OPERATING INSTRUCTIONS

CONFIDENTIAL: DO NOT LEAVE INSTRUCTIONS IN GAME
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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, 110-115
volts, Turn on power by turning toggle switch on in bottom of cabinet
(front right).

ACCESS TO MECHANISM

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 BULBS

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. {NOTE: 2 screws in moulding may

be omitted on location.)

,,.,-—1’“ LEG ADJUSTMENT

Best ball action is obtained by raising cabinet
1/4 inch in back, as illustrated below.

N THEN RAISE BACK OF GAME 1/4 INCH
)} BY UMNSCREWING LEG ADJUSTERS IN
" BACK LEGS.

)
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GAME PROPORTIONING

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. No. 3 ratchet will liberalize
EXTRA BALL LIGHTS.

= _
—Jf
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Position of wiper
on disc

SEARCH pISc?1,72%3
12 Winning Combinations for Each Section

0|
3
o
[:4

Row 5
le 08

! 5 i 9 25 IR —

2 8 22 1019 7

3 6 18 16 Il 17

4 24 2I 14 20 I3

5 12 23 2 4 15

6 5 8 6 24 I2 .
7 I 22 18 21 23 | SECTIONTI
8 9 10 16 i4 2

9 25 19 1120 4

10 3 7 I7 1315

Il 5 22 16 20 15

12 3 9 16 2I 12

I3 ——————————

14 o e

15 - - . = _— 5 Blank Positions
16 B T

17 S ——

B 9 24 16 g 6

19 I3 19 14 20 25

20 2 I8 15 12 I7

21 | 22 1l 2l 8

22 10 7 5 23 3

23 9 i3 2 i 10 .
24 24 1918 22 7 SECTION "2
25 16 14 15 1l 5

26 4 20 12 21 23

27 6 25 17 8 3

28 9 19 15 2I 3

29 6 20 15 22 10

30 — e e e

31 S e

32 S - — I —— |— 5 Blank Positions
33 N

34 .

35 3 7 0 4 9

36 24 2 I8 22 8

37 15 14 17 11 2

38 I3 20 12 19 23

39 6 25 16 ] 5

40 3 24 15 13 6 P
4] 7 21 14 20 25 | SECTION'3
42 1018 17 12 16

43 3 22 11 E ]

44 9 8 2 23 5

45 3 21 179 5

46 9 22 1T 20 6 |

a7 = . T =
:g : : : : : — 4 Blank Positions
50 BT el |

Wiper arm shown tn *| position
contacting No's 5-1-9-25-3

_~—Use three finger portion
> of wiper arm for locating

P positions on disc.
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2O o) ° 00O O O
@) O 00,
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30 O 9 QOO
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{ Button side of disc)
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CONEY ISLAND

RELAY CHART
SWITCHES ARE NUMBERED LEFT TO RIGHT LOOKING AT LUGS.

CODE

NeCe sevecennananess NORMALLY CLOSED
NeOs sesensesanssensse NORMALLY OPEN
M.B.B. «sesssseses MAKE BEFORE BREAK
SePeDsTo +4¢SINGLE POLE DOUBLE THROW

