
OPERATING INSTRUCTIONS 
I CONfiDENTIAL: DO NOT LEAVE INSTRUCTIONS IN GAME I 

CONEY ISLAND 

FORM CONEY ISLAND 1000 475 



CONEY ISLAND 
INSTALLATION AND OPERATING INSTRUCTIONS 

Fasten 4 legs to cabinet with bolts and washers furnished. Place 

back-box in position, fasten to cabinet with bolts furnished, plug in 

connector cables. Plug power line into A. C. ONLY, 60 cycles. 11 0-115 
volts. Turn on power by turning toggle switch on in bottom of cabinet 

(front right). 

ACCESS TO MECH ANISM 

Mechanism is almost entirely in back"'box. Unlock and lower back 

door to horizontal position. Door may be lowered to vertical position if 

screw that holds support-link for back door is removed. 

TO SERVICE LIGHT BU LBS 

Unlock back door and unscrew slotted bolt with red tag attached. 

Bolt is located in top center of back box. Remove 2 screws at top of top 

moulding and slide out back-glass. (NOT E: 2 screws in moulding may 

be omitted on location. ) 

LEG ADJUSTMENT 

Best ball action is obtained by raIslng cabinet 

1/4 inch in back, as illustrated below. 

o 0 
o V 

FIP�T, LEVEL HERE 

THEN EAISE BACK OF GAl'1E 1/4 INCH 
BY UlISCREVITNG LEG ADJUSTERS IN 
BACK LEGS. 



GAME PROPORTIONING 

PROPOR T IONING of game to maintain a maximum amount of 

play is the function of the REFLEX UNIT which is located on the b;:tck 

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. No. 3 ratchet will liberalize 

EXTRA BALL LIGHTS. 
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Position of wiper 
on disc 

2 
3 
4 
5 
6 
7 
8 
9 
10 
I I 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
31 
32 
33 
34 
35 
36 
37 
38 
39 
40 
41 
42 
43 
44 
45 
46 
47 
48 
49 
50 

SEARCH DISC"\#2,.,-3 
12 Winning Combinations for Each Section 

5 9 25 
8 22 10 19 
6 18 16 II 

24 21 14 20 
12 23 2 4 
5 8 6 24 

22 18 21 
9 10 16 14 

25 19 II 20 
3 7 17 13 
5 22 16 20 
3 19 16 21 

9 24 16 4 
13 19 14 20 
2 18 15 12 

22 " 21 
10 7 5 23 
9 13 2 
24 19 18 22 
16 14 15 " 
4 20 12 21 
6 25 17 8 
9 19 15 21 
6 20 15 22 

3 7 10 4 
24 21 18 22 
15 14 17 I I 
13 20 12 19 
6 25 . 16 
3 24 15 1 3  
7 21 14 20 

10 18 17 1 2  
4 22 " 19 
9 8 2 23 
3 21 17 19 
9 22 17 20 

3 
7 
17 
13 
15 

SECTION -11'1 12 
23 
2 
4 

15 
15 
12 

} , ",., , .. ,,, .
.

. 

6 
25 
17 
8 
3 

SECTION *2 10 
7 
5 
23 
3 
3 

10 

}, ", 
.. ,,",� 

9 
8 
2 

23 
5 

SECTION *3 6 
25 
16 
5 
5 
6 

} 4 " .. , Po •• ,,", 

Wiper a,m shown In *1 posltioiil 
contacting No·s 5-1-9-25-� 

0� 
;1 / t::'\ .....--Use three finger portion 

SEARCH DISCIiI 1'213 I / � /' of �iper arm for locating 
, I / / / ,// p ositions on disc. 

