD SELECTIVE PLAY: Player selects FIRST Card by depositing
first coin* and selects SECOND and THIRD Cards by depositing second
and third coins* -- 1 Card for each coin* deposited.

After a Card is selected (indicated by word FIRST, SECOND, THIRD
lighting above respective Cards), Card remains selected during entire
game, regardless of number of coins* deposited.

NEW SELECT-A-SPOT FEATURE: SELECTION-FEATURE panel on
backglass flashes for each coin* deposited, and, at mystery-intervals,
SELECTION-FEATURE panel lights and remains lit during entire game,
entitling player to turn Selector-Knob on front of cabinet to light choice of
19, 20, 21 or 22. Choice can be changed until fourth ball is shot. Words
"SELECT NOW'" light under SELECTION-FEATURE, when third ball is
shot, to warn players that '"spotted' number must be selected before shoot-
ing fourth ball,

(continued on next page)

* When replays are registered, Buttons are pressed, instead of coins being
deposited.
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After selecting all 3 Cards, player may continue to deposit coins* to
light SELECTION-FEATURE and other scoring-advantages.

NEW TRIPLE-SPOTS FEATURE: 2 Trophy-Cups on backglass and on
playfield flash for each coin* deposited, and, at mystery-intervals, Cups
light and remain lit during entire game. Player who hits Cup-rollover,
when Cup is lit, lights 2, 4, and 6 - all 3 numbers.

After selecting all 3 Cards, player may continue to deposit coins* to
light Trophy-Cups and other scoring-advantages.

4-CORNERS SCORE: Corners-panel on backglass flashes for each coin¥*
deposited, and, at mystery-intervals, Corners-panel lights and remains
lit during entire game, entitling player to score 200 by lighting 4 corner-
numbers of a selected Card. (Only one 4-Corners score per game,)

After selecting all 3 Cards, player may continue to deposit coins* to
light Corners-panel and other scoring advantages.

SUPER-SCORE FEATURE: Word SUPER-SCORE appears in panel above
each Card. SUPER-SCORE panels flash for each coin* deposited and, at
mystery-intervals, a SUPER-SCORE panel lights and remains lit during
entire game. Additional SUPER-SCORE panels light, at mystery-inter-
vals, when additional coins* are deposited.

After selecting all 3 Cards, player may continue to deposit coins* to
light SUPER-SCORE panels and other scoring-advantages.

SUPER-SCORES**: Player who lights 3, 4 or 5 numbers in line in a se-
lected Card, when corresponding SUPER-SCORE panel is lit, scores
Super-Scores** indicated, instead of regular scores**¥,

ADVANCING SUPER-SCORES*%*; Super-Scores** appear in crowns, rib-

bons and pedestals of 5 girls pictured at bottom of backglass. Super-
Scores=** flash for each coin* deposited and advance at mystery-intervals,

(continued on next page)

* When replays are registered, Buttons are pressed, instead of coins being
deposited,

*% Super-~Scores:

5-IN-LINE (Crowns) : 96 100 150 200 300
4-IN-LINE (Ribbons) : 30 40 60 80 120
3-IN-LINE (Pedestals) : 6 8 12 16 24

*%% Regular scores:

5-IN-LINE: 96
4-IN-LINE: 20
3-IN-LINE: 4
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After selecting all 3 Cards and lighting all 3 SUPER-SCORE panels,
player may continue to deposit coins* to advance Super-Scores** to
highest bracket and to light other scoring-advantages.

GUARANTEED SUPER-SCORES#**: Super-Scores** either advance to a
higher bracket or remain as high as on previous coin, never drop back to
a lower bracket, regardless of number of coins* deposited.

EXTRA-BALLS FEATURE: After shooting 4 balls, player may press
Extra-Balls Button and deposit additional coins* to play for extra balls,

At mystery-intervals, after Extra-Balls Button is pressed, (1st) lights
on backglass, when coin* is deposited. After (1lst)is lit, light advances,
at mystery-intervals, to (EXTRA), when Extra-Balls Button is pressed
and coin* is deposited. After (1st) (EXTRA) is lit, light advances, at
mystery-intervals, to (BALL), when Extra-Balls Button is pressed and
coin* is deposited.

When (1st) (EXTRA) (BALL) is completely lit, first extra ball is re-
leased to player.

After shooting first extra ball, player may continue to press Extra-
Balls Button and deposit additional coins* to light (2nd) (EXTRA) (BALL)
in order to receive second extra ball and to light (3rd) (EXTRA) (BALL)
in order to receive third extra ball,

Coins* deposited to play for extra balls do not select Cards or light
other scoring-advantages.

After playing for extra balls, player may not play to select Cards or
light other scoring-advantages.

* When replays are registered, Buttons are pressed, instead of coins being
deposited.