QL | S TeH WITOH |- iR WIRE COLORS FUNCTION
c1 Search Relay #1 30 Yellow Energizes when search disc wipers contact any number that
20 Blue appears 1st in a given horizontal, vertical or diagonal
line of any card.
Sw. 1 Search Relay #1 N.O. 98-2 Gray-Black In "five in line" replay circuit.
85~2 Black-White
Sw. 2 Search Relay #1 N.O. 53-2 White-Yellow tn "four in line" replay circuit.
L 85-2 Black-White o L
Sw. 3 Search Relay #1 N.O. 75-2 Orange-White In "three in line" replay circuit.
52~2 White-Blue
c2 Search Relay #2 31 Yellow-Red Energizes when search disc wipers contact any number that
20 Blue appears 2nd in a given horizontal, vertical or diagonal
1line of any card.
Sw. 4 Search Relay #2 N.O. 74-2 “Orange-Green In "three in line" replay circuit.
75-2 Orange-White
Sw. 5 Search Relay #2 N.O. 74-2 Oorange-Green In "four in line" replay circuit.
83-2 Black-Yellow
c3 Search Relay #3 36 Yellow-Brown Energizes when search disc wipers contact any number that
20 Blue appears 3rd in a given horizontal, vertical or diagonal
line of any card.
Sw. 6 Search Relay #3 N.O. 56 White-Brown In series with all other search relay switches. Feeds 3,
Ti-2 Orange-Green 4 and 5 in line winners.
Cu Search Relay #i 38 Yellow-Black Energizes when search disc wipers contact any number that
20 8lue appears 4th in a given horizontal, vertical or diagonal
line of any card.
Sw. 7 Search Relay #4 N.O. 83-2 Black-Yellow In "four in 1ine" and "five in line" replay circuit.
85-2 Black-White
Sw. 8 Search Relay #i N.O. 75-2 Orange-White In "three in line" replay circuit.
52-2 White-Blue
Sw. 9 | Search Relay # N.O. 74-2 Orange-Green tn "three in line" replay circuit.
81-2 Black-Red
c5 Search Relay #5 40 Green Energizes when search disc wipers contact ‘any number that
20 Blue appears 5th in a given horizontal, vertical or diagonal
line of any card.
Sw. 10 Search Relay #5 N.O. 85-2 Black-White In "four in line" replay circuit.
53-2 White-Yellow
Sw. 11 | Search Relay #5 N.O. 81-2 Black—Red in "three in line" replay circuit.
52-2 White-Blue
Sw. 12 Search Relay #5 N.O. 98-2 Gray-Black In "five in line" replay circuit.
. 57-2 White-Orange
Cé Replay Reset Relay u5 Green-White Energizes when replay button under cabinet is operated or
70 Orange when anti-cheat relay drops out.
Sw. 13 Replay Reset Relay N.C. 57 White-Orange In start relay circuit.
41-2 Green-Red
Sw. 1y Replay Reset Relay [S.P.D.T 63 Brown-Yellow Transfers circuit from repTay unit to replay meter during
91 Gray-Red replay cancel.
83 Black-Yellow
Sw. 15 Replay Reset Relay N.O. u5 Green-%hite Lock-in switch for replay reset relay.
7 Orange-Green
Sw. 16 Replay Reset Relay N.O. 10 Red (Plastic) Operates 115 volt control unit motor.
20 Blue (Plastic)
c7 Anti-Cheat Relay 51 White-Red Protects 6 volt and 17 volt circuit from "piug" pulling.
70 Orange
Sw. 17 Anti-Cheat Relay N.C. L5 Green-White Pulls replay reset relay in if anti-cheat relay drops out.
74 Orange-Green
Sw. 18 Ant i~Cheat Relay N.O. 50 White Lock-in switch for anti-cheat relay.
51 White-Red
Sw. 19 Anti-Cheat Relay N.O. 1 Red-Green Breaks 17 volt circuit.
15 Red-White
Sw. 20 Anti-Cheat Relay N.O. 81 B1ack-Red Breaks 6 volt circuit. |
90-5 Gray
|
c8 Start Relay 455 Green-White Energizes when coin switch or replay button is actuated. |
70 Orange |
Sw. 21 Start Relay N.C. 93-5 Gray-Yellow Breaks coin lockout coil when start relay is energized. |
91-5 Gray-Red ¢
Sw. 22 Start Relay N.C. 15-5 Red-White Opens circuit to extra ball relay when start relay is
18-5 Red-Black energized.
Sw. 23 Start Relay N.O. 45-5 Green-White Lock-in switch for start retay.
71 Orange-Red
Sw. 24 Start Relay N.O. 78 Orange-Black Operates shutter motor. o
98 Gray-Black
c9 Extra Ball Play 18-5 Red-Black Energizes when yellow button on front door is actuated -
Relay 70 Orange for extra ball play.
Sw. 25 Extra Ball Play S.P.D.T 45~5 Green-White Directs circuit from start relay to extra ball start |
Relay 41-2 Green-Red relay. |
43-2 Green-Yellow |
Sw. 26 Extra Ball Play S.P.D.T 78 Orange-Black Directs circuit from shutter motor to selection cam |
Relay 65 Brown-White index.
60 Brown
% Sw. 27 Extra Ball Play N.O. 57 White-Orange In parallel with replay button.
Relay 74 Orange-Green
Sw. 28 Extra Ball Play N.O. 98 Gray-B1 ack Lights extra ball lights.
Relay 83 Black-Yellow
C10 Extra Ball Start 43-2 Green-Yellow €nergizes only during extra ball play.
Relay 70 Orange
Sw. 29 Extra Ball Start N.O. 43-2 Green-Yellow Lock—in switch.
Relay 71 Orange-Red
Sw. 30 Extra Ball Start N.O. 21-5 Blue-Red Energizes extra ball sequence can index.
Relay 60 Brown
Cc11 Extra Ball Run 54 White-Green Energizes when player received more than one extra ball
Relay 70 Orange per play.
Sw. 31 Extra Ball Run N.O. 54 White-Green Lock-in switch for extra ball run relay.
Relay 85-1 Black-White
C12 Ball Lifter 36-5 Yellow-Brown Controls action of ball tifter motor.
Relay 70 Orange *
Sw. 32 Ball Lifter N.C. 52-3 White-Blue Breaks circuit to ball lifter motor.
Relay 23-5 Blue-Yellow
Sw. 33 Ball Lifter N.O. 31-5 Yellow-Red Lock—in switch for ball 1ifter relay.
Relay 36-5 Yellow-Brown
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CONEY ISLAND

