OPERATING INSTRUCTIONS
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SPOT-LITE

INSTALLATION & OPERATING INSTRUCTIONS.

Fasten 4 legs to cabinet with bolts and washers furnished. Place
back-box in position. Remove C-clamp holding back door, remove door
and fasten the back-box to cabinet with bolts and washers furnished.
Remove top of back-box by opening lock on right side, lift out glass and
lower insert by raising slide brackets on either side. Replace back
door and lock with turn-bolts mounted on back door. 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. Mechanism in
cabinet can be reached by removing doors on either side of cabinet for
nminor repairs.

NOTE
LOCKS ON SIDE DOORS AND TOP OF BACK

BOX ARE COMMON AND ANY ONE OF 2 KEYS
M FURNISHED WILL OPEN ALL DOORS.

TO SERVICE LIGHT BULBS

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

LEG ADJUSTMENT

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

N - -
e
D,

= o)

FIRST, LEVEL HERE

n THEN RAISE BACK OF GAME 1//4 INCH
) BY UNSCREWING LEG ADJUSTERS IN

\T "/ BACK LEGS.
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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 mechanism board 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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SWITCH
OPERATES
- | TIMER UNIT
| RESET coIL

SWITCH PREVENTS

| BALL LIFTER MOTOR

FROM RAISING
FIRST BALL UNTIL
ALL SEVEN BALLS
ARE IN TROUGH

30iS HOLIMS — HILNMOD T1vE

31171-10dS



COMPLETES CIRCUIT
| FOR OPERATING
| BALL LIFTER MOTOR

COMPLETES
EXTRA BALL
PLAY CIRCUIT

AFTER 5+ BALL |

IS RAISED

9TS

COMPLETES CIRCUIT
TO CLOSE SHUTTER
WHEN 2nd BALL

IS RAISED ‘

COMPLETES CIRCUIT |

TO TURN ON

SEARCH MOTOR WHEN |
Sth BALL IS RAISED |

30IS Y3dIM — Y3ILINMOD T1VE

3117-10dS
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SWITCH BREAKS
CIRCUIT TO 17 VOLT
CARD LITES

SWITCH BREAKS

| CIRCUIT TO ODDS

AND EXTRA

BALL LITES

I i

e

CIRCUIT TO : ‘
SEARCH MOTOR | |

| SWITCH BREAKS
CIRCUIT TO EXTRA

BALL RELAYS
#71 AND #2

43dd3lS 4IWIL

1117-10dS



8TS

| SWITCH COMPLETES 16 REPLAYS 4 REPLAYS 2 REPLAYS

CIRCUIT TO ' i — ~
REGULAR REPLAY
RELAY

& REPLAYS

| 40 REPLAYS

CORNER |
| RELAY |

| SWITCH NORMALLY
| COMPLETES CIRCUIT |
| FOR REGULAR REPLAYS.|
| WHEN ENERGIZED
| COMPLETES CIRCUIT
| FOR 200 REPLAYS

24 REPLAYS 12 REPLAYS

© REPLAYS

43INN0Y AV1d3Y

31171-10dS
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SWITCH COMPLETES
CIRCUIT TO PULL
IN ODDS
ADVANCE RELAY

SWITCH BREAKS
CIRCUIT TO
STEP-UP COIL
WHEN UNIT

REACHES TOP |

SWI|TCH PREVENTS

REPLAY RELAY FROM
PULLING IN

DURING RESET

30IS HOLIMS — LINN SAA0

1117-10d8S
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24 AND 32 2nd, 3rd, AND 4+h !

oDDs | ALL FEATURES
PROBABILITIES STEPS

COMPLETES
ODDS LITE
CIRCUIT

2nd, 3rd AND 4+h
ODDS STEPS

| opbps conTROL

FACTOR FOR
SPOTTING AND
EXTRA BALLS

q

IN LINE

5 IN LINE |
SELECTS REPLAY
MULTIPLE
~ | 3 IN LINE
/| DiAGONAL

| SINGLE
0DDS STEP

3 IN LINE
HORIZONTAL

3 IN LINE
VERTICAL

301S ¥3dIM — LIND SAA0

31171-10dS
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TOP SWITCH
CLOSES AT
23rd STEP
AND COMPLETES
CIRCUIT TO BALL
LIFTER MOTOR