** Super-Scores:

5-IN-LINE (Crowns) : 96 100 150 200 300
4-IN-LINE (Ribbons) : 30 40 60 80 120
3-IN-LINE (Pedestals): 6 8 12 16 24

26



BALLY BEAUTY

INSTALLATION AND OPERATING INSTRUGTIONS

Fasten 4 legs to cabinet with bolts and washers furnished. Place
back-box in position., Unlock and open back-door and fasten the back-box
to cabinet with bolts and washers furnished. (2 back-door locks are
common, )

Plug power line into 110-115 volt 60 cycle Alternating Current only.
Turn on power by turning toggle-switch on, Toggle-switch is located on
lower left side of back-box.

ACCESS TO MECHANISM AND LIGHT BULBS

Back-glass may be removed from either side by unlocking side de-
sired and removing upright moulding. (Remove moulding by pulling
bottom portion.)

After removing back-glass, access to mechanism may be obtained
by raising 2 slide brackets on insert, located on left and right edges of
insert. Insert may then be tilted forward for easy accessibility.

BE SURE TO LEVEL GAME_

See instructions for leveling below.

-

TOGGLE SWITCH
( ——LOCK [MAY BE UNLOCKED FROM FITHER SIDE)
MOULDING (REMOVE TO SLIDE OUT BACK GLASS)

FIRST, LEVEL HERE.

THEN, LEVEL GAME FROM
SIDE TO SIDE.
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BALLY BEAUTY

GAME PROPORTIONING

OVERALL PROPORTIONING of game to maintain a maximum
amount of play is the function of the REFLEX UNIT which is located
on the back door. Two additional ratchets are supplied if the type of
play in some locations require a change. See diagram below for
location of set screws (A and B) for fastening ratchets.
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BALLY BEA

TIMER UMT — GOIL SIDE

.

LOCATION ON DIAGRAM LOCATION ON DIAGRAM LOCATION ON DIAGRAM
L-12 L-15 F-12
BREAKS 6 VOLT CIRCUIT BREAKS 17 VOLT CIRCUIT DROPS OUT EXTRA BALL
ON LAST STEP OF UNIT | ON LAST STEP OF UNIT PLAY RELAY ON LAST
. STEP OF UNIT

LOCCATION ON DIAGRAM
H-2

BREAKS CIRCUIT TO
CONTROL UNIT MOTOR
ON LAST STEP OF UNIT

B

LOCATION
ON DIAGRAM

A-9

ON DIAGRAM
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BALLY BEAUTY

TIMER UNIT — WIPER SIDE

| LOCATION ON DIAGRAM
| I-13

[

| COMPLETES CIRCUIT
TO SHUTTER MOTOR
AT 2wo STEP OF UNIT |

|
LOCATION ON DIAGRAM

| LOCATION ON DIAGRAM

| D-15

COMPLETES CIRCUIT |

TO BALL LIFTER
‘ MOTOR

I-13 —= -

— - — LOCATION ON DIAGRAM |
COMPLETES CIRCUIT K-3 i
TO TIMER ' ‘
STEP-UP COIL COMPLETES CIRCUIT |

|

TO LITE

f “SELECT NOW'LITE

(S

L
o®’ -
‘ (W

L:‘ i

- ®
. ah

; F-9 _
COMPLETES CIRCUIT
TO ENER3IZE
5T# BALL TRIP RELAY |

|
LOCATION ON DIAGRAM
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SUPER-SCORE 0DDS UMIT — COIL SIDE

LOCATION ON DIAGRAM

E-34

COMPLETES CIRCUIT TO
i ODDS EXTRA STEP RELAY

| LOCATION ON DIAGRAM
| F=30

| N SERIES WITH ODDS

| UNIT STEPUP CIRCUIT

31

t ODDS STEP UP AT 5THSTEP

LOCATION ON DIAGRAM
B-30
OPENS ALL CIRCUITS TO

ORISR, =T
LOCATION LOCATION
ON DIAGRAM ON DIAGRAM

| A-3D A-36



BALLY BEAUTY

SUPER-SCORE ODDS UNIT — WIPER SIDE

LOCATION ON DIAGRAM
; G-29

PROPORTIONING FACTOR

LOCATION ON DIAGRAM

| E-30 | FOR EXTRA BALLS AND
‘ PROPORTIONS SUPER SUPER SCORE ODDS
| SCORE ODDS

LG L L L LCco0090

i

LOCATION OM DIAGRAM H- QQ

ot S

LOCATION ON DIAGRAM
| K-4

COMPLETES CIRCUIT TO !
SUPER SCORE 0ODDS LITES ‘

LOCATION ON DIAGRAM
B-2i|

REPLAY MULTIPLIER
CIRCUIT

LOCATION ON DIAGRAM

E-31

PROPORTIONS SUPER SCORES

RED AND YELLOW TROPHY,

LOCATION ON DIAGRAM | SELECTION AND CORNERS

TRiP RELAYS

C-30 T o

- ——  CONNECTS SEGMENTS A ANDB

PROPORTIONS MULTIPLE ON REDPLAY COUNTER UNIT,

STEPS OF SUPER TC SCORE 9o REPLAYS AT
SCORE 0DDS | FIRST STEP OF SUPER SCORE
| 0DDS UNIT
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BALLY BEAUTY

