OPERATING INSTRUCTIONS

CONFIDENTIAL: DO NOT LEAVE INSTRUCTIONS IN GAME

Csally

FROLIC
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FROLICS by Bally
6-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 6 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 6 Cards on backglass.

Object of game is to light 3, 4 or 5 adjoining numbers connected, horizon-
tally, vertically or diagonally, by white line on a selected Card.

6-CARD SELECTIVE PLAY: Player selects FIRST Card by depositing first
coin* and may select additional Cards by depositing additional coins*.

GUARANTEED SELECTIONS: Player is guaranteed selection of 1 Card for each
coin* deposited, up to 6 Cards for 6 coins*.

FREE SELECTIONS: At mystery-intervals, 2 or more Cards may be selected
with 1 coin*.

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

After Extra Balls Button is pressed, additional coins* do not select Cards.

NEW 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 may remain lit during entire game. Additional
RED BUTTON PLAY may light additional SUPER-SCORE panels which remain lit.

After selecting all 6 Cards, player may continue to deposit coins* to light
SUPER-SCORE panels and to advance Super-Scores.

After Extra Balls Button is pressed, additional coins* do not light SUPER-
SCORE panels.

(Continued on next page)

* When replays are registered, Replay Button may be pressed, instead of coin
being deposited.

598



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

ADVANCING SUPER-SCORES#**: Super-Scores** appear in hats, balloons and
pedestals of 5 girls pictured at bottom of backglass. Super-Scores*#* flash for
each coin* deposited and advance at mystery-intervals.

After selecting all 6 Cards and lighting all 6 SUPER-SCORE panels,
player may continue to deposit coins* to advance Super-Scores** to highest
bracket.

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.

After Extra Ball Button is pressed, additional coins* do not advance
Super-Scores*,

NEW NEXT GAME ATTRACTION: Each of 2 skill-rollovers at bottom of play-
field is labeled:

HIGHEST SUPER-SCORE NEXT GAME IF HIT WHEN LIT
When player hits either rollover when lit, panel lights on backglass, in-
dicating that Super-Scores** will immediately advance to highest bracket when

coin* is deposited to start next game.

(Concluded on next page)

* When replays are registered, Replay Button may be pressed, instead of coin
being deposited.

*%* Super-Scores:

5-IN-LINE (Hats) : 50 75 100 150 200
4-IN-LINE (Balloons): 24 36 48 72 96
3-IN-LINE (Pedestals): 4 6 8 12 16

#*¥% Regular scores:

5-IN-LINE: 50
4-IN-LINE: 16
3-IN-LINE: 3
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EXTRA-BALLS FEATURE: After shooting first ball, player may press Extra
Balls Button and deposit additional coins* to play for extra balls.

At mystery-intervals, after Extra Balls Button is pressed, (lst) lights
on backglass, when coin* is deposited. After (lst) 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 released

to player.

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

Coins* deposited to play for extra balls do not (a) select Cards, (b) light
SUPER-SCORE panels or (c) advance Super-Scores¥**,

After playing for extra balls, player may not play to (a) select Cards,
(b) light SUPER-SCORE panels or (c) advance Super-Scores**,

* When replays are registered, Replay Button may be pressed, instead of coin
being deposited.

*% Super-Scores:

5-IN-LINE (Hats) = 50 75 100 150 200
4-IN-LINE (Balloons) : 24 36 48 72 96
3-IN-LINE (Pedestals): 4 6 8 12 16
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FROLICS

INSTALLATION & OPERATING INSTRUCTIONS.

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. Remove top of back-box
by opening lock on top, lift out glass and lower insert by raising slide
brackets on top. Close back door and lock. Raise insert and lock in
place. Replace glass and top of back-box and lock.

Plug power line into 110-115 volt 60 cycle alternating current only.
Turn on power by turning toggle switch on in bottom of cabinet (front
right).

ACCESS TO MECHANISM

The above paragraph explains access to back box.

NOTE

LOCKS ON BACK DOOR AND TOP OF BACK
BOX ARE COMMON AND ANY ONE OF 3 KEYS
FURNISHED WILL OPEN BACK DOORS AND TOP MOULDING.

TO SERVICE LIGHT BULBS

Unlock top moulding on right side of back box and
slide out back-glass.