MIDDLE SWITCH
OPENS ON
23rd STEP

AND BREAKS
CIRCUIT TO

STEP-UP COIL

BOTTOM SWITCH
OPENS AT 23rd
STEP AND BREAKS
FEED TO EXTRA

| BALL ADVANCE RELAY

30iS HOLIMS — LINM 17VE wWYlX3

1117-10dS



| SINGLE STEP

| RUN TO A
| AND RUN
TO B

<es

o

EXTRA BALL

LITE CIRCUIT

RUN TO 1st

| BALL AND RUN

TO L

| COMPLETES |

CIRCUIT

— FOR EXTRA |
BALL LIFT

SINGLE STEP
FEED ON

| REGULAR PLAY

301S ¥3dIM — LINR T7VE VH1X3

31171-10d8S
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SWITCH
PULSES

TIMER
STEPPER

# 3 SEARCH
RELAY

#| SEARCH
RELAY

| #¥5 SEARCH
RELAY

# 2 SEARCH

RELAY

#4 SEARCH
RELAY

COMPLETES CIRCUIT
FOR 3 IN LINE
WINNERS

COMPLETES CIRCUIT |
FOR 4 IN LINE OR |
4 CORNER WINNER

9SI10 1INN HOYV3S

3117-10dS
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TOP TO BOTTOM:
COMPLETES CIRCUIT
| TOSPOT AND ODDS

TOP:
BREAKS REPLAY
CIRCUIT WHILE

SHUTTER 15 BUTTONS WHEN
OPENING SHUTTER IS OPEN
— AND TO EXTRA
BOTTOM. BALL BUTTON WHEN
| SHUTTER MOTOR SHUTTER 1S CLOSED
| CARRY-OVER SWITCH —

COMPLETES CIRCUIT

TO ODDS, EXTRA BALL,

AND REPLAY COUNTER
RESET COILS

COMPLETES CIRCUIT
TO TRIP RELAY BANK

RESET COlL

SWITCH CHANGES
| FEEDS FOR OPENING
| AND CLOSING SHUTTER |

| SWITCH PREVENTS
BALL LIFTER

| FROM OPERATING
| UNTIL SHUTTER IS
| COMPLETELY OPEN, |
| OR cLOSED

PULSE SWITCH
FOR RESETTING
| BALL COUNTER
UNIT

| SWITCH ENERGIZES |
| ANTI-CHEAT RELAY |

4O10W Y3ILLINHS

1117-10dS
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EXTRA BALL CIRCUIT
| WHEN ALL FEATURES PLAYED

COMPLETES CIRCUIT
FOR ODDS ADVANCE

B
COMPLETES ODDS
FLASH CIRCUIT

COMPLETES
SPOTTING
CIRCUIT

EXTRA BALL ADDED
CIRCUIT WHEN EXTRA
BALL FEATURE PLAYED

A
COMPLETES
EXTRA BALL

FLASH CIRCUIT |

C

COMPLETES
SPOTTING
FLASH
CIRCUIT

9910 NOIL93TIS LINN TOULINOI

3117-10dS



SPOT-LITE

TRIP RELAY BANK

SAVI3d dIid1L 10dS

AV13Y didl
dvils

526




128

MOTOR

SELECTION DIsC

/

A
20| 30} -
2c| sc] i 52 )
38| [46] [5B] [g___é 88,
] 11l 24l [3a] [aa] [5a] [6] [7al [eal | [91 [10] [t
12C J
124 i3] [14]
TIMER REPLAY SELécr
CAMS CAMS -/ON
INDEX INDEX INDEX L’\)
]