EXTRA BALL URIT — GOIL SIDE

LOCATION ON DIAGRAM
D-12
PREVENTS EXTRA BALL

PLAY WHEN UNIT
STEPS TO TOP

LOCATION
ON DIAGRAM

A-37

LOCATION
ON DIAGRAM

A-26
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BALLY BEAUTY

EXTRA BALL YNIT — WIPER SIDE

LOCATION ON DIAGRAM | LOCATION ON DIAGRAM

c-27 | c-27

15T AND 252 BALL
SINGLE STEPS J

i

FEED CIRCUIT TO
EXTRA BALL STEP COIL |

LOCATION ON DIAGRAM LOCATION ON .

I-15 DIAGRAM C-27 |
EXTRA BALL 252 BALL |

COUNT CIRCUIT (A | S 2 ¢
TO BALL LIFT MOTOR |l 8 JERA

NS ¢

SINGLE STEPS

LOCATION ON

DIAGRAM C-26 |

RUN TO 1T,
282 OR 322

LOCATION ON DIAGRAM : ] | LOCATION ON DIAGRAM
K-9 | LOCATION ON DIAGRAM K-9
. i |
152 EXTRA BALL l c-286 - | COMPLETES CIRLUIT
LITES WHEN UNIT | EXTRA BALL | TO SXTRA
{S AT 3% EXTRA | | |

RUN TO THE TOP | BALL LITES

BALL PO3ITION

)
o
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ALLY BEAUTY

REPLAY COUNTER — CoOIL SIDE

33

NOTE :
REPLAY COUNTERS FOR

CARDS 1-2 AND 3 ARE
EXACTLY THE SAME

LOCATION
ON DIAGRAM

| A-38

. ]

! LOCATION
ON DIAGRAM !
| D19 |




BALLY BEAUTY

REPLAY COUNTER — WIPER SIDE

NOTE.
REPLAY COUNTERS FOR
CARDS 1-2 AND 3 ARE
EXACTLY THE SAME

LOCATION ON DIAGRAM
| 6-19 |
CONTROLS REPLAY COUNT |
WHEN SCORING REGULAR
REPLAYS

LOCATION ON DIAGRAM
5-19
CONTROLS REPLAY COUNT
WHEN SCORING SUPER |
SCORE REPLAYS
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BALLY BEAUTY

CARD SELECTION UYMIT — GOIL SIDE

LOCATION ON DIAGRAM : LOCATIbN ON DIAGRAM
B-28 o H-33
OPENS CIRCUIT TO THE ' CHANGES PROBABILITIES
STEP-UP COIL AT 382 | OF ALL ADVANTAGES
STEP OF UNIT o

LOCATION
ON DIA GRAM

A-37

LOCATION
ON DIAGRAM

A-28




BALLY BEAUTY

CARD SELECTION UMNIT — WIPER SIDE

= —
' LOCATION ON DIAGRAM LOCATION ON DIAGRAM
F-19 K-4
COMPLETES REPLAY CIRCUIT COMPLETES CIRCUIT TO
THRU CARD #2, WHEN CARD LITE CARD SELECTION
22 HAS BEEN SELECTED LITES

LOCATION ON DIAGRAM
. E-2)

1 COMPLETES REPLAY CIRCUIT
THRU CARD =3 WHEN CARD
£33 HAS BEEN SELECTED

YECTE

X

LOCATION ON DIAGRAM
Fei7 F-23
| COMPLETES REPLAY CIRCUIT COMPLETES CORNERS REPLAY |
THRU CARD # 1 WHEN CARD = | SCORING CIRCUIT THRU
71 HAS BEEN SELECTED A SELECTED CARD

LOCATION OM DIAGRAM
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BALLY BEAUTY

SEARCH DIST AND WIPERS

SRS

\i,.%iixw 6 MOY
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BALLY BEAUTY

CONTROL UNIT SELECTION DISC AND WIPERS

LOCATION ON DIAGRAM
L-1

FLASH CIRCUIT FOR
SUPER SCORES, FEATURE
SELECTION, AND CORNERS

LOCATION ON DIAGRAM l

E-26 |
SELECTS SINGLE
AND MULTIPLE

EXTRA BALL STEPS

o\
| ®
»
®
g ©
e
L
Lo
Y
»
®
)
»
®
»
®
L
v
2
®

® o000 ePrrPrrArrcnnnna D¢

LOCATION ON DIAGRAM |

K-7

EXTRA BALL
FLASH CIRCUIT

LOCATION ON DIAGRAM |
C-32
SELECTS SUPER SCORES
REC AND YELLOW TROPHY, |
CORNERS AND FEATURE |
SELECTIONS

LOCATION ON DIAGRAM
F-30
SUPER SCORE
ODDS STEPS
PROBABILITY

LOCATION ON DIAGRAM

L-5

FLASH CIRCUIT FOR

ALSD RED AND YELLOW
TROPHY LITES

| SUPER SCORE ODDS LITES
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ALLY