= 0]

FIRST, LEVEL HERE

y» THEN, LEVEL GAME
/ FROM SIDE TO. SIDE
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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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FROLICS

TIMER UNIT — SWITCH SIDE

LOCATION ON DIAGRAM LOCATION ON DIAGRAM LOCATION‘ON DIAGRAM
-1l L-14 E- 11
BREAKS ©-VOLT BREAKS {7-VOLT DROPS OUT EXTRA
CIRCUIT ON CIRCUIT ON BALL PLAY RELAY
LAST STEP OF UNIT LAST STEP OF UNIT | ON LAST STEP OF UNIT

LOCATION ON DIAGRAM
) H-1
BREAKS CIRCUIT TO

CONTROL UNIT MOTOR
ON LAST STEP OF UNIT

LOCATION
ON DIAGRAM

A-9

| LOCATION
| ON DIAGRAM

A-10
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FROLICS

TIMER UNIT — WIPER SIDE

LOCATION ON DIAGRAM
H-15

COMPLETES CIRCUIT TO
TIMER STEP-UP COIL
WHEN UNIT HAS TAKEN
THE 2nd STEP IT COM -
PLETES CIRCUIT TO MOTOR
TO CLOSE SHUTTER
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FROLICS

0DDS UNIT — SWITCH

SIDE

LOCATION ON DIAGRAM

E-35

LOCATION ON DIAGRAM

A-30

LOCATION ON DIAGRAM

COMPLETES CIRCUIT
TO ENERGIZE ODDS
EXTRA STEP RELAY |

605

G-12
BREAKS CIRCUIT TO
ODDS UNIT STEP-UP COMPLETES LOCK-IN
COIL AT bth STEP CIRCUIT FOR

OF UNIT TOP SCORE RELAY

B e
LOCATION | LOCATION |
ON DIAGRAM | ON DIAGRAM |
A-30 A-36




FROLICS

0DDS UNIT — WIPER SIDE

LOCATION ON DIAGRAM

G-30

l

PROPORTIONING FACTOR
FOR ODDS STEPS

LOCATION ON DIAGRAM

F-30

| PROPORTIONING FACTOR

FOR EXTRA BALL STEPS

LOCATION ON DIAGRAM

J-4

2000000000000 0

COMPLETES CIRCUIT
TO LITE ODDS LITES

LOCATION ON DIAGRAM

F-32

PROPORTIONING FACTOR
FOR SUPER SCORES

LOCATION ON DIAGRAM

A-19

REPLAY MULTIPLIER
CIRCUIT
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FROLICS

EXTRA BALL UNIT—SWITCH SIDE

LOCATION ON DIAGRAM

D-1

PREVENTS EXTRA BALL
PLAY WHEN UNIT
STEPS TOITOR

LOCATION
ON DIAGRAM

A-37

LOCATION
ON DIAGRAM

A-27 |
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FROLICS

EXTRA BALL UNIT—WIPER SIDE

LOCATION ON DIAGRAM

LOCATION ON DIAGRAM

LOCATION ON DIAGRAM

SINGLE STEPS

B-28 B-27 H-15
PROPORTIONING FACT®R | | PROPORTIONING FACTOR | | COMPLETES CIRCUIT
FOR EXTRA BALL FOR EXTRA BALL TO RUN BALL

MULTIPLE STEPS

LIFTER MOTOR

E REE R

:1 LOCATION ON DIAGRAM

J-8

COMPLETES CIRCUIT
el O LITE
EXTRA BALL LITES
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FROLICS

REPLAY COUNTER

— SWITCH SIDE

LOCATION ON DIAGRAM

G-15

| AT 50+ STEP OF UNIT |

OPENS REPLAY CIRCUIT

LOCATION
ON DIAGRAM

A-37

* i LOCATION
. | ON DIAGRAM

c-i5 |

SHOWN HERE
IS FOR CARD NO.1

REPLAY COUNTER REPLAY COUNTER UNITS

NOTE :
FOR CARDS 1 TO®6 ARE
EXACTLY THE SAME
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FROLICS

REPLAY COUNTER — WIPER $

LOCATION ON DIAGRAM
G-15 |
BOTTOM WIPER COUNTS
SUPER SCORE REPLAYS,

TOP WIPER COUNTS
REGULAR REPLAYS

)
.
= i

o

|
|

REPLAY COUNTER
SHOWN HERE
1S FOR CARD NO. 1

NOTE:
REPLAY COUNTER UNITS
FOR CARDS | TOo ARE
EXACTLY THE SAME
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FROLICS

CARD SELECTION UNIT — SWITCH SIDE

LOCATION ON DIAGRAM LOCATION ON DIAGRAM LOCATION ON DIAGRAM
A-29 D-32 G-30
~OPENS CIRCUIT TO | CHANGES SUPER-SCORE CHANGES 0ODDS
THE STEP-UP COIL PROBABILITIES THRU PROBABILITIES THRU
AT 6th STEP C.U. SELECTION DIsC C.U. SELECTION DISC
OF UNIT AT 6+ STEP OF UNIT AT G+ STEP OF UNIT

e

! LOCATION
ON DIAGRAM

’ ON DIAGRAM |
| A-29 } A-36
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FROLICS