NOTE:

MORE THAN ONE SET OF POINTS, THE SWS. ARE
LETTERED FROM THE BOTTOM PAIR UP TO THE

CODE

ON ANY CAM SWITCH WHERE THERE ARE NeCe seeonssasaesess NORMALLY CLOSED

NeOs eosesessnasssaass NORMALLY OPEN
M.B.B. esseeesseee MAKE BEFORE BREAK

CONTROL UNIT CAM CHART ToP. S.P.D.T. +«+SINGLE POLE DOUBLE THROW
o R o i WIRE COLORS FUNCTION
Sw. 3MA Control Unit N.O. 10 Red (Plastic) Operates motor so that timer stepper coil can not re-
Cam #1A 20 Blue (Plastic) main energized.
Sw. 3u8 Control unit N.O. 50 White Operates timer stepper coil.
Cam #18B 38-5 Yellow-Black
Sw. 35 Control Unit N.C. 21 Blue-Red Pulses extra ball stepper.
Cam #2 23 Blue- Yellow
Sw. 36 Control Unit N.C. 15-4 Red-White Opens start and extra ball start relay circuit after
Cam #3 71 orange-Red operating yellow button.
Sw. 37A Control Unit N.C. 98-5 Gray-Black Flashes 1st, 2nd, 3rd extra ball lites.
Cam #uA 13-5 Red-Yellow
Sw. 378 Control Unit N.C. 60 Brown Energizes extra ball selection index.
Cam #48B 78-2 Orange-Black
Sw. 38A Control Unit N.C. 65 Brown-White Drops out extra ball play relay.
Cam #5A 50 White
Sw. 388 Control Unit N.O. 63 Brown-Yellow Replay subtract switch when playing for extra balls.
Cam #58 50 White
Sw. 38C Control Unit N.O. 81 B1lack-Red Resets timer stepper when playing for extra balls.
Cam #5C . 50 White
Sw. 39A Control Unit N.C. 50 White Drop out circuit for start relays.
Cam #6A 15-1 Red-White
Sw. 398 Control Unit N.O. 50 White Resets timer stepper when starting a new game.
0 . A Cam #68 81-5 Black-Red £
Sw. UH0A Control tinit N. Q. 5u-2 White-Green Replay subtract switch.
Cam #7A 63 Brown-Yellow
Sw. 408 Contro' Unit N.O. 50 White Anti-cheat relay pull-in switch.
Cam #78 ° 51 White-Red
Sw. u0C Control Unit N.O. 50 white Pulses selector unit stepper.
Cam #7C 71-2 Orange-Red
Sw. 41 Control Unit N.O. 25-2 Blue-White Pulses replay register, reflex magnet and also sounder.
Cam #8 23-2 Blue-Yellow
Sw. 42A Control Unit N.O. 91-3 Gray-Red in series with replay counters #1, #2 and #3 stepper
Cam #9A n1-5 Green-Red coils.
Sw. 428 Control Unit N.O. 50 White Reset's timer stepper when replays are registered.
Cam #98B 81-5 Black—~Red
Sw. U3A Control Unit N.O. 83 Black-Yellow Pulses replay meter and replay register reset during
Cam #10A u5 Green-White automat ic replay reset.
Sw. 438 Control Unit N.O. 27-2 Blue-Orange Pulses replay delay stepper.
Cam #108B 40-5 Green
Sw. 43C Control Unit N.O. 78-2 Orange-Black Pulses mixer stepper.
Cam #10C 90 Gray
Sw. 43D Control unit N.O. 93-2 Gray-Yellow Pulses extra ball stepper when more than one extra ball
Cam #10D 54 White-Green is registered on one play.
Sw. uu Control unit N.O. 50 White Completes circuit for more than one extra ball.
Cam #11 36-3 Yellow-Brown
Control Unit
Index Coils
C13 Extra Ball 21-5 Blue-Red Energizes when playing for extra balls.
Sequence |ndex 70 Orange
Sw. U5A Extra Ball N.O. 10 Red (Plastic) Operates control unit motor.
Sequence |ndex 20 Blue (Plastic)
Sw. 458 Extra Ball N.C. %0-5 Green Breaks circuit to replay delay stepper.
Sequence |ndex 30-2 Yellow
Cin Selection 52 White-Blue Operates for every coin or replay played except when
Cam |ndex 70 Orange playing for extra balls.
Sw. U6 N.O. 10 Red (Plastic) Operates control unit motor.
X 20 Blue (Plastic)
C1s Replay Cams 25-2 Blue-White Energizes when replays are registered.
Index 70 Orange
Sw. 47 Replay Cams N.O. 10 Red Operates control unit motor.
I ndex 20 Blue
C16 Extra Ball 78-2 Orange-Black Energized by control unit cam switch #i
Selection Index 70 Orange
c17 Search Index 13-2 Red-Yellow Energizes when search wipers on control unit find a
Magnet 70 orange winning combination.
Sw. U8 Search |ndex S.P.D.T. 36-2 Yellow-Brown Directs circuit from replay delay unit reset coil to the
Magnet 50 White step-up coil.
27-2 Blue-Orange
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CONEY ISLAND