SHUTTER MOTOR

i1

e -
S G,

SHUTTER CAM #2

LOCATION ON

I-—

| oreENS BALL
LIFTER CIRCUIT

! DURING CYCLE

DIAGRAM F w; 5 |

—t

=
i
L EQ - —
SHUTTER CAM NO. | 33 LOCATION SHUTTER CAM #5
TYPE =4 % ON DIAGRAM
SW. | READ SWITCHES FROMTOP | O - A-13 Wy
' OPENS REPLAY . J DIAGRAM -
NC.  5SCORING CIRCUIT I-17 I-37
NC  OPENSTILT CIRCUIT  |p.q4 RESETS 0ODDS UNIT,
= &f%?ﬁ;ﬁ:ﬁ?ﬁ: EXTRA BALL UNIT AND
R -
NO.§ EOR EalirER MOros I CARD SELECTION UNIT

=
z

a8

k<

SHUTTER CAM NO.4 20

X

SW. READ SWITCHES FROM TOP O
b COMPLETES CIRCUIT TO CLOSE 1
N.O. | SHUTTER AFTER 157 BALL (s sHoT |G- 13
sppp| DIRECTS CIRCUIT FROM SHUTTER C-12
| [777"] MOTORTO TIMER CAMS INDEX L——i
———) SHUTTER CAM NO.3 |
NO. | RESETS TRIP RELAYS | H-2 |
N.O. RESETS REPLAY COUNTERS -38

NO.| RESETS TIMER UNIT -9




BALLY BEAUTY

CORNERS REPLAY COUNTER

LOCATION ON DIAGRAM
F-23
OPENS CORNERS REPLAY

CIRCUIT AT 501
STEP OF UNIT

LOCATION
ON D IAGRAM

A-38

LOCATION
ON DIAGRAM

D-23
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BALLY BEAUTY

PLAYFIELD LAYOUT

FOR_STANDARD
OPERATION ALL POSTS
SHOULD HAVE LIVE
RUBBER RINGS (R-243)

[EXCEPT THESE FOLR

43
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SHOWN BY ARROWS
(R-243-2)

TO LIBERALIZE
USE LIVE RUBBER
THRUOUT.



BALLY BEAUTY

ROTARY SELECTOR (FRONT CABINET) INSTRUCTIONS

L

O

CONTACT POINTS
MUST BE OPEN

|
| O

—Fig. 1—

Flg.1 shows the selector lock
h’mgne‘l’ enerqized. When the magnet
is énergized the rofary selector Wipers
should “be free to furn. The swifch
cantfact points MUST BE OPEN af
this Time, as shown. This adjustmen’
is very important. T

CONTACT POINT,
MUST BE CLOSED

— Fig.2—

NOTE
This gap should
be small- Y3z or
tess.

This will reduce
iree movement
and prevent fhe
wiper contacts
from movine off
butTons, when
selector is ina
locked pesition,

O — Fig. 3— O

Fig.2 shows fthe selector lock

magnef NOT ENERGIZED, but shows
that the arm can be held in a position
o prevent the pluhger from returning
to 'a. normal locked position. The
swilch contact points MUST BE OPEN
at this fime, as shown. This adjustment
is very \mpovrfant.

ROTARY SELECTOR

Fig.3 shows the selector lock magnel
NOT ENERGIZED. The plunger is
now in a position to hold the drm and
revent the rofary wipers from
turning. The swifth contoct points
MUST BE CLOSED af this time,as
shown. This adjustment is very_

imporfant
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v

] — CONTROL UNIT
7F SeagcH DISC \\5ELEC TION DISC
7€ M,
— NoTE: %
70 Sw.15¢ 1S MOUNTED . e
ON SIDE OF CAM |
c i5¢ | \ \
- |2 18 m ﬁ H 58 [ —
1A 8A H |)2A 13A IMA I5A|  [16A

2A
14 |

MoToR

19¢
{78 ;aal NOTE : /98 208
- SEE AD&I#/STMENT —
/i 8
A 7€ 1BA INSTRUY ON BELONW /94 204
= | 1 — | ’ | )
TIMER PEPLAY SEALCH conreoL
CAMS CAMS INDE X UNIT \
INDEX INDEX sececr- |
-ION
‘ ‘ i | INDEX

NOTE -

IT 1S IMPORTANT 70 ADJUST LEPLAY CAMS

INDEX SWITCH NOS.IBA ap 188 SO THAT THEY MAKE

WHEN THE REPLAY CAMS INDEX CO/L IS

PGI2ED. WHEN THE PEPLAY CAMS INDEX

CO/L /15 DE-ENERGIZED ,THESE SWITCHES SHOULD

OPEN ANDO LEMAIN OPEN WHILE SWITCH IS

R/DING ON OUTER EDGE OF CAM.