CARD SELECTION UNIT — WIPER SIDE

PR

LOCATION ON DIAGRAM

F-20

THESE 6 WIPERS COMPLETE |
CIRGUIT TO THE REPLAY
COUNTER STEP-UP COILS

NO'Ss. 1 TO6

LOCATION ON DIAGRAM
K-3
| COMPLETES CIRCUIT

| TO LITE SELECTION
LITES NO'S. 1 TO 6

LOCATION ON DIAGRAM

H-32

PROPORTIONING FACTOR
FOR SUPER SCORES
AND ODDS
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FROLICS

SEARCH DISC AND WIPERS

& .Q@Q:‘

il
eNooen®e "’

o hoo? a!;_ e
902’

SEE PAGE 626
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FROLICS

CONTROL UNIT SELECTION DISC AND WIPERS

LOCATION ON DIAGRAM : LOCATION ON DIAGRAM ’ 7LO'CATION Og;‘ DIAGRAM
c-32 | k-2 Ko7 ok
SUPER-SCORE . SUPER - SCORE | EXTRA BALL
RELAYS AFTER LITE ON CARD | FLASH CIRCUIT '

o th CARD - FLASH CIRCUIT

[

| LOCATION ON DIAGRAM
F-30

SUPER-SCORE ODDS
| PROBABILITY AFTER

C-3i

SUPER-SCORE
RELAY CIRCUIT

; LOCATION ON DIAGRAM LOCATION ON DIAGRAM LOCATION ON DIAGRAM
E-27 F-30 ; ; K-5
| EXTRA BALL , SUPER-SCORE v SUPER-SCORE 0ODDS
STEP CIRCUIT | | ODDS PROBABILITY | LITES FLASH CIRCUIT |
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FROLICS

SHUTTER MOTOR

FOR SHUTTER MOTOR :

T
p-4
5%
| +
QO
TYPE SHUTTER CAM NO. | 9 >
SW. | READ SWITCHES FROM TOP | ©
N.C.| OPENS REPLAY SCORING CIRCUT |J~16
CPENS TILT CIRCUIT §
NC| wHeN swuTTeR opens |H-13
NO.| CARRY THRU SWITCH  [E- 12

CAMNO. 5

SHUTTER MOTOR

LOCATION ON
DIAGRAM H-36

RESETS ODDS,
CARD & EXTRA
BALL UNIT

SHUTTER MOTOR

SHUTTER CAM SWITCHES NO. 4

LOCATION ON DIAGRAM

EAM NDC 2 TSYV\FJ’F READ SWITCHES FROM TOP
it ?N POUT SWITCH FOR

| LIETER CIRCUIT | | IN.O. | SRUTTER AFTER 1t BALLIS sHor |F 12
L NoO. OPEN‘!%OTOOPDSEO?JEH‘?QCU'T D-30
[sPor] RSEGR 1o e eaus o |C-1

SHUTTER CAM SWITCHES NO. 3
RESETS TRIP RELAYS H-3
N.O. RESETS REPLAY COUNTERS |I-38
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70| |8D
7¢ 8¢

el L] ]
e

SENRCH  1DISC 7,,-/

/

CoONTROL UNIT
SELECT/ION D/5C

IT /1S IMPORTANT 7O ROTUST RPEPLRY CAMS
INDEX SW/TCH NO /19A, SO THRT /7 MAKES

ONLY WHEN THE PEPLRY CAMS INDEX CO/L IS
ENERGICED. WHEN THE BEPLAY CAMS INDEYX
Co/c 1S DE-ENERGIZED, THIS SWITCH SHOULD
OPRPEN AND REMAIN OPEN, WHILE SwW/TcH /S £/D-
-ING ON OUTER EDGE OF CAM.