TIMER STEPPER

UcCAM=5c)
U CAM #68)
U CAMr9g)

TIMER UNIT
TIMER UNIT
ENERGIZED BY
(c
W.398 (¢
(c
W. 53 (BALL COUNTER)

W 38C

DOROPS OUT EXTRA
BALL PLAY RELAY
w.428

ON LAST STEP OF

ON LAST STEP OF

S
)
S
S

OPENS /7 YOLT CIRCUIT

OPENS 6 VOLT CIRCUIT

ON LAST STEP OF
TIMER UNIT

OPENS CIRCUIT TO

CONTROL UNIT

ENERGIZED BY

SW.348
(C.U CAM # 718)
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ISLAND

BALL COUNTER — SWITCH

CONEY

S

aasoi1d S/ mS 3704
WILIY TIVE DO M S
£# YOLOW ¥FLLINKS
NIKIT §72/9NINF

Iz-9

034517 NIFG SWH
TIVEG LSS ¥FLS
yoLow L7 TIvE oL
LINJID §ILITdW 0D

Jd378072 8/ 'MS§
WV ¥3LAIT7 77VE
NIHM §IZ/9YINF

oL

VO LISITY LINN
YIWLL §IZIDYINT

bs-MS

£5-MS
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W-75

COMPLETES CIRCUIT
70 SHUTTER MOTOR
FROM /st STEP 70
7t STEP OF UN/T

COMPLETES CIRCUIT

TO EXTRABALLPLAY

RELAY AT 5% STEP
OF UNIT

COMPLETES CIRCUIT

7O CONTROL UNIT
MOTOR AT 5t
STEP OF UNIT

W-16

COMPLETES CIRCUIT
DIRECTLY TO BALL
LIFT MOTOR FOR THE
FIRST 5 STEPS.
6, 7th AND 8% STep
IN SERIES WITKH EXTRA
BALL D/SC. :

301S 43diMm — HY3LNNOD TIVE

GNVISI AINOD



ISLAND

CONEY

SELECTOR STEPPER — SWITCH SIDE

535070
LEH2UIMS WY
LIND 70YLv0D
NIHM $d34S

WETRENELY
OV 5i€ ¥ILIV
LIVLIENS AV IITY
v SUNINTYS

€T-0

§$78070
HILIMS G %
YOLOW Y2LLNHS
NVIHM SL3IS7Y

L
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| w-78

L W-r7

EXTRA BALL

LIGHTS 7sL 20d
AND 324 CARD

C/IRCUIT TO EXTRA
BALL SELECTION
0/SC ON CONTROL

O LIGHTS
W79 ofa)-20
#7 CARD REPLAY
C/RCUIT
W-23ofy-24 | W2/ W-22
# 3 CARD REFPLAY | #2 CARD REPLAY
C/IRCUIT

C/RCUIT

)
Pr
F
Fr
€
-
=
=3
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-
i
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g
Ty
=
=
=
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=
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b
Fri
g
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e o) o RESETS WHEN
STELS OVCE FOR | o £ 1L THE gt 0 e SHlleERMOTOR
EVERY FOUR REPLAYS ' ‘ o ' ' SWITCH # 5 . ,

LU —— N 0 R

REPLAY UNIT.
CONTROL UNMIT CAM
SW#9 (sw-424)