Convrroe Unit Prcroeiat View
NUMBERS COPRLESPOND TO SWiTCH CHART
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BALLY BEAUTY

CONTROL UNIT CAM SWITCHES

FOR POSITION OF SWITCHES

CODE
« eeesssseesses NORMALLY CLOSED

C

0. seseseascaaesss NORMALLY OPEN
B

P

«B. eevseees. MAKE BEFORE BREAK
REFER TO PICTORIAL VIEW ABOVE .P.D.T. ..SINGLEPOLE DOUBLE THROW
LOCATION WIRE
CAM SWITCH ON DIAGRAM NUMBER WIRE COLORS FUNCTION OF SWITCHES
1A N.O. H-11 36-10 Yellow-Brown Energizes timer unit step-up coil
65-2 Brown-White
2A N.O. 1-8 30 Yellow Energizes replay register reset coil and reflex play nagnet.
274 Blue—Orange
2B N.C. H-12 30 Yellow Orops out extra ball play relay at end of timing cycle.
152 Red-White
3A N.C. (-5 833 Black-Yellow Prevents start relay and extra ball start relay from being pulled in during timing
ue-2 Green-8lack cycle.
LA N.O. K-=7 Tu Orange-Green Completes circuit to extra ball flash lites.
60-10 Brown
48 N.®. B-25 30 Yellow €nergizes control unit selection index coil ard odds extra step index coil.
784 orange-Black
5A N.O. G-36 25 BluewWhite Completes circuit to erergize anti-cheat relay after power to game has been turned
30 Yellow off and then on.
58 N.O. B26 63-10 Brown-Yellow Erergizes extra ball unit step-up coil. Steps unit from a minus one position to
23t 81ue -Red the zero position.
5C N.O. G-10 65-2 Brown-white Energizes timer reset coil during timing cam cycle. B
71-9 Orange Rad
6A N.C. 8-26 65-10 Brown-white Completes circuit to extra ball unit step-up coil for multiple steps.
*\ 5u-9 white-Green i . e
7A N.O. 1-7 30 Yellow Pulses coin lock-out magnet during timing cams cycle.
=) Orange—-Red
78 N.O. 0-30 31-6 Yellow-Red Energizes odds unit step-up coil for single steps. o
83-10 Black-Yellow
7C N.O. B-27 6310 Brown-Yeltow Energizes extra mall unit step-up coil for single steps.
251 Blue-white
70 N.O. F-32 85=u Black-White Pulse switch for energiziny super score trip relays, red and yellow trophy trip
91-u Gray—-Red relays also special and corners trip relays.
7€ N.O. c-28 53 Brown-Yellow Energizes card selection unit step-up coil.
60-2 Brown
7F N.O. D-26 36 Yellow-Brown Energizes extra ball unit step-up coil for single steps.
52 White-Blue
8A NOT USED
9A N.®. A-26 54-9 White-Green Pulse switch for stepping extra ball unit for multiple steps.
63-10 Brown-Yellow N
9B N.O. = 75-2 Orange-White Pulse switch for aperating replay meter and replay register reset coil, when
53-2 white-Yellow replay reset relay is energized.
10A  N.O A-21 63-3 Brown-Yellow 2 pulse switch for energizing replay counter step-up coils #1, #2 and #3, when
70 orange super score relays are tripped.
11A N.O. A-21 93-8 Gray-Yellow 3 pulse switch for energizing replay counter step—up coils #1, #2 and #3, when
70 Orange super score relays are tripped.
118 N.O. A-23 45-10 Green-white 3 pulse switch for energizing corners replay counter step—up coil.
70 orange
12A  N.O. A=20 91-8 Gray-Red )} pulse switch for energizing replay counter step—up coils #1, #2 and #3 when
70 orange super score relays are tripped.
13A  N.O. A-20 90-8 Gray 6 pulse switch for energizing replay counter step—up coils #1, #2 and #3, when
70 orange super score relays are tripped.
14A  N.O. A-20 85-8 Black-white 8 pulse switch for energizing replay counter step-up coils #1, #2 and #3, when
70 orange super score relays are tripped.
15A  N.O. A-19 81-8 Black-Red 12 pulse switch for energizing replay counter step—up coils #1, #2 and ¥3, when
70 orange super score relays are not tripped.
158 N.O. B-17 80-10 Black 12 pulse switch for energizing replay register step—up coil and reflex replay
38=4 Yellow-Black magnet.
15C  N.O. H=17 21-3 Blue-Red Completes lock—in circuit for search index coil and replay cams index cotl. =
27 8lue-Orange
16A  N.C. 1-18 93 Gray-Yeliow Prevents the start of a second replay scoring, until the replay cams are indexed
567 White-8rown at their normal position.
TIMER CAMS A-12 93-2 Gray-vellow Energized by switches on start relay and extra ball start relay. o
INDEX COIL 70 orange
174 N.O. F-12 Tu-2 orange-Green completes lock—in circuit for extra ball play relay during timer cams cycle. =
81-2 Black-rRed
178 N.C. G=6 -9 Red-Green Opens circuit to coin lock-out magnet during timer cams cycle.
71-2 orange-Red
17C N.O. G-2 60 P Brown (Plastic) Completes circuit to run control unit motor.
20 P Blue (Plastic)
REPLAY CAMS A-16 20-1 Green Energized by switch #19A on search index, when 3 or more in line are scored.
INDEX COIL 70 orange
18A  N.O. 1-18 93 Gray-Yellow Completes lock-in circuit for search index coil when replay cams index coil is
56-7 White—Brown energized. NOTE: See pictorial view above for adjusting this switch.
188 N.O. E-17 27 8lue-Orange Completes lock-in circuit for search index coil and replay cams index coil.
80—10 8lack NOTE: See pictorial view above for adjusting this switch.
SEARCH [INDEX A-16 80-10 Black Energized when 3 or more in line are scored.
coltL 70 orange
19A N.O. 8-16 8010 Black Completes circuit to energize replay cams index coil.
4o-4 Green
198 N.C. E-11 2712 Blue-Orange Opens timer step-up coil circuit while replays are being scored.
90-9 Gray
19C  N.C. 1-5 30 Yellow Opens circuit to start relay and extra pall start relay while replays are
83-3 3lack-Yellow registering.
SELECTION A-25 781 orange-Black Energized by control unit cam switch.
INDEX COIL 70 orange i
204  N.O. k-2 36-5 Yellow-Brown Completes circuit to super score flash lites, also flashes selection feature
83-u Black-vYellow and corners 1ites.
208 N.O. J-5 30-5 Yellow completes circuit to odds flash lites also red and yellow trophy flash lites.
13-1 Red-yellew
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REPLAY
RESET
RELAY