2R H 39] q9R/ SA LA 7R 8R 9R H el /R |/1ZR| /3R V5R
1A 1 | i |
Tmoror )
i 20¢
L2 NOTE. 208
SEE ADJUSTMENT
ac| lisa 195 INSTRUCT/ON BELOW. |5, 216
TIMER PEPLAY SERPCH ConTROL
CAMS CAMS INDEX UNIT
INDE X INDE X SELECT-
/0N
L INDE X L
NOTE:

Convreor Unir PicToerae View
NUMBERS COCRESPOND 7O SWITCH CHAET
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FROLICS

CONTROL UNIT CAM SWITCHES

FOR POSITION OF SWITCHES
REFER TO PICTORIAL VIEW ABOVE

CODE

o svesssssssseses NORMALLY CLOSED
so0s NORMALLY OPEN
++ MAKE BEFORE BREAK
+To ++» SINGLE POLE DOUBLE THROW

RELAY SWITCH OR( LOCATION MARE WIRE COLORS FUNCTION OF SWITCHES
CAM SWITCH ON DIAGRAM NUMBER

1A N.O. G- 20P Blue (plastic) Frevents control unit motor from stopping while control unit cam 1B is closed.
69P Brown (plastic)

1B N0, G-10 65-2 Brown-white Energizes timer unit steo—up coil.
272 8lue-orange

2A N.O. -8 30 Yellow Energizes replay register reset coil and reflex play magnet.
27~4 Blue-orange

28 N.C. G-11 30 Yellow Dreps out extra ball play relay at end of timing cycle.
15-2 Red=White

3 N.C 1~5 83-3 Black-Yellow prevents start re1ay and extra ball start relay from being pulled in during
y8-2 Green-Black timing cycle

4a N.0. K-7 75 orange—White Compleies circuit for extra ball flash lites.
74 Orange-Green

4B N.O. 28 78-u orange-Black Energizes control unit selection index coil and odds extra step index coil.
30 Yellow

5A N. O, -35 30 Yellow Completes circuit to energ\ze anti-cheat relay after power to game has been
25 Blue-wWhite turned off and then on

58 N. O -28 21-1 8lue-Red Energizes extra ball unit step-up coll, Steps unit from a minus one position
61-2 Brown—Red to the zero position.

5C N.O. F-g 71-9 crange-Red Energizes timer reset coil, during timing cam cycle.
65-2 Brown-white

6A N.C. B-27 54-9 white-Green Completes circuit to extra ball unit step-up coil.
65-10 Brown-white

68 N.C. C-29 41 Green-red Completes circuit to card selection unit step-up coil.
85-1 8lack-yhite

7A N.O. c-29 60-2 8rown Energizes card selection unit step-up coil for single steps.
a3 Black-Yellow

78 N.O. C-30 31-6 Ye 11 ow-Red Energizes odds unit step-up coil for single steps.
38-6 Yellow-Black

7c N.G. B-28 L5-5 Greer-wWhite Energizes extra tall unit step-up coil for single steps.
63-10 8rown-Yellow

70 N.O. F.-32 85U Black-white Pulse switch for energizing all super score trip relays, also red and yellow
91 -4 Gray-Red star trip relays.

BA ALT. D-27 23-6 Blue-Yellow Alternator switch for extra ball proportioning.
53-5 wWhite-Yellow

8B ALT, G314 18-4 Red-8lack Alternator switch for super score proportioning.
984 Gray-Black

8c ALT. B-29 85-1 Black-White Alternator switch for multiple step progortioning of card selections.
60-2 Brown

9A N.O. c30 21-2 B1ue Red Steps odds unit tc top when top score relay is energized also triss #€ super
20-2 Blue score relay.

9B N.O. A-27 63-10 Brown-vellow pulse switch for stepzing extra ball step~up unit for multiple steps.
54-9 White-Green

9C N.O. B-7 75-2 crange- -Wnite Pulse switch for operatwng replay meter and replay register reset coil, when
53-2 white-Yeltow replay resei relay is energized.

10 N.O =20 93 -8 Gray-vellow 3 pulse switch for energizing replay counter step-up coils No’s. 1 thru 6,
70 erange when sucer score relays are tripped.

11 N.O -19 91-8 Gray-red % oulse switch for energizing replay counter step-up coils Ko.'s 1 thru 6,
70 orange when super score reiays are tripped.

12 N.O. A-19 90-8 Gray 6 culse switch for energizing replay counter step-upcoils No.'s 1 thru 6,
70 orange when super score relays are tripped

13 N.O. -19 85-8 Black-white 8 pulse switch for energizing replay counter step-up coils No.'s 1 thru 6,
70 orange when super score relays are tripped.

184 N.O. =20 81-8 Biac k-Red 12 pulse switch for energizing replay counter step-up coils Ne.'s 1 thru &,
70 grange when super score relays are not tripped.

14B N.O. A-18 98-8 Gray-Black 12 pulse switch for energizing replay ccunter step-up ceils No. 1 thru ¢,
70 Orange \v'wen super score relays are tripped.

1C N.O. C-2u 61-6 8rown-Red 12 pulse switch for energizing replay register step-up coil and reflex
38-4 Yellow-8lack replay magnet.