CONTROL UNIT PICTORIAL VIEW
NUMBERS CORRESPOND TO SWITCH CHART



SPOT-LITE oo

NeCe eeeeccennscacs NORMALLY CLOSED

828

CONTROL UNIT SWITCHES NeO: eeveaenneenessss NORMALLY OPEN
FOR POSITION OF SWITCHES REFER TO PICTORIAL M.B.B. .......... MAKE BEFORE BREAK
VIEW OF CONTROL UNIT ABOVE S.P.D.T....SINGLE POLE DOUBLE THROW
RELAY SWITCH OR SWITCH WIRE WIRE COLORS FUNCTION OF SWITCHES
CAM SWITCH CODE NO.
1 NG 60 Brown Completes lock-in circuit for spotting and odds relays.
45 Green-white
2A N.C. 78-6 Orange-Black Drops out start relay during start spin,
50 white
28 N.C. 91 Gray-Red Breaks feed to odds button during start spin.
57 white-Orange
2C N.C. 57 white-Orange Breaks feed to spotting button during start spin.
75 Orange-white
2D N.C. 20-4 Blue Breaks feed to extra ball button during start spin.
83-3 Black-Yellow
3A N.O. 50 white Energizes selection and odds extra step index coils.
63 Brown-Yellow
38 N.O. 90 Gray Completes circuit for odds flasn.
71-2 Orange-Red
3C N.O. 98-7 Gray-Black Completes circuit for spotting flash.
15-3 Red-white
3D N.O. 93-6 Gray-Yellow Completes circuit for extra ball flash.
41-8 Green-Red
4A N.O. 61-6 Brewn-Red Completes circuits to reflex play magnet, replay register,
50 White odds, reptay counter and extra ball unit reset coils.
48 N.O. 10 P Red (Plastic) Completes circuit for energizing tirip relay reset coil.
50 P white {Plastic)
4C N.O. 50 white gnergizes timer unit reset coil.
98 Gray-Black
5A N.O. 81-3 Black-Red Completes circuit to spot trip relays.
83-1 Black-Yellow
58 N.O. 23-3 Blue-Yellow Completes circuit for extra ball advantages.
38-3 Yellow-Black
5C N.O. 21-6 81ue-Red Pulse switch for giving odds guarantee steps.
_ 51-3 white-Red
6 N.C. 80 Black Drops out extra ball relays.
61-3 8rown-Red
7A N.O. 51-6 white-Red Closes every third complete spin for increasing extra ball
38-1 Yellow-Black advantages.
78 N.O. 48-2 Green-Black Closes every third complete spin for increasing extra ball
13-2 Red-Yellow advantages.
8A N.O. 56-1 white-Brown Completes circuit for pulsing extra ball unit step-up coil.
83-4 Black-Yellow
88 N.O. 27-1 8lue-Orange Pulse switch for operating replay meter and replay register
36-6 Yellow-Brown reset coil when replay reset relay is energized.
9 ‘ N.O. 14-2 Red-Green 4 pulse switch for energizing replay counter step-up coil.
75-1 Orange-white
10 l N.O. | 14-2 | Red—Green 8 pulse switch for energizing replay counter step-up coil.
25-1 Blue-White
11 N.O. 14-2 Red-Green 16 pulse switch for energizing replay register and replay
38-2 Yellow-Black counter step-up coils.
12A N.O. 90 P Gray (Plastic) Completes circuit to control unit motor.
60 P Brown (Plastic)
128 N.O. 63-6 Brown-Yellow Prevents extra ball relays from dropping out by pushing
61-3 Brown-Red play-all button.
13 N.O. | 60 P Brown (Plastic) Completes circuit to control unit motor.
| 90 P Gray (Plastic)

14 N.O. 50 White
Orange-Green

Completes circuit to operate shutter motor.
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SPOT-LITE

9-BANK RELAY CHART
SEE DIAGRAM ABOVE

N.C. - NORMALLY CLOSED
N.0. sees NORMALLY OPEN
MeBaB. cevecrecaanaa.. MAKE BEFORE BREAK
S.P.D.T. «-2.0c SINGLE POLE DOUBLE THROW