/ / / 

I / / 
I / / 

/ / / 
48 49 0 I /2 / / 

/ 
47 0 0 0 10//3 / 46 0 / 

45 0 
44 0 0 0 0 0 0  OD 0 C5 

0 0 0 0 0 4b 00
0

00
00000 0 00 0 

42 0 0 0 0 0 0 
41 0 000 00

000 000 0 ° 0 0 0 
o 0 0000 0 00 0 0 

40 0 0 a 0 0 0 00 '0 
o 0 0 00 

39 0 0 00 0011 
o 0 0 0000 

38 0 0 0 . . g 00000012 
000 0 0 ��oo�O 0 0 3700 0 rotation 0 013 
000 0 0 0 0 0 

3600 000 0 0 0 014 
00 0 0 0 0 0 0 350 0 0 00 000 

° 0 0 15 

340 0 0 0 0 00
0

00 0 0,6 
,,0 0 000 00 000 00°0° 00

00 0'7 
o 0 0 00 0 0'8 32 0 00 00 0 0 00

0 0 
31 0 0 \ 0 0 0 19 

30 0 0 0 d 0 0 0 0 20 
29 €> \ 22 21 

26 \5 N 23 

\ \ 

8@ 
( Button side of disc) 
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CONEY ISLAND 
RELAY CHART 

SWITCHES ARE NUMBERED LEFT TO RIGHT LOOKING AT LUGS. 

1IliL SWITCH SWITCH WIRE WIRE COLORS O. NO. CODE NO. 

C1 Search Rel ay n 30 yell ow 
20 81 ue 

Sw. 1 Search Re1 ay n N. o. 98-2 G ray-81 ack 
85-2 B1 ack-Wh i te 

Sw. 2 Search Rel ay #1 N.O. 53-2 White-Yellow 

-,----��. f--.c--------- 85-2 B1 ack-Wh i t e 

Sw. 3 Search Rel ay �1 N. O. 75-2 Orange-White 
52-2 White-Blue 

C2 Search Relay #2 31 Yellow-Red 
20 B1 ue 

Sw. " Search Re1 ay n N.O. 7"-2 Orange-Green 
75-2 Orange-White 

Sw. 5 Search Rel ay #2 N.D. 7"-2 orange-Green 
83-2 Black-Yellow 

C3 Search Re1 ay #3 36 Yellow-Brown 
20 Bl ue 

Sw. 6 Search Re1 aJ' #3 N. O. 56 White-Brown 
711-2 o range-G reen 

C4 Searc h Relay #4 38 Yellow-Black 
20 81 ue 

Sw. 7 Search Rel ay #" N. O. 83-2 Black-Yellow 
85-2 Bl ack-Wh i te 

Sw. 8 Search Re1 ay #" N. O. 75 2 Orange-White 
52 2 White-Blue 

Sw. 9 I Search Relay #" I N. O. 71..1.-2 o range-G reen 
I 81-2 B1 aCk-Red 

C5 Search Re1 ay #5 "0 Green 
20 Bl ue 

Sw. 10 Search Rel ay #5 N. O. 85-2 Bl ack-Wh i te 
53-2 Wh i te-Yell ow 

Sw. 11 Search Re1 ay #5 N. O. 81-2 Black Red 
52-2 Wh i te-B1 ue 

Sw. 12 Search Re1 ay #5 N. O. 98-2 G ray-B1 ack 
57-2 Wh i te-Orange 

C6 Rep1 ay Reset Rel ay 45 G reen-Wh i t e 
70 Orange 

Sw. 13 Rep1 ay Reset Re1 ay N. C. 57 Wh j te-Orange 
1.1.1-2 Green-Red 

Sw. 1" Rep1 ay Reset Rel ay S.P. D. T. 63 Brown Yell ow 
91 Gray-Red 
83 Black-Yellow 

Sw. 15 Rep1 ay Reset Re1 ay N. O. "5 Green-I,vhite 
7" orang e-G reen 

Sw. 16 Repl ay Reset Rel ay I N. O. 10 Red (Plastic) 
20 Blue (Plastic) 