15 N.C. I-17 56-7 wWhnite-Brown Prevents the start of e second replay scoring until the replay cams are
93 Gray-ve il ow indexed at tneir normal position.

16A 5.P.D.T L-27 98-1 Gray-Black Completes circuit to energize #1 search relay, whe 0 searching thru cards
20-5 Blue 1-2 and 2. ODirects change-over circuit to energize #2 search relay when
93 -1 Gray-Yellow searchlrg thru cards 4-5 and 6.

168 S.P.0.T K-27 §1=2 Green-ked Ccmeletes circuit to energize w2 search re\ay when searching thru cards
55-7 Brown-white 1-2 ard 3. Directs change-over circuit to energize ¥3 search reiay when
48-1 Gray-Blacx searchirg thru cards 4-5 and 6.

16C S.P.D.T ¥-28 14-2 Red-Green Completes circuit tc erergize 3 search relay when searching Thru cards
£60-7 grown 1-2 and 3. Directs change-over circuit to energize #5 search relay when
u1-2 Gresn-Red sear:rlng thru cards -5 and 6.

160 S.P.O.T k=29 13-2 Red-vellow Cemgletes Circuit to ecergize #5 search rclay when searching thru cards
18-5 Red-Black 1-2 and 3. OCirects change-over circuit to energize #4 search relay when
-2 Red~Green searching thru cards 5-5 and 6,

174 N.C -22 50-8 white Completes circuit te Ne.'s 1-2 and 3 replay counier step-up coils, when
51~8 Wwhite-Red searching thru cards 1-2 and 3.

178 N.O £-21 52-8 Completes circuit to No.'s #-5 and & replay counter step-up coils, when
53 =8 searching thru cards 4-£ and 6.

17C S.P.D.T E—=22 53-8 white-Yellcw Oirecis circuit to be in series with cam switch #17A (when searching tnru
61-6 Brown-Red cerds 1-2 ard 3) or cam switch 4178 (vhen searching thru cards 4-5 and 6)
51-8 white-Red o energize the search index coil.

170 S.P.0.T X~-29 93-1 Gray-Ye 11 ow Completes circuit to energize #4 search relay when searching thru cards
15-5 fad-vhite 1-2 and 3, Directs crange—ever circuit 1o enerygize #1 search relay when
13-2 Red -Ye 1low searching thru cards u-5 and §.

TIMER CAMS -1 93 -2 Gray-Yellow Energized oy switches cn starf relay and extra ball start relay.

INDEX COIL 70 arange

18A N.O. F-10 81 -2 Bla: k-Red Cempletes lock-in circuit for extra ball play relay during timer cams cycle.
T4 -2 orange-Green

183 N.C. 6-7 712 Orange-3ed Gpens circuit tc corn icckoui magnel during timer cams ~ycle.
1u-9 Red Green

18C N.O. G-2 c-p (elast ic) Cempletes circuit to run control unit mctor.
20-p (plast ic{

REPLAY CAMS A-24 40-4 Green Erergized by switch #204 con search index, when 3 or more in line is sccred.

INgEX COIL 70 Orange

19A K.O. R-17 56-7 White-Brown Comzletes loc ,(—lh circuit for searcr index ‘cl'\ #hen reclay cams index
93 Gray-Yellow ccil is energized. MN¢ see pictorial view asove for ad iusting this

switch.

SEARCH INDEX A-23 61-6 Brown-Red Energized when 3 or more in iine are scorsd.

cotL 70 orange

20A K.0. -2u 62 ~6 Brown-Red Comgletes circuit to energize replay cams irdex coil.
404 Green

208 N.C. J-5 30 Yell Cgens circuit to start relay ard extra ball stari relay while replays are
833 Blac k~Ye1low registering.

26C N.C. C-10 90-9 Gray Opens timer step-up circuit while replays are heing scored.
271-2 Elue-Orange

SELECTION A-26 784 grange-Black €nergized by conirol unit cam §UB.