30IS HOLIMS — € HO Z ‘I "SON SYILNMNOD AV1d3Y

ANVISI AINOD



CONEY ISLAND

REPLAY COUNTERS MO0S. 1, 2 OR 3 — WIPER SIDE

IN LINE REPLAY
SCORES

REPLAY CIRCUIT
FOR 3,4 AND &

-
e

e
e
e
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Sw-56 | ‘ Sw-59

BREAKS CIRCUIT | . COMPLETES CIRCUIT

TO EXTRA BALL
PLAY RELAY 7O REPLAY CAM INDEX

IR E B (Vs AR COIL. ALSO TOREPLAY
BEING REGISTERED REGISTER STEP-UP
. - COIL THRU SW. 4/
(C.U CAM #8)

SW~-57

BREAKS CIRCUIT TO
RESET COIL WHEN - ‘
OPEN . COMPLETES & Sw-60

ggff‘z/; gf 5‘2 5;:’;; COMPLETES CIRCUIT|
TO#7 %2 AND # 3

REPLAY COUNTER
STEP-UP CONS
@ 8
Sw-58 : WHEN THIS UMIT
BREAKS CIRCUIT 70 | REACHES 5t STEP
STEP-UP COIL AT : ‘
52 STEP OF UN/T

LIND AVTI0 AV1d34
NY1SI A3INOD

oy Cc-27
,_ ENERGIZED BY

ENERGIZED BY SW. 438 @ | SEARCH INDEX SW.
(C.U.CAM # /0B) /N SERIES . | WHEN SW. 57 ON
W/TH SEARCH INDEX SW. : THIS UNIT
EXTRA BALL SEQUENCE C ‘ - _ /S CLOSED
CAM INDEX SW. AND | ‘ .
REPLAY DELAY UNIT
SW. OPEN AT 51 STEP

(sw. 58)
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Sw-63

SW-62

ENERGIZES EXTRA
BALL RUN RELAY, CTI.
/F CONTROL UNIT
CAM SW 211 (SW.44)

/S CLOSED

OPENS CIRCUIT TO
EXTRA BALL RUNV
RELAY C-17

C-28

[ sw-67

OPENS CIRCUIT TO
EXTRA BALL PLAY
RELAY €-9

RESETS WHEN
SHUTTER MOTOR
SW #5 CLOSES

Cc-29

ENERGIZES THRU
CONTROL UMIT CAM
Sw#2 (Sw-35) IF

CIRCUIT 1S COMPLETE |

FROM MIXER UNIT.
70 SELECTOR UNIT,
7O EXTRA BALL
SELECTION UNIT,

70 EXTRA BALL UNIT

30IS HOLIMS — LINM T1vE vylX3

NYTISI AINOD
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EXTRA BALL URIT — WIPER SI

S

LINJ ¥y
IILST
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L102¥13
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w-7

ENERG/IZES # 3 ENERGIZES #5
SEARCH RELAY WHEN SEARCH RELAY WHEN
WIPER CONTACTS ANY ] WIPER CONTACTS ANY
NUMBER THAT APPEFARS | MUMBER THAT APPEARS
e IV A HORIZONTAL, 515 IN A HORIZOWTAL,
VERTI CAL OR DIAGONAL VERTICAL OR DIAGCONAL

LINE OF ANY CARD LINE OF ANVY CARD.

W4

-2

ENERGIZES #7
SEARCH RELAY WHEN
WIPER CONTACTS ANY
NUMBER THAT APPEARS
/st IN A HORIZONTAL,
VERTICAL OR DIAGONAL

LINE OF ANY CARD

ENERGIZES # 4
SEARCH RELAY WHEN
WIPER CONTACTS ANY
NUMBER THAT APPEARS
4L IV A HORIZONTAL
VERTICAL OR OIAGONAL

LINE OFANY CARD

w-5

W-6 Avofaf- g

COMPLETES CIRCUIT
BETWEEN SELECTOR
STEPPER AND
REPLAY COUNTERS
#7 2 AND 3

ENERGIZES # 2
SEARCH RELAY WHEN
WIPER CONTACTY ANY
VUMBER THAT APPEARS
229 /N A HOR/ZONTAL,
VERT/CAL OR DIAGONAL

LINE OFANY CARD

(LIND TO4INOD)
9Sid HOH¥Y3S

ANYISI A3NOD



W w5

(LINR 1041NOD)

9SI0 NOILO3T13S 11vE vylXd

EXTRA BALL EXTRA BALL
C/IRCUIT WHEN C/IRCUIT WHEN
THREE CARDS ONE CARD

ARE SELECTED

/S SELECTED

Ww-70

FLASHES EXTRA
BALL LITES

w-11

EXTRA BALL
C/IRCUIT WHEN
TWO CAROS
ARE SELECTED

e

L6V

ANYTSI AINOJD