C7 Ant i-Cheat Rel ay 51 White-Red 
70 orange 

Sw. 17 Ant i-Cheat Re1 ay N. C. "5 G reen-Wh i t e 
7" orang (7-G reen 

Sw. 18 Ant i Cheat Rel ay N. O. 50 Wh i te 
51 Wh i te-Red 

Sw. 19 Ant i-Cheat Relay N. O. 14 Red-Green 
15 Red-White 

Sw. 20 Ant i-Cheat Relay N. O. I 81 B1 aCk-Red 

I 90-5 Gray 

C8 Start Re1 ay 45-5 G reen-Wh i t e 
70 orange 

Sw. 21 Start Re1 ay N. C. 93-5 Gray-Yellow 
91-5 Gray-Red 

I Red-Wh i te Sw. 22 Start Rel ay N. C. 15-5 
I 18-5 Red-Bl ack 

Sw. 23 start Re1 ay i N. O. 45-5 Green-White 
71 Orange-Red 

Sw. 2" Start Relay N. O. 78 Orange-Bl ack 
98 G ray-Bl ack 

C9 Extra Ball P1 ay i 18-5 Red-Bl ack 
Re1 av 70 Orange 

Sw. 25 Ext ra 8all P1 ay Is, P. D. T. "5-5 I G reen-Wh i t e 
Re1 ay 1..1.1-2 Green-Red 

"3-2 Green-Yellow 

Sw. 26 Ext ra Ball P1 ay S.P.D.T. 78 Orange-Bl ack 
Rel ay 65 B rown-Wh i te 

60 Brown 

\ Sw. 27 Ext ra 8a11 P1 ay N. O. 57 Wh i te-Orange 
Relay 74 Orange-Green 

Sw. 28 Ext ra Ball P1 ay N. O. 98 Gray-Bl ack 
Rel ay 83 B1 aCk-Yel10w 

Cl0 Ext ra Ball Start "3-2 Green-Yellow 
Re1 av 70 Orange 

Sw. 29 Ext ra Ball Start N. O. "3-2 Green-Yellow 
Re1 av 71 Orange-Red 

Sw. 30 Ext ra Ball Start N. O. 21-5 B1 ue-Red 
Relay 60 Brown 

Cll Ext ra Ball Run 5" Wh i te-G reen 
Re1 ay 70 Orange 

I Sw. 31 Ext ra Ball Run N. O. 54 Wh i t e-G reen 
Rel ay 85-1 Bl aek-Wh i te 

C12 Ball Lifter 36-5 yellow-Brown 
Re1 ay 70 Orange 

Sw. 32 Ball Lifter N. C. 52-3 Wh i te-Bl ue 
Rel a 23-5 B1 ue-Yell ow 

Sw. 33 Ball Li fter N.O. 31-5 Yellow-Red 
Relay 36-5 I Yellow-Brown 

i I 

i 

I 

I I 
I 

I 

! 

! 
i 

I 
I 
i 

CODE 

N.C. ... ............ NORMALLY CLOSED 

N.O. ......... ..... ... NORMALLY OPEN 

M.B.B • ........... MAKE BEFORE BREAK 

S.P.D. T. .. • SINGLE POLE DOUBLE THROW 

FUNCTION 

Energ i zes when search di sc wi pers contact any number that 
In a given horizontal, vert i cal or diagonal appears 1st 

1 i ne of 

In 

In 

"f ive 

"four 

any 

in 

in 

card. 
1 i ne" replay circuit. 

1 i ne" replay circuit. 
-� 

In "three in 1 i ne" rep 1 ay eire u j t. 

Energizes when search disc wipers contact any number that 
appears 2nd in a given horizontal, vertical or diagonal 
1 i ne of any card. 
In "three in' i ne" replay circuit. 

In "four in 1 i ne" repl ay c i rcu i t. 

Energ i les when search disc wi pers cont act any number that 
appears 3 rd in a given hor i zont al, vert i cal or diagonal 
1 i ne of any card. 

In series with all other search relay switches. Feeds 3, 
4 and 5 in 1 ine winners. 

Energizes when search disc wipers contact any number that 
appears 4th in a given horizontal, vertical or diagonal 
1 i ne of any card. 