INDEX COIL 70 orange

21A N.O. J-2 834 8lack-Yellow Completes circuit %o super score flash iites. -
36-5 Yeiltaw-Brown

218 N.O. J-5 13-4 Red-Ye 1lcw Comaletes cirtuit to oods flash lites, also red and yelloy star flash 1ites.
30-5 Yellow
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REPLAY ANTI START EXTRA EXTRA TOP
RESET CHEAT RELAY BALL BALL SCORE
RELAY RELAY PLAY START RELAY
RELAY RELAY
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6 RELAY BANK PIGTORIAL VIEW
NUMBERS CORRESPOND TO SWITCH CHART
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FROLICS

6 RELAY BANK SWITCHES

FOR POSITION OF SWITCHES
REFER TO PICTORIAL VIEW ABOVE

CODE
C NORMALLY CLOSED
«0. sesecesacasassees NORMALLY OPEN
B
P

++o MAKE BEFORE BREAK
SINGLE POLE DOUBLE THROW

RELAY SWITCH OR LOCAT1ON WIRE
CAM SWITCH ON DIAGRAM | NUMBER WIRE COLORS FUNCTION OF SWITCHES
RE PLAY RESET A-7 75-2 OrangeWhite Energizes when replays are cancelled by push button or if anti-cheat relay drops
RELAY COIL 70 Orange out.
A S.P.D.T. B-8 53-2 White~Yellow Directs circuit to replay meter during replay cancel.
13-9 Red-Yellow
274 Blue -Orange
B8 N.O H-2 60-P Brown (Plastic Operates control unit motor.
20-P Blue plastic
(& N.O F-8 50-2 White . toc k-=in switch for replay reset relay.
752 Orange-White
D N.C Fy 21-6 Blue -Red Opens start circuit during replay cancel.
63 -2 Brown-Yellow
E N.C E-5 20-3 Blue . Opens extra ball trip and extra ball start relays during cancel.
25-10 Blue-White
ANT | -CHEAT A-35 25 Blue-White Energized thru cam switch 5A, its switches protect replay circuits.
RELAY COIL 70 Orange
A N.O. F-7 75-2 Orange-White Energizes replay reset relay when anti-cheat relay drops out.
50-2 White
B N.O L-14 56 White-Brown Opens 17 volt circuit when relay drops out.
10 Red
G N.O L-10 40 Green . Opens 6 volt circuit when relay drops out.
85-7 Blac k-White
D N.O B-10 91-2 Gray-Red Completes circuit to extra ball play relay.
93 -6 Gray-Yellow
E N.C G-35 25 BlueWhite Loc k—in switch for anti-cheat relay.
30 Yellow
START RELAY A-y 21-6 8lue-Red Energizes every time a coin is played or when a red or yellow button is pressed.
CosL 70 Orange
A N.C B-10 81-2 Blac k-Red Opens circuit to extra ball play relay.
91-2 Gray-Red
8 N.O H-2 48-2 Green-Black Loc k—=1n switch for start relay.
63 -2 Brown-Yellow
G; N.O F-11 41-3 Gree n-Red Completes circuit to timer cam index coil.
13-3 Red-Yellow
EXTRA BALL PLAY A-11 93 -6 Gray-Yellow Energizes when yellow button is pressed.
RELAY COIL 70 orange
A S.P.D.T. G-5 50-2 white Directs circuit to regular start relay or extra ball start relay.
51-2 White-Red
63 2 Brown-Yellow
B8 S.P.D.T. G-11 74 -2 orange-Green Lock-1in switch for extra ball play relay.
15-2 RedWhite
k13 Green-Red
G N.O J-10 21-4 B8 lue —Red Lights extra ball lite in back box.
30 Yellow
D N.O G-6 51-2 White-Red Completes circuit to extra ball start and extra ball trip relay.
25-10 Blue-white
E N.C J-2 83 4 Blac k-Ye 1low Opens super score flash dur ing extra ball play.
30 Yellow
EXTRA BALL START A-6 203 Blue Energizes when yellow button is pressed.
RELAY COIL 70 Orange
A N.C. B-27 65-10 Brown-White Opens circuit to extra ball step-up coil during spin of control unit,
75-6 Orange-White -
B N.O D-11 74-2 Orange-Green Operates mixer latch and timer cam index coil during extra ball play.
93 -2 Gray-Yellow
C N. O G-6 25-10 Blue-White Loc k—in switch for extra ball start relay.
4 8-2 Green-Black
TOP SCORE A-13 85-9 Black-White Energizes when either red or yellow star is 1it and ball hits
RELAY COIL 70 Orange correspond ing rollover.
A N.C. B-36 98-9 Gray-Black Opens circuit to odds unit reset coil.
63 -3 Brown-Yellow
B8 N.O J-10 57-7 White-Orange Lights "Highest Super Score" lite on back glass.
30 Yellow
C N.O D-13 15-3 Red-White Loc k—in switch for top score relay.
85-9 Black-White
D N.O 8-30 38-6 Ye 1low-Blac k Completes circuit to odds unit.