ANTI
CHEAT
RELAY

START
RELAY

50 V.

EXTRA
BALL
START
RELAY

@ 50 O
50 V.

O]

9] o

5 RELAY BANK PICTORIAL VIEW
NUMBERS CORRESPOND TO SWITCH CHART
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BALLY BEAUTY

5 RELAY BANK SWITCHES

FOR POSITION OF SWITCHES
REFER TO PICTORIAL VIEW ABOVE

CODE
N.C. svvevascansscas NORMALLY CLOSED
N.O. oe p . NORMALLY OPEN
M.B.B. +veeueesase MAKE BEFORE BREAK
S.P.D.T. ». SINGLE POLE DOUBLE THROW

48-2

RELAY SWITCH OR LOCATION WIRE
CAM SWITCH ON DIAGRAM NUMBER WIRE COLORS FUNCTION OF SWITCHES
REPLAY RESET A-7 75-2 orange-white Energizes when replays are cancelled by push sutton or if anti-cheat relay drops
RELAY COIL 70 orange )
A S.P.D.T. B-8 532 White-Ye llow Directs circuit to replay meter during replay cancel.
13-9 Red-Ye1llow
27-4 B lue -Orange
B N.O G-2 60~P Brown (Plastic Operates control unit motor.
20-p Blue plast ic
o N.O. £-7 50-2 White Loc k—in switch for replay reset relay.
75-2 Orange-#hite
0 N.C F - 21-6 B1ue-Red Opens start circuit during replay cancel.
63-2 Brown-Yellow
E NeC E-5 20-3 Blue . Opens extra ball trip and extra ball start relays during cancel.
25-10 Blue-white
ANT I-CHEAT A-36 25 BluewWhite Energized thru cam switch SA, its switches protect replay circuits.
RELAY COIL 70 orange
A N.O. H-36 25| Blue-White Lock-in switch for anti-cheat relay.
30 yellow
B N.O. L-15 56 White-Brown Opens 17 volt circuit when relay drops out.
10 Red
c N.O L-11 40 Green Opens 6 volt circuit when relay drops out.
85-7 Black-White
0 N.O TB-11 012 Gray-Red Completes circuit to extra ball play relay.
B -6 Gray-Yellow
3 N.C. F=7 75-2 0r§nge4/hite Energizes replay reset relay when anti—cheat relay drops out.
50-2 White
START RELAY A=y 21-6 Blue-Red Energizes every time a coin is played or when a red or yellow button is pressed.
colL 70 Qrange
A N.Ge. c-12 81-2 Blac k-Red Opens circult to extra ball play relay.
91=2 Gray-Red
8 N.O. H 148-2 Green-Black Lock—in switch for start relay.
63 -2 Brown-Yellow
C N.O F-12 41-3 Green-Red Completes circuit to timer cam index coil.
133 Red-Ye 1low
EXTRA BALL PLAY A=12 93 -6 Gray-Yellow Energizes when yellow button is pressed.
RELAY COIL 70 Orange
A S.P.D.T. G- 50-2 White Directs circuit to regular start relay or extra ball start relay.
51-2 White-Red
63 =2 Brown-Yellew
B S.P.D.T. G-12 =2 crange—Green Lock-in switch for extra ball play relay.
* 15-2 Red -White
¥1-3 Green-Red
C N.O J-11 21y B1ue -Red Lights extra ball lite in back CoOX.
30 Yellow
[} N.O. F—5 51-2 White-Red Completes circuit to extra bal) start and extra ball trip relay. ==
25-10 BlueWhite
4 N.C J=1 83 2 Black-Yellow Opens super score flash during extra ball play.
30 Yellow
EXTRA BALL START A-6 20-3 Blue Energizes when yellow button is pressed.
RELAY COIL 70 orange
A N.C. 8-26 65-10 Brown-White Opens circuit to extra ball step-up coil during soin of control unit.
75-6 Orange-White
8 N.Q 0-12 T4-2 orange-Green Operates mixer latch and timer cam index coil during extra ball play.
932 Gray-Yellow
G] N.O G-6 25-10 Blue-White | Lock-in switch for extra ball start relay.