In "four in 1 i ne" and IIf ive in 1 i ne" repl ay c i reu i t. 

In "t hree in 1 i ne" replay circuit. 

In "three in 1 i ne" replay circuit. 

Energizes when search disc wipers contact' any number that 
appears 5th in a given hori zontal, vert i cal or diagonal 
1 i ne of any card. 

In !ffour in' i ne" repl ay c i reu i t. 

In "t hree in 1 i ne" replay circuit. 

In "f ive in 1 i ne" 
-
rep 1 ay c i rcu i t. 

Energ i les when repl ay button under cab i net is operated or 
when ant i-cheat rel ay drops out. 

In start relay circuit. 

Transfers circuit from repl ay un i t to replay meter durIng 
rep 1 ay cancel. 

Lock-i n swi tch for repl ay reset rel ay. 

Operates 115 volt control unit motor. 

Protects 6 volt and 17 volt c i rcu i t from "pl ug" pulling. 

Pull s rep 1 ay reset rel ay in if ant i-cheat rel ay drops out. 

Lock-in switch for ant I cheat re ay. 

Breaks 17 volt c i reu i t. I 
Breaks 6 vol t c i rcu i t. I 
Energ i zes when co in swi teh or repl ay button is actuated. 

J Breaks coin lockout co i 1 when start rel ay is energ i zed. I 
Opens circuit to ext ra ball rel ay rel ay is 

I 
when stad � energ i zed. 

Lock-in switch for start rel ay. 
! .��----------------.�---

Operates shutter motor. 
I 

Energ i zes when yellow but ton 
for extra bal 1 pl ay. 

on front door is actuated 

Directs circuit from start rel ay to ext ra ball start I 
rel ay. i 
Directs circuit from shutter motor to selection cam I 
index. : 
In parallel wi th repl ay button. 

I Lights extra ball 1 ights. i 

Energ i zes only duri ng ext ra ball p1 ay. I 
I 

Lock-i n swi t ch. I 
Energ i zes ext ra ball sequence cam index. 

Energ i zes when player received more than one ext ra ball I per p1 ay. 

Lock- i n swi tch for ext ra ball run rel ay. 

Controls action of ball 1 ifter motor. 

Breaks circuit to ball 1 i fter motor. 

Lock-in swi tch for ball 1 i fter relay. 
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CONEY ISLAND 
CONTROL UNIT CAM CHART 

COIL SWITCH SWITCH 
NO. NO. CODE 

Sw. 311A Cant ro1 Un i t N.O. 
CCI'l1 lilA 

Sw. 311B Cant ro1 Unit N.O. 
Cam 1I1B 

Sw. 35 Cant ro1 unit N.C. 
Cam 112 

Sw. 36 Control Un i t N.C. 
Cam 113 

Sw. 37A Cant ro1 unit N. C. 
Cam /IliA 

Sw. 37B Cant ro1 unit N.C. 
Cam 111IB 

Sw. 38A Cant ro1 Unit N.C. 
Cam 115A 

Sw. 38B Control un i t N.O. 
Cam 115B 

Sw. 38C Cant ro1 unit N.O. 
Cam 15C, 

Sw. 39A Cont ro 1 unit N. C. 
Cam. #6A 

Sw. 39B Cant ro 1 Un i t N.O. 
Cam #6B - -

Sw. 110 A Cant rol unit N.n. 
Cam 117A 

Sw. 1I0B Cant ro1 unit N.O. 
Cam inS 

Sw. aoC Cant ro1 unit N.O. 
Cam 117C 

Sw. 111 Control unit N. O. 
Cam #8 

Sw. 1I2A Cant ro 1 unit N.O. 
Cam #9A 

Sw. 1I2B Cont ro1 Unit N.O. 
Cam 119B 

Sw. 1I3A Cant ro1 Un it N.O. 
Cam #lOA 

Sw. 113B Control unit N.O. 
Cam #1OB 

Sw. 1I3C Cant ro 1 unit N.O. 
Cam 1I10C 

Sw. 1I3D Control un i t N. O. 
Cam ;hOD 

Sw. 1111 Cant ro 1 unit N. O. 
Cam 1111 

Cant rol unit 
I ndex Co i 1 s 

C13 Extra Ball 
Sequence Index 

Sw. 1I5A Ext ra Ball N.O. 
Sequence Index 

Sw. 1158 Ext ra Ball N.C. 
Sequence Index 

Cll1 Selection 
Cam Index 

Sw. 116 N.O. 