21-2 Blue-Red
E N.O 8-30 38-6 Ye1low-Blac k Trips #6 super score relay when top score is hit.
74 ~5 Orange-Green
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TRIP RELAY BANK CHART N.Ce werevveerseenss NORMALLY CLOSED
N.O. sveeusnneaaaaseas NORMALLY OPEN
FOR POSITION OF SWITCHES M.B.B. coseeeesese MAKE BEFORE BREAK
REFER TO PICTORIAL VIEW ABOVE S.P.D.T. ++ SINGLE POLE DOUBLE THROW
RELAY SWITCH OR LOCAT ION WIRE
CAM SWITCH ON DIAGRAM | NUMBER WIRE COLORS FUNCTION OF SWITCHES
EXTRA BALL A-5 13 Red-Ye1low Energized by switch on extra ball play relay.
TRIP COIL 70 Orange
L1 s.pP.D.T. J-7 13-4 Red-Yellow Directs circuit to flash odds 1lites or extra ball 1ites.
30 Ye llow
75 Orange-White
L2 sS.pP.D.T. G-32 85 -l Black-White 8reaks circuit to super score relays, also red and yellow star relays, when extra
984 Gray—-Black balls are being played.
18-4 Red-Black
L3 N. O F-27 52 -9 white-Blue Completes circuit to extra ball unit step-up coil, when extra balls are being
78-1 Orange-Blac k played
R1 S.P.D.T 0-29 83 Blac k-Ye 11ow Breaks circuit to card selection unit step-up coil and completes circuit to step
30 Yellow extra ball unit from a minus one position to the zero position.
61-2 Br own-Red
R 2 N.C A-5 203 Blue Breaks circuit to the extra ball trip relay coil, after it has been tripped.
13 Red-Ye 1low
R 3 N.C G-29 93 -4 Gray-Yellow Breaks circuit to the odds unit step—up coil, when extra balls are being played.
80-4 Black
SUPER SCORE A-32 14 Red-Green Energized by control unit cam switch #7D, when circuit is complete thru all other
#6 TRIP COIL 70 orange factors.
L1 S.pP.D.T. B-23 81-8 8lac k—Red Normally directs clircuit to control unit cam switch #11A for stepping replay
80-8 Black counter #6. When tripped it directs circuit to a multiplier cam, depending on
83 -8 Blac k-Ye 11ow pos it ion of odds unit.
L2 N.C. 28 98— Gray-8lack Proport ioning factor for odds steps, card steps and extra ball ‘steps.
81 -3 Black-Red
L3 N.C. B-33 65-5 Brgmn—White Proport ioning factor for #3 super score relay.
57-10 white-Orange
R 1 N.O K-2 45 Green-White Completes circuit to #6 super score lite.
30 Yellow
R 2 N.O =23 31-8 Y?How—Red Changes replay counter circuit for scoring super score replays.
20-8 Blue
R 3 N.C A-31 74 -5 Orange-Green Breaks circuit to #6 super score relay after it has been tripped.
14 Red-Green
SUPER SCORE A-32 71-5 Ora nge —Red Energized by control unit cam switch #70, when circuit is complete thru all other
#5 TRIP CO!L 70 orange factors.
Ll SEy P Dyl B-22 81-8 Blac k—Red Normally directs circuit to control unit cam switch #14A for stepping replay
78-8 Orange-Black counter #5, when tripped it directs circuit to a multiplier cam, depending on
83 -8 8lac k—-Yellow position of odds unit.
L2 N.C. H-28 98U Gray-8lack Proport ioning factor for odds steps, card steps and extra ball steps.
85-3 Blac k-White
L3 N.C. 32 63 -5 Brown-Ye11low proport ioning factor for #2 super score relay.
56-10 white-8rown
R 1 N.O K-2 43 -4 Green-Yellow Completes circuit to #5 super score lite.
30 Ye llow
R 2 N.O G-21 18-8 Red-Black Changes replay counter circuit for scoring super score replays.
30-8 Yellow
SUPER SCORE A-32 234 Blue-Ye 1low Energized by control unit cam switch #70, when circuit is complete thru all other
#4 TRIP COIL 70 Orange factors.
L1 S.P.D.T. -20 81-8 Blac k—Red Normally directs circuit to control unit cam switch #14A for stepping replay
75-8 Orange-White counter #4, when tripped it directs c ircuit to a multiplier cam, depending on
83 -8 Blac k-Ye 1low position of odds unit.
L2 N.C. H-28 98-t Gray-Black proportioning factor for odds steps, card steps and extra ball steps.
9-3 Gray
L3 N.C. 8-33 48-5 Gree n-B lac k proport foning factor for #1 super score relay.
54-10 -White-Green
R 1 N.O K-1 41-1 Gree n-Red Completes circuit to #4 suger score lite.
30 Ye 11low