Green-Black
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BALLY BEAUTY

CODE
TRIP RELAY BAKK CHART N.C. «eeeves NORMALLY CLOSED
K.0. seceees NORMALLY OPEN
FOR POSITION OF SWITCHES M.B.B. ..vveveu... MAKE BEFORE BREAK
REFER TO PICTORIAL VIEW ABOVE S.P.D.T. «« SINGLE POLE DOUBLE THROW
RELAY swiTch | LOCATION | wie WIRE COLORS FUNCTION OF SWITCHES
ON DIAGRAM | NUMBER
Sth BALL TRIP A~9 £1-10 8 rown—Red Trips when Sth ball is raised,
ofL 70 orange
L1 N.O. 6112 I 80-2 Black in series with extra ball play relay.
13 Red-Yellow
Lz N.C. H=10 21-3 81ue-Red Breaks circuit to rotary selector lock coil.
- 23-5 Blue-Yellow
L3 N.C. k-3 81-10 81ack-Red Breaks circuit to "Select New" 1ite.
— o 577 white-Orange =
R1 N.O. F=11 27-2 8lue-Orange Keeps timer step-up circuit open until this relay trips.
50-10 White .
R2 S.P.O.T. 9=21 | 78-10 Orange-8lack Shuts off "Red* spotied number and directs circuit to regular numver.
91~10 Gray-Red
. 21 _Blue—Red .
R3 K.O. 1-19 | 56-7 Wwhite-8rown Cempletes circuit, to search relay switches.
1-10 Red-Green
EXTRA BALL TRIP A-5 70 Jumper Energized by switch on extra ball play relay.
colL | Orange
(% S.P.D.T. J-7 13-4 Red-Yellow Directs circuit to flash odds lites or extra ball 1ites.
30 Yellow
60-10 Brown
L2 S.P.D.T. 0-29 53 White-Yellow Breaks circuit to cards selection unit step-up coil and completes circuit to step
30 Yellow extra ball unit from minus one to zero position.
. | 61-2 Brown-rRed
L3 N.O c-15 91-1 Gray-Red Completes circuit to ball 1ift motor.
. 38-3 Yellow-Black
L# S.P.0.T. G-32 75-10 @range-white Breaks circuit to super score relays also red and yellow trophy relays.
98-4 Gray-Black
85-4 Black=White
R2 N.C 8-5 20-3 Blue Breaks circuit to its own relay coil.
. 25 Blue-white N R
R3 N.C. G-30 93— Gray—Yellow Breaks circuit to odds unit step-up coil during extra ball play.
| 41-10 GreemRed
RY N.O. | e-26 405 Green Completes circuit to extra ®all unit step—up coil, when extra balls are meing played.
78-1 Orange-Black
ALL SPOT TRIP A-1y 85-9 Black-white Trips when either red or yellow trophy is 1it and ®all hits corresponding roll-over.
colL 70 Orange
L1 N. 0. J-16 30 Yellow Lights #2 light in all cards.
27-1 Blue-Orange
Lz N.O. =47 30 Yellow Lights #4 light in all cards.
31-1 Yellow-Red e
R1 N.@®. J-18 30 Yellow Lights #6 1ight in all cards.
38-1 Yellow-Black
R2 N.C. F-26 4e-5 Green Proportioning factor for extra ball circuit.
54-5 white-Green
CORNERS TRIP As31 53-8 White-Yellow Intermittently selected thru red button play.
CoiL 70 Orange
1 N.O. J-2 30 Yellow Lights corners 1light.
0 | _98-10 Gray—8lack — =
2 N.O. G=23 738" Orange-Red Compietes circuit to corners replay counter.
23-10 Blue-Yellow
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SELECTION FEATURE A=31 48-8 Green-Black Intermittentiy selected thru red button play.
TRIP COIL 70 Orange
£ N.O. J-3 81-10 Black-Red Lights Selection Feature tight. =
30 Yellow
v N.O J-21 30 Yellow tn series with wiper fingers on manual selector which lite red spotted numbers.
91-10 Gray—Red
3 N.C G—26 %0-5 Gray Proportions extra ball play if Selection Feature is 1it.
52-9 White-Blue
SUPER SCORE #3 A-33 65—5 Brown-white Energized by control unit cam switch #7D, when circuit is complete thru all other
TRIP COIL 70 _Orange factors. o