W
RELAY SWITCH OR SWITCH IRE WIRE COLORS FUNCTION OF SWITCHES
CAM SWITCH CODE NO.
EXTRA BALL 70 orange Energized when extra ball button is played.
RELAY #2 23-2 Blue-Yellow
A S.P.D.T. 93-6 Gray=vellow 41 Normally completes circuit for odds flash 1ites. Completes
74-1 orange-Green circult for extra ball flash lites when energized.
71-1 orange-Red
B N.O. 61-3 Brown-Red Completes lock-in circuit for extra ball relays.
23-2 Blue-Yellow
C N.O 98-4 Gray-Black Completes circuit to extra ball advance relay.
45-3 Green~white
D N.C 98-3 Gray—Black Breaks circuit to odds unit, extra ball unit, and replay
54-6 white~Green counter reset coils when extra ball feature is played.
E N.C 40 P Green EPlast \c} Breaks circuit to trip relay bank reset coil when extra pall
30 P Yellow (Plastic feature is played.
F N.C 15-3 Red—White Breaks circuit to corner lite flash when extra ball feature
40-2 Green is played.
EXTRA BALL 70 orange Energized when extra ball button is played.
RELAY #1 23-2 Blue-Yellow
A N.C. 27-3 Blue-Orange Breaks circuit to shutted motor when extra ball feature is
Tu-3 orange-Green played.
B N.C. 78-3 orange-Black Breaks circuit to spot trip relays when extra ball feature
81-3 8lack-Red is played.
c N.C 13-6 Red—Yellow Breaks circuit to odds advance when extra ball feature is
85 Black-white played.
0 N.C 83-4 glack-Yellow Completes circuit to second wiper for increasing advantages
38-3 Yellow-81lack of extra balls when that feature is played.
E N.C 40-1 Green Break circuit to odds unit step-up coil when extra ball
21-6 B1ue-Red feature is played.
F N.C 41 Green-Red i Completes circuit to start relay when reptay register is off '
51-1 white-Red zero position.
G S§.P.D.T 36-3 Yellow—Brown Normally completes circuit from reflex unit to spot trip re-
45-3 Green-white lays and odds advance relay, when energized makes circuit
93-3 Gray-Yellow through mixer discs for extra ball advance.
00DS RELAY 70 arange Energized when odds feature button is played.
56 white-Brown {
A N.C 81-1 Blac k-Red " Breaks circuit to spot relay when odds feature is played.
27-6 Blue—Drange {
B N.O 56 white-Brown | Completes lock—in circuit of odds relay.
61 Brown-Red
C N.O 43-2 Green-Yellow Ccompletes circuit to odds advance relay to increase prob-
85 Black-white abilities when odds feature is played.
D N.O 41 Green-Red [ Completes circuit tc start relay when replay register is off
51-1 white-Red zero position.
E N.C 98-u Gray-8lack Breaks circuit to odds advance and spot trip relays when
u8-3 Green-glack odds feature is played.
F N.C 10 Red Breaks circuit to corner lites flash when odds feature is
40-2 Green played.
G S.P.D.T. 78 orange-Black Normalily comgﬂetes circuit to advance odds unit at least 2
15-7 Req—white steps when play-all button is played and completes circuit
57-1 white-orange to advance odds at least 3 steps when odds feature is played.
SPOT RELAY 70 orange Energized when spotting feature button is played.
81-1 Black-Red
A S.P.D.T. 27-6 Blue-Orange Normally completes lock—in circuit for odds relay. Completes
83 Black-Yellow lock—in circuit to spot relay when energized.
61 Brown-Red
B N.O (33 Green-Red Completes circuit to start relay when replay register is off
51-1 white—Red zero position.
C N.O. u5-3 Green-white Completes circuit for increasing spot probabilities when
98-4 Gray-Black spotting feature is played.
0 N.C. 71-1 orange-Red Breaks circuit to odds flash when spotting feature is played.
90 Gray
E N.C. 40 Green Breaks circuit for o.ds guarantee advance when spotting
15-7 Red—White feature is played.
f N.C 36-3 Yellow-8rown Breaks circuit to odds advance when spotting feature is
13-6 Red-Yellow played
REPLAY RESET 70 Qrange Energlzed when replay reset button is operated or when 110
RELAY 36-6 Yellow-Brown plug is removed and plugged in again if replay register is
off zero position.
A N.C 51-1 white-Red Prevents start relay from being energized while replays are
75-4 Oorange-wWhite being reset.
B $.P.D.T 27-1 8lue-Orange Normally comp}etes circuit to replay register reset coil for
25 Blue-wnite taking off 1 replay at a time. When energized it places the
61-6 Brown-Red replay register reset coil in parallel with the replay meter.
c N.O 41 Green-Red Locks replay reset relay in until replay register is reset to
36-6 Yellow-Brown zero.
D N.O. 60-P Brown (Plastic ~ | Completes circuit to control unit motor while replays are re-
90-P Gray (pPlastic setting.
ANT |=CHEAT 70 orange Energized by pulse switch on shutter motor assembly,
RELAY 43-6 Green-Yellow
A N.C. 36-6 Yellow-8rown Completes circuit to replay reset relay when 110 is cut off
41 Green-Red and then turned on again.
8 N.O. 436 Green-Yellow Locks in anti-cheat relay and completes major ity of 50 volt
50 white circuit,
C N.O. 18 Gray-Black Completes 17 volt circuit.
21 B1ue-Red
D N.O 14-6 Red—Green Completes 6 volt circuit.
80 Brown-white
E N.C 81 Black—Red Completes circuit to shutter motor if 110 is turned off while
27-3 Blue-Orange shutter is in latched position.
START RELAY 70 orange Energized at beginni?g of every play.
31-3 Yellow~Red
A N.O. 50 white Energizes timer cam index and mixer latch coils.
52 white-Blue
8 N.O. 51-1 white-Red 4{ Lock-in switch for start relay.
78-6 orange~Black
EXTRA BALL 70 orange Energized when circuit completes through mixer, control unit
ADVANCE RELAY 85-3 Black-white and extra ball counter discs.
A N.C. B3-4 Black-Yellow Breaks circuit for single step on extra ball unit guring
56-7 white-Brown extra ball run.
B N.O. 60-P Brown (Plastic Completes circuit to control unit motor.
90-P Gray (Plastic
C N.O. 60 Brown Locks extra ball advance relay in until extra ball unit ad-
38-3 Yellow~Black vances to open position.
D H.0. 60 Brown Completes circuit for energizing extra ball unit step—up
83-4 Black-Yellow coil.
00DS ADVANCE RELAY 70 orange Energlzed when circuit completed through control, mixer, and
85-1 Black-white odds unit discs.
A N.O. 60-P Brown (Plastic Completes circuit for control unit motor.
90-P Gray (Plastic
[ 85-1 | Black—white “Locks odds advance relay in during odds run.
48-1 Green-B8lack