R 2 N.O G-20 15-8 Red-White Changes replay counter circuit for scoring super score replays.
27-8 Blue-0range
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SUPER SCORE -33 65-5 Brown-White Energized by control unit cam switch #70, when circuit is complete thru all other
#3 TRIP COIL 70 Orange factors.
L1 S.P.D.T. B-19 81 -8 Blac k—Red Normally directs circuit to control unit cam switch #14A for stepping replay
74-8 Orange-Green counter #3, when tripped it directs circuit to a multiplier cam, depending on
83-8 Black-Yellow position of odds unit.
L2 N.C. 1-28 98-4 Gray-Black Proportioning factor for odds steps, card steps and extra ball steps.
913 Gray-~Red
L3 N.C. -32 745 Orange-Green Proportioning factor for #6 super score relay.
53-10 White-Yellow
R 1 N.O K-1 40-2 Green Completes circuit to #3 super score lite.
30 Yellow
R 2 N.O G-18 25-8 Blue-white Changes replay counter circuit for scoring super score replays.
1 -8 Red-Green
SUPER SCORE A-33 63 -5 Brown-Yel low Energized by control unit cam switch #70, when circuit is complete thru all other
#2 TRIP COIL 70 orange factors.
L1 s.pP.D.T. B-17 81-8 Blac k~Red Normally directs circuit to control unit cam switch #14A for stepping replay
71-8 Orange -Red counter #2, When trlpped it directs circuit toa multiplier cam, depending on
83-8 Black-Yellow position of odds unit.
L2 N.C. t-28 98-y Gray-Black proportioning factor for odds steps, card steps and extra ball steps.
93 -3 Gray-Yellow
L3 N.C B-32 715 Ora nge-Red proportioning factor for #5 super score relay.
52-10 White-81lue
R 1 N.O K-1 38-2 Yellow-Black Completes circult to # super score lite.
30 Yellow
R 2 N.O G-17 23-8 Blue-Ye 1low Changes replay counter circuit for scoring super score replays.
13-8 Red-Ye1llow
SUPER SCORE A33 48-~5 Green-Black Energized by control unit cam switch #70, when circuit Is complete thru all other
#1 TRIP COIL 70 orange factors.
L1 s.rP.D.T. B-15 81-8 Blac k—-Red Normally directs circujt to control unit cam switch #14A for stepping replay
65-8 Brown-White counter #1. When tripped it directs circuit to a multiplier cam, depending on
83-8 Blac k-Yellow position of odds unit.
L2 N.C. 1-27 98- Gray-Black proportioning factor for odds steps, card steps and extra ball steps.
96-3 Gray-8lack
L3 N.C. B-32 234 Blue-Ye 1low Proportioning factor for #4 super score relay.
51-10 White-Red
R 1 N.O K~1 36-2 Yellow-Brown Completes clircuit to #1 super score lite.
30 Ye 11low
R 2 N.O G-15 10-8 Red Changes replay counter circuit for scoring super score replays.
21-8 Blue -Red
RED STAR 31 23 -2 Blue-Yellow Energized by control unit cam switch #70, when circuit s cemplete thru all other
TRIP COIL 70 Orange factors. .
1 N.O. J-6 53 -6 White-Yellow Completes circuit to red star lite.
30 Yellow
2 N.O -13 75-9 orange-White Completes circuit to energize top score relay when red star roll-over switch is
85-9 Black-white hit.
YELLOW STAR ~31 25-3 Blue-white Energized by control unit cam switch #70, when circuit is complete thru all other
JRIP COIL 70 Orange factors.
1 N.O. K-5 52 -6 White-Blue Completes circuit to yellow star lite.
30 Ye 1l ow
2 N.O 0-13 78-9 Orange-8lack Completes circuit to energize top score relay when yellow star roll-over switch
85-9 Black-White is hit.
TILT TRIP COIL A-1Y 23-3 Blue -Yellow Energized by plumb bob tilt in cabinet alsoby replay reset button switch in
70 orange cabinet.
L1 S.P.D.T. L-11 38 Ye 11ow-Black Breaks 6 volt 1ite circuit and lites tilt lite when relay is tripped.
81 B lac k~Red
41-9 Green-Red
L2 N.C. L-13 45-7 Green-White Breaks 17 volt circuit when relay is tripped.
20 Tue
L3 N.C G-1 10-P Red (Plastic) Breaks circuit to control unit motor when relay is tripped.
60-P Brown (Plastic)
R 1 N.C -13 21-3 B 1ue-Red Breaks 50 volts to start circuit also to replay circuit.
30 Yellow
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