C 15 Rep1 ay Cams 
Index 

Sw. 117 Rep1 ay Cams N.O. 
Index 

C16 Ext ra Ball 
Selection Index 

C17 Search Index 
Magnet 

Sw. 118 Search Index S.P.D.T. 
Magnet 

CODE 

NOTE: ON ANY CAM SWITCH WHERE THERE ARE N.C. .. ... .. ........ NORMALLY CLOSED 

MORE THAN ONE SET OF POINTS, THE SWS. ARE N.O. •••• 11 •••••••••••• NORMALLY OPEN 

LETIERED FROM THE BOTIOM PA I R UP TO THE M.B.B. ••••••••••• tAAKE BEFORE BREAK 

TOP. S.P.D. T. ••• S INGLE POLE DOUBLE THROW 

WIRE WIRE COLORS FUNCTION 
NO. 

10 Red (Plastic) operates motor so that timer stepper co i 1 can not re-
20 Blue (P1 ast i c) main energ i zed. 
50 Wh i te operates timer stepper co i 1. 
38-5 Yellow-B1 ack 

21 Blue-Red Pu1 ses ext ra ball st epper. 
23 Blue- Yellow 

15-11 Red-Wh i te opens start and extra ball start relay circuit after 
71 orange-Red operating yellow button. 

98-5 Gray-B1 ack F1 ashes 1 st. 2nd. 3rd extra ball 1 i tes. 
13-5 Red-Yellow 
60 Brown Energizes extra ball selection index. 
78-2 Orang e-B 1 ac k 

65 Brown-Wh i te Drops out ext ra ball p1 ay re1 ay. 
50 Wh i te 
63 Brown-Yellow Rep1 ay subt ract switch when playing for extra balls. 
50 Wh i te --
81 B 1 ac k-Red Resets timer stepper when playing for ext ra ball s. 
50 Whi te 

50 Wh i te Drop out circuit for start re1 ays. 
15-11 Red-Wh i te 
50 Wh i te Reset s timer stepper when start i ng a new game. 
81-5 B1 ack-Red !, 

5l!-2 Wh it e-G reen Rep1 a} subt ract swi tch. 
63 Brown-Yellow 
50 Wh it.., Ant i-cheat relay pull-in swi tch. 
51 Wh i t e-Red ----
50 WhitE pulses selector unit stepper. 
71-2 Orange-Red . 

25-2 B1 ue-Wh i te Pulses replay register. refl ex magnet and a1 so sounder. 
23-2 B1 ue-Yel10w 
91-3 Gray-Red In series with replay counters #1. 112 and 113 st epper 
111-5 Green-Red coi 1 s. 

-----
50 Wh i te Reset s timer stepper when replays are reg i stered. 
81-5 Bl ack-Red 

83 B1 ack-Yell ow Pulses replay meter and replay register reset during 
115 G reen-Wh i te automat i c repl ay reset. 
27-2 B1 ue-Orange Pu1 ses rep1 ay del ay stepper. 
110-5 Green 
78-2 orange-Bl ack Pulses mixer stepper. 
90 Gray 
93-2 Gray-yellow Pu1 ses ext ra ball stepper when more t han one ext ra ball 
511 Wh it e-G reen is registered on one play. 