L1 N.O. J-1 30 Yellow Lights #3 super score lite. 1
402 Green
L2 S.P.D.T. Cc-21 81-8 Black-Red Normally directs circuit to control unit cam #15A for stepping replay counter %3,
74-8 Orange-Green when tripped it directscircuit to a multiplier cam depending on position of
83-8 Black-Yellow odds unit.
R1 N.C. G—20 25-8 Blue-white Changes replay counter #3 circuit for scoring super score replays, when relay is
14-8 Red-Green tripped.
R2 N.C. 1-27 98-4 Gray-Black Proportioning factor for odds steps, card steps and extra ball steps.
91-3 Gray—Red ~
SUPER SCORE #2 4-33 63—5 Brown-Yellow Energized by control unit cam switch #70, when circuit is complete thru all other
TRIP COtL 70 Orange factors.
11 N.0. J-1 3 Yellow Lights #2 super score lite. — 7
38—z Yellow-Black
L2 S.P.D.T. c-19 81-8 Black-Red Normally directs circuit to control unit cam #15A for stepping replay counter #2,
71-8 Orange-Red when tripped it directs circuit to a multiplier cam, depending on position of
83-8 Black-Yellow odds unit.
R1 N.C. G—19 13-8 Red-Yellow Changes replay counter #2 circuit for scoring super score replays, when relay is
| 23-8 Blue-Yellow tripped.
R2 (o H=26 98-14 Gray—-Black Proportioning factor for odds steps, card steps and extra pall steps.
93-3 Gray-Yellow
SUPER SCORE #1 A-33 | 48-3 Green-Black Energized by control unit cam switch #7D, when circuit is complete thru all other
TRIP COIL 70 orange factors.
L1 N.O. J=1 36-2 Yellow-Brown Lights #1 super score lite.
30 Yellow o
L2 S.P.D.T. c-18 81~ B81ack-Red Normally directs circuit to control unit cam #15A for stepping replay counter #i,
65-8 Brown-white when tripped it directs circuit to a multiplier cam, depending on position of
83-8 Black-Yellow odds unit.
R1 N.C. F-17 10-8 Red Changes replay counter #1 circuit for scoring super score replays, when relay is
21-8 8lue-Red tripped. B
R2 N.C. 1-24 98- Gray-81ack Proportioning factor for odds steps, card steps and extra ball steps.
98-3 Gray-Black
RED TROPHY A-32 23-2 Blue-Yellow Energized by control unit cam switch #70, when circuit is complete thru all other
TRIP COIL 70 Orange factors. |
1 N.O. J=6 53-6 White-Yellow tights red trophy lite.
30 Yeilow
2 N.O. Cc-1u 75-9 Orange-white Completes circuit to energize "all spot" relay when red trophy rollover switch
85-9 Black-White is hit.
YELLOW TROPHY A=32 25=3 Blue~White Energized by control unit cam switch #7D, when circuit is complete thru all other
TRIP COIL 70 Orange factors.
1 N.O. K=6 52-6 White-81lue Lights yellow trophy lite.
30 Yellow
2 N.O. D-11 78-9 Orange-Black Completes circuit to energize "all spot® relay when yellow trophy rollover switch
85-9 Black-White is hit.
TILT TRIP COIL A1k 23-3 8lue-Yellow Energized by plumb bob tilt in cabinet also by replay reset button switch in
o Orange cabinet.
L1 S.P.D.T. L-13 38 yellow-Black Breaks 6 volt lite circuit and lites tilt lite when relay is tripped.
81 Black—Red
11-9 Green—Red o
L2 N.C. L-1u u5-7 Greer—white Breaks 17 volt circuit when relay is tripped.
20 Blue — o
L3 N.C. -1y 21-3 Blue-Red Breaks 50 volts to ball counting and extra ball and replay circuit.
30 Yellow -
R1 N.C. G-1 10—-P Red (Plastic) Breaks circuit to control unit motor when relay is tripped.
60—P Brown (Plastic)
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