50 Wh i te Completes circuit for more than one ext ra ball. 
36-3 Yellow-Brown 

21-5 Blue-Red Energizes when playing for extra balls. 
70 Orange 
10 Red (p1ast ic) operates control unit motor. 
20 Blue (p1ast ic) 
110-5 Green Break s ci rc u i t to rep1 ay del ay stepper. 
30-2 Yellow 

52 White-Blue operates for every coin or replay p1 ayed except when 
70 orange playing for extra balls. 
10 Red (Plastic) operates cant ro1 unit motor. 
20 Blue (P1ast ic) 
25-2 Blue-White Energizes when replays are registered. 
70 Orange 
10 Red operates cant ro1 unit motor. 
20 Blue 

78-2 orange-B1 ack Energized by control un I t cam sWitch 1111 
70 orange 

13-2 Red-Yellow Ener�izes when search wipers on control un i t find a 
70 orange winning combination. 
36-2 Yellow-Brown Direct s ci rcu i t from rep1 ay del ay un I t reset Call to the 
50 Wh i te step-up co i 1. 
27-2 B1 ue-Orange 
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� 00 .;:. 

OPENS 6 VOLT C/RCIJIT 
ON LAST STEP OF 

TIMER UNIT 

OPENS CIRef/IT TO 
CONTROL OMIT 
MOTOR 0/11 LAST STEP 
OF TIMeR UNIT 

DROPS our EXTRA 
BALL PLA Y RELA Y 
ON LAST STEP OF 

TIM Ell UNIT 

ENERGI ZEO BY 
sw 38 C (C.Cl.CAfI1�5c) 
SW. 3q 8 (oJ. CAt'u/68) 
sw. 428 (Cu. CAH#'98) 
sw. 53 (BALL COUNTER) 

::!n 
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CONEY ISLAND 
BALL COUNTER - SWITCH SIDE 
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COMPLETES CIRCUIT 
DIRECTLY TO BALL 
LIFT MOTOR FOR THE 

FIR.ST S STEPS. 
6t!f I 7f:!t ANi} a-l-h STEP 
IIV SERIES WITH EXTRA 

BALL DISC. 

." 
»� � 
n o c: 
Z 
-I I'ft 
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CONEY ISLAND 
SELECTOR STEPPER - SWITCH SIDE 
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.j:ao co CD 

I 

w-

LIGHTS !sr,2!!!! 
AND 3� CARD 

LIGHTS 

W-2.3ANOW-Z4 
#" 3 CARD R.EPLAY 

CIRCUIT 

141-18 
EXTRA 8ALL 

CIRCUIT TO EXT/?A 
BALL SELECTION 
OISC ON CONTROL 

UNIT 

.zt 2 CARD REPtA Y 
CIRCUIT 

�c-:t 
;:;;0 
�:z 
:rn 
0aC ..... 
rn � 
." 1"1'1 
= 

--

en 
.... 
,. 

.=-..... .." = ..., 
= 
en -
a:::s 
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� U) 0 

STEPS ONCE FOR RESETS WHEN 
EllERY FOUR REPLAYS SHUTTER MOTOR 

REGISTERED ON SWITCH #5 
REPLAY UNIT. CLOSES 

CONTROL UNIT CAM 
SW#'f (SW-42A) 

�� 
;!� 
!:z 
0"" 
g-c 
z 
.... '" -
;:cn 
z .... 
�. 
:.Z 

.. 

� 
C 
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en 
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CONEY ISLAND 
REPLAY COUNTERS NOS. 1, 2 OR 3 � WIPER SIDE 
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� to N SW-S6 
BR.EAKS CIR.CUIT 
TO EXTRA BALL 
PLAY RELAY 

WHEN REPlAYS ARE" 
BClNG REGISTERED 

BREAKS CIRCUIT TO 
RESET (OIL WHEN 
OPEN. COMPLETES 

CIRCUIT TO RESET 
COIL WHEN CLOSEt) 

ENER6IZ£D BY SW.£f38 
(C.V.C.AM # 108) IAI SERIES 
WITH SEA�CH IAlDE){ SW 
EXTRA BALL SEQUEA/Ce 
CAM INDEX sw. AN£) 
REPL.AY DELAY {jll/IT 
SW. opeN AT Sffi5T£P 

(SW.58) 

SW-S9 
COMPLETES CIRC(/IT 

TO R£PLAYCAM INDEX 

COIL ALSO TOR£PiAY 
REGISTER STEP-(JP 
COIL THilL! SW, �I 

(c.(/. CAM#8) 

ENERGIZE£) BY 
SEARCH INDEX SW 
WHEN 5W. 57 ON 

THIS UNIT 
ISCL05EO 

=� 1'1'1 
;!C) 
=- Z -< 
� .." 
1'1'1 -< B-
:I'll -< 

-
c:: en z - .... ..... 

.. 
Z 
a 
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€NcRCfZES EXmA 
8ALL RUN RELAY, 011. 

I P CONTROl UNIT 

CAM SW #fl (SW�I'f) 
IS CLOSED 

OPeNS CIRClilT TO 
EXTRA 8ALL PLA Y 

RELAY C-9 

ENER61ZES 7HR.U 
CONTROL UA/IT CAM 
SWJl'2, (511.1-35) IF 
CIRCUIT IS COMPLETE 
FROM MIXER UNIT: 
TO SELECTOR UNIT, 

TO EXTRA BALL 
SELECTION lINIT, 

TO EXTRA BALL lIAiIT 

�� 
;::C) 
� Z  
;: ..., 
�-C 
c.::: 
z -
=i en 

r
.. 

• z 
:;1:1 
n 
= 

en -
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CONEY ISLAND 
EXTRA BALL UNIT � WIPER SIDE 
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.:a. <D C7) , W-l 
ENERGIZES :# 3 

SEARCIIRELAY WHEN 
WIPER. eOA/TACTS ANY 

NUNBER THAT APPEARS 
3at IAI A HOI<IZOIVTAL, 
VERTICAL O/UJ/A60IVAL 

/.INE OF ANY CARD 

ENERGIZES HI, 
SEAflCII RELA Y WilEN 
WIPER CONTACTS ANY 
NUMBER. THAT APPEARS 
/1:! IN A IIORIZONTAl, 

VER.TlCAL OR OlA60AlAL 
LI AlE OF ANY CARP 

W-6ANDW-7 
COMPf.,ErES CIRelllT 
8ETWEEN SELECTOR 
STEPPER AND 

REPL.AY COUNTERS 
# IJ 2 ANI) 3 

ENERGIZES #5 
SEARCH RELAY WilEN 
WI PER. CONTflCTS ANY 
N(JMBER TIIAT APPEA/(S 
5.-fJ, IN A HORIZONTAL, 
VERTICAL ORO/A60AlAL I LINE OF ANY CARiJ, 

ENERGIZES tiLt I 
SEAR.CII RELAY WilEN 
WIPER COAITACTS ANY 
NUMBER THAT APPEARS 
4t!J IN A HOICIZOI1JTAL, 
VERTICAL OR OlA60Al4L 

LINE OFANY CARD 

eNER.GIZES -J.t 2. 
SEARCII R.EIAY WHE,4I 
WIPER COAlT4CTf ANY 
NUN8l/( TflAT APPEARS 
2'1.1 IN A HOR/Zf)AJTAL, 
VER.TICAL OR D/460AJAL 

LIIl/E OF ANY CARD 

- fit � gl"ll z .. c::. �-
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� CD -... 

EXTRA BALL 
CIRCUIT WHEN 
THREE CARO S' 

A�£ SELECTEO 

w-" 
EXTRA BALL 

CIRCUIT WHEN 
TWO CARDS 

ARE 5ELECTEO 

� CIRCUIT WHEIIJ 
� EXTR4 8AL.l. 

"� ' � ONE CARD 
" ' " t " ',. " IS SELECTED 

- '" n 8>e z .... c::. �= �,. Z 
c: = .... z,. 